6/17/26, 12:09 AM PRINT: PDF Manual - PLAYDECK

'HLAIECK

User Manual & Guide

Official Multi-Channel Video Playout & Remote Production
Documentation

Broadcast Version Build | Global Edition

https://playdeck.tv/master-print-tool/ 1/233



6/17/26, 12:09 AM PRINT: PDF Manual - PLAYDECK

Table of Contents

USER MANUAL & GUIDE

Hardware
Your PLAYDECK PC Build / Hardware
Supported Input/Output Devices
Internal and External Keying
PiP (Picture-in-picture) with Internal Keying
ST 2110 Device Setup

Setup Device Reference Signal (GenLock)

Playlist & Content
Best Video Codecs for Playback
Insert Input Streams into Playlist
Insert YouTube Videos into Playlists
Automate Overlay Lower Third with Clips
Closed Captions / Subtitles
Prepare/Import Playlists externally
Create Pre-Show Waiting Loop
Creating a Slideshow Single-Monitor
Growing Files in Playlist

Transcode Clips for GPU Decoding

Video & Audio Output
Broadcast your Video Feed
Setup of your Output Streams

ASIO / Dante Virtual Soundcard

https://playdeck.tv/master-print-tool/ 2/233



6/17/26, 12:09 AM

PRINT: PDF Manual - PLAYDECK

Multichannel Audio and Mixing
Color Correction for Inputs and Channel
HDR Output and Recording

Audio Delay

Advertisement & SCTE

Ad Breaks to interrupt Playout
Create L-Band Ads via second Channel
Using SCTE for Inputs and Outputs

Sending SCTE-35 to Stream Server

Cloud & Remote Connections

Using Companion for Playout Control
Using Commands for Playout Control
Video from/to OBS Studio

Video from/to vMix

Amazon EC2 Installation

PLAYDECK API

License & Support

PLAYDECK License Options
Activate your License

Free Backup License

Move License to another PC
Recover lost license

Send Log Files to Support Team

Upload Files to Support Team

Setup RustDesk unattended Access for Remote Support

Video Engine Logging

https://playdeck.tv/master-print-tool/

3/233



6/17/26, 12:09 AM PRINT: PDF Manual - PLAYDECK

https://playdeck.tv/master-print-tool/ 4/233



6/17/26, 12:09 AM PRINT: PDF Manual - PLAYDECK

USER MANUAL & GUIDE

Welcome to the official PLAYDECK documentation. This comprehensive user guide is
engineered to help you configure, automate, and operate your playout system flawlessly—
whether you deploy on-site or in cloud-based remote production environments.

. Localized Production Workflows: To ensure flawless operation in high-pressure
environments worldwide, the entire PLAYDECK software user interface natively supports 9

international languages.

JL Download PLAYDECK Manual as PDF for Offline Use

Quick Start: System Architecture

PLAYDECK scales from simple single-channel setups to complex broadcast infrastructures.
Before diving into the specific configuration chapters below, ensure you understand the core
capabilities of your edition:

e Multi-Channel Playout: Manage and route up to 8 completely independent output channels
simultaneously. Organize your videos, graphics, audio tracks, live inputs, or IP streams
instantly via our high-speed drag-and-drop playlist interface.

¢ Real-Time Transcoding: Feed your playlist with almost any common video codec or
container. The internal PLAYDECK engine automatically scales, converts, and transcodes all
assets to match your global hardware output format in real time.

¢ Flexible Signal Routing: Output your pristine feeds via professional hardware 1/O cards
(Blackmagic Design, AJA, Deltacast, etc.), native low-latency NDI® streams, secure SRT

feeds, or the Windows extended desktop.

e Advanced Control & Automation: Take absolute command of your production flow using

rapid physical keyboard shortcuts, automated Tally interfaces, standardized network TCP/IP
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commands, or our native module built for Bitfocus Companion and Elgato Stream Deck

systems.

Studio Edition: Real-Time Ingest & Audio Power

If you are operating the PLAYDECK Studio Edition, you have access to expanded broadcast-

grade workflows:

¢ 4-Channel Recording & Focused Edit-While-Ingest: Capture up to 4 dedicated recording
streams simultaneously. One designated master channel can be utilized for active Edit-
While-Ingest clip generation, allowing you to use high-speed keyboard shortcuts to trim, cut,
and push highlight clips to your playlist instantly while the background recording continues

uninterrupted.

o Native ASIO & Dante Support: Route complex multichannel audio effortlessly with native,
high-performance integration for ASIO devices and Dante Virtual Soundcard (DVS) managing

up to 32 independent audio channels.

How to Navigate This Documentation

Please use the navigation menu in the left sidebar to access specific technical chapters. The
menu automatically expands to guide you through our step-by-step guides on Hardware,

Playlists, Routing, and Automation.
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Hardware

Your PLAYDECK PC Build / Hardware

Please use this basic guidelines for your PLAYDECK System. While PLAYDECK can basically
play any Codec on any Windows machine, we want you to have a good experience, which
requires some rules of thumb.

In this article:

— Installation and Hardware

— Encoding and Decoding

— Output Cards

— CPU Codecs, Keying and Alpha Channel
— Headless Playout NUC

— Notebooks

Installation and Hardware

PLAYDECK can be installed on any Windows 64-bit machine. This includes Windows Server
Versions or Custom Cloud Builds.

PLAYDECK needs fast modern Hardware, if pushed to the Limit. It has to transcode any given
Video Format and Framerate in Real-time into your selected Output Format. Ideally without any
Frame Drops.

As with all Tasks, it all depends on your use case: Are you using the LITE Edition to operate one
Full HD Channel in a Live Event for some Hours? Or are you using STUDIO to broadcast

multiple UHD Channel to several receiver e.g. Streams, NDI, and all in a 24/7 manner?
One thing is certain: You need a powerful NVIDIA or INTEL GPU. AMD is not supported for

decoding, but it will run nevertheless. Your NVIDIA GPU should have ideally at least a Score of
9.000 on the Passmark Scale. This would be achieved with a NVIDIA RTX 4060.
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There is also a Passmark Scale for CPU. We recommend at least a Score of 25.000 for single
channel, 35.000 for dual channel and 50.000 for 4-8 channel.

All other PC components should not be much older than 2 years, just to meet modern driver
standards, as we update PLAYDECK at least 4 times a year with the latest driver. You will want
to utilize and profit from that, as all PLAYDECK updates are free of charge, as long as you have

a valid license.

This is a LIVE Spec, we use for our own PLAYDECK Production Systems:

Power: BeQuiet Straight Power 11 750W

e Mainboard: Gigabyte Z790 AORUS Elite AX

e CPU: Intel Core i7 13700F (PassMark 38.000)

e CPU Cooling: Noctua NH-U9S Tower Cooler

e Memory: 32GB Corsair Vengeance black DDR5-5200

e SSD: 1TB Samsung 970 EVO Plus M.2

e GPU: 12GB Gigabyte Geforce RTX 4070 Windforce OC (PassMark 15.000)
e SDI: Blackmagic Design DeckLink SDI 4K

This is a DEV Spec, we use for development:

Power: BeQuiet Straight Power 12 850W

e Mainboard: MSI MAG Z790 TOMAHAWK

e CPU: Intel Core i7-14700K (PassMark 52.000)

e CPU Cooling: Noctua NH-D15 chromax.black

e Memory: 32GB Corsair DIMM DDR5-5600

e SSD: 2TB WD Black SN850X NVMe SSD

e GPU: 10GB Asus GeForce RTX 3080 V2 OC LHR (PassMark 14.000)
e SDI: Blackmagic Design DeckLink Duo 2

This is also TEST Spec, we use exlusively for load and stability Testing for Intel GPU:
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e System: ASUS NUC 14 Pro Al Slim Mini PC

e CPU: Intel Core Ultra 5 226V 4,5 GHz (PassMark 18.000)
e Memory: 16GB LPDDR5X 8533 MHz

e SSD: 512GB

e GPU: Intel Arc Graphics 130V (PassMark 2.500)

Encoding and Decoding

Please also plan your GPU upfront according to your encoding and decoding needs. Here is a
page for NVidia NVenc and 422 Support and here for Intel Quick Sync and 422 Support. As a
rule of thumb: Lower NVidia Cards can’t encode DVB 422 and can’t decode AV1. Almost any
Intel Onboard GPU (UHD, Iris, ARC) can encode DVB 422, but only the ARC can also decode
AV1. Here is a little Helper:

NVidia RTX 3080

Decode HEVC — STRONG

Decode H264/H265 — STRONG

Decode AV1 — (No)

Encode DVB 4:2:2 — (No)

Intel UHD

Decode HEVC — MINIMAL

Decode H264/H265 — MINIMAL

Decode AV1 — (No)
Encode DVB 4:2:2 — OK

Intel ARC

e Decode HEVC — GOOD
e Decode H264/H265 — GOOD
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e Decode AV1 — GOOD
e Encode DVB 4:2:2 — GOOD

Output Cards

If you use a dedicated Output Card (e.g. BM Decklink), you will not only offload resources to the
Card and reduce overall System GPU/CPU load, but you will also benefit from:

More “true” Colors

Nearly Zero Frame Drops due to Frame Rate Control

Overall higher Picture Quality

Much more stable than HDMI over Desktop (no Windows-interference)

We support Output Cards from these Manufacturers (see complete List):

Blackmagic Design
e AJA

e Deltacast

e Bluefish444

e DekTect

e Magewell

e Osprey

e Stream Labs

e Yuan

e ASIO Devices (eg DANTE)

CPU Usage = Stronger CPU needed

If you fall under one of the following categories, please plan a stronger CPU for your System:
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— You are mostly using CPU Codecs, that can’t be GPU-decoded with PLAYDECK: ProRes,
HAP, DNxHD

— You use multiple NDI Outputs, as they are encoded on CPU only

— You are heavily using Overlays in PLAYDECK, as they are also CPU-only

— You are using multiple screen captures or web camera devices

Headless Playout NUC

If Form Factor is important or your Playout System should run unsupervised, we can recommend
this NUC: ASUS NUC 14 Pro.

It has a very strong INTEL ARC GPU with 8 GB. | can decode anything like a NVidia (with
QuickSnyc) plsu AV1. Very balanced CPU/GPU power. Can operate 2 channel playout including
HDMI output and Streams.

Notebooks

If you are aiming for mobile productions, we go with the XMG ULTRA 17 or the Razor Blade
Notebook and extend it with a Blackmagic Ultra Studio card via the thunderbolt interface. If in
doubt, which manufacturer to go for, decide for a Gamer Notebook. Those are designed to run at
maximum performance. Avoid buying Office-type Notebooks like Dell, which are designed for

power saving and can seriously limit your playout performance.
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Supported Input/Output Devices

We basically support all cards of the following manufacturers, since we always include the latest
drivers. But because of the vast amount of cards out there, we only tested the most common
ones.

Blackmagic Design

Important: Needs Version 14.5+ of Blackmagic Desktop Video Setup.

DeckLink 4K Extreme 12G

e DeckLink 8K Pro

e DeckLink Duo 2

¢ Intensity Pro 4K

e DeckLink Mini Monitor / Mini Recorder

e DeckLink Quad 1 /2 /HDMI Recorder

e DeckLink SDI 4K

e DeckLink Studio 2 / 4K

e Ultra Studio HD Mini / 4K Mini / 4K Extreme 3 / Monitor 3G
e DeckLink IP/SDI HD

AJA

e Corvid 24 R1
e Corvid 44

e Corvid 88

e KONA LHi

e KONAIP
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Deltacast

« DELTA-3G-e 22

« DELTA-3G-elp-d 8c
« DELTA-3G-elp-key 11
« DELTA-ip-ST2110

Bluefish444

e Epoch 4K Neutron

e Epoch 4K Supernova S+
e Epoch Neutron

e Epoch Supernova CG

« KRONOS K8

DekTec

o DTA-2144B

Magewell

e Pro Capture Quad HDMI
e Pro Capture Quad SDI

Osprey

e Osprey 915
e Osprey 925
e Osprey 927
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e Osprey 935
e Osprey 945
e Osprey 914
e Osprey 924
e Osprey 944
e Osprey 1214
e Osprey 1215
e Osprey 1225
e Osprey 1227
e Osprey 1245
e Osprey 1285
e Osprey M15
e Osprey M14
e Osprey M24
e Osprey M25

Stream Labs

Alpha HD
MH4LM

e MS4

MSP2

Yuan

e SC550N1
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Internal and External Keying

PLAYDECK supports both Internal (Superimposed Graphics over Incoming Signal) and External
(Generating Video Fill and Key Signal) Keying, given that the Output card supports it too. You

can also output the key or fill signal separately.

You can also use NDI to send your Key or Fill Signal with Alpha Channel Support.

Internal Keying

In Internal Keying mode, PLAYDECK will superimpose the video over an incoming signal on the

same card:
VIDEO IN ’
External ("AUDIO IN
software
or
Stream
\AUDIO OUT
VIDED with

SUPERIMPOSED
GRAPHICS

=

Internal Kying

Lets take the Decklink Duo 2 for example: It has 4 SDI Ports. We need to tell the Card, which 2
Ports will be used for Internal Keying with the help of Desktop Video Setup (Blackmagic’s own

Setup-App):

https://playdeck.tv/master-print-tool/
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B Blackmagic Desktop Video Setup

Help

B Blackmagic Desktop Video Setup - ) X |

Connectors

Connector Mapping

The Decklink will now operate like this:

DeckLink Duo 2

https://playdeck.tv/master-print-tool/ 16/233
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If we start PLAYDECK now, the INTERNAL Option becomes selectable as Device Output:

Device Output: @ Device

Line

? | Keying

<MNone>
internal

axternal
fill
key

Once you activate the Device for Keying, PLAYDECK will automatically change your Background
to TRANSPARENT and your Color Space to ARGB32 (to support Alpha Channel):

4 B A B I EEEEEEEEEENEEEENEEENENBEN
Al B B B B R BN BN BN NEEDN
.I.I.I.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l
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A E BB BB BB EEEEEEEE NN EEERN

7 l.I.l.I.I.I.l.I.l.l.l.l.l.l.l.I.l.l.l.l.l.l.l.l.
l.l...l.l.l...l.l.l...l.l.l...l.l.l...l.l.l...l.
II.I.IIIIIIIIIIIIIIIII.I.III

| I.I.I.I.I.
-
AN EEER
.I.l.l.l.l.l.l.I.I.I.I.I.I.I.I.I.I.I.I.I.I.I.I.I
55
| N HEEEEEEENEN
O I EEEEEEN

The Image shows PLAYDECK Overlays Sample: Create Overlay > HTML > Screen-Title.html.

External Keying

In External Keying mode, PLAYDECK generates both Fill and Key signals and the keying is
made by an external keyer:
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External
software |
or
Stream

External Keying

Lets take the Decklink Duo 2 for example: It has 4 SDI Ports. We need to tell the Card, which 2
Ports will be used for External Keying with the help of Desktop Video Setup (Blackmagic’s own
Setup-App):

B Blackmagic Desktop Video Setup - ) X
Help

DeckLink Duo (1)

https://playdeck.tv/master-print-tool/
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B Blackmagic Desktop Video Setup = ] X

DeckLink Duo 2

Video Output Conversions Connectors

Connector Mapping

Conmector: | 5DI 1 & 5012

The Decklink will now operate like this:

If we start PLAYDECK now, the EXTERNAL Option becomes selectable as Device Output:

Device Output: B Device DeckLink Duo 2
Line

7 | Keying K l Straight Alpha

<MNone>

external

fill
key

Once you activate the Device for Keying, PLAYDECK will automatically change your Background
to TRANSPARENT and your Color Space to ARGB32 (to support Alpha Channel):
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The Image shows PLAYDECK Overlays Sample: Create Overlay > HTML > Screen-Title.html.
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PiP (Picture-in-picture) with Internal Keying

This article will show how to utilize Internal Keying as means of overlaying Video over Video
(Picture in Picture).

1. Setup of Internal Keying

We need to setup PLAYDECK to have a BG FEED and a PIP FEED and mix them into the MAIN
FEED. For this we use Internal Keying. See this article for more info on Internal Keying.

Use any Device that is capable of Internal Keying. In our example we use the Blackmagic
DeckLink Duo2. Open the Desktop Video Setup and combine and first 2 SDI Outputs. Leave the
other Outputs solo:

B Blackmagic Desktop Video Setup — [m] o

Connector Mapping

Next we enable Internal Keying in Channel 1 in PLAYDECK:
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Channel ID:

Output Scaler:

¢ Channel @ Per

O Outputs
Device Output: -
= Inputs
E I
4 Director View
M Streaming

Desktop Output: @ Monitor
----------------------

2. Setup of BG FEED

Now we need to send our BG FEED to SDI 1. For this we use Channel 2 and send it via SDI
Loop from SDI 3 to SDI 1. Please note, that because we combined SDI 1+2, SDI 3 is now
designated as “Decklink Duo 2 (2)”:

Channel ID: 3/ 4 5 6 7 8

B Playlist

Output Scaler: [ ] -o¢ [HHE A -
o099
[ N N

* Original Size

& Channel
O Outputs
Device Output: - Device
&= Inputs
& Director View
M Streaming
@ Recording

Then we start any video content on Channel 2:
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BLOCK END BLOCK REMAIN

00:51:40 | 00:00:30

Grand_lam_220505.mp4  00:00

PLAY NEXT _
cup

>

D
M. Flanned
#1 BLOCK +1Clip © v
b 1. Grand_lam_220505.mp4 C 0,0 dB [ ]

PAUSE

If you have a SDI Monitor on SDI 2, you can already see the BG FEED playing there now.

We could now go ahead and play any Content with Alpha on Channel 1, which is keyed over the
BG FEED, e.g. Alpha Videos (ProRes, HAP-A) or simple Overlays. But since we need our PIP
FEEDBACK scaled and positioned, we need to set it up on another Channel.

3. Setup of PIP FEED

We use Channel 3 as PIP FEEDBACK, so we can play regular Video Content here. We want to
send it via NDI from Channel 3 to Channel 1 and activate the Output Scaler, so that our PIP is in

the UPPER RIGHT Corner:
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Channel ID:

Output Scaler: w! o0 - _ / _ Pix
LN N |
X N |

® Original Size
£ Channel ecental NN / NS

3 Outputs
Device Output: DeckLink Duo 2 (2) - BUSY (QUTPUT 2) |
= Inputs
Line |
4 Director View
M Streaming l '
o Recond options |

Desktop Output: @ Monitor eI
auo R

dl Normalization e

We now insert a Video Clip on Channel 3, but this could also be Live Video, Streams or anything

else:

BLOCK EMD BLOCK REMAIN

00:54:36 | 00:00:01

peaker_220505mpd 00:01

CHAMNNEL 3

We loop this NDI Feedback to Input 1:
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[ ] W
# Application Input Name:

Crop/Aspect:

Time shifting: pelay: ENINENEEEE v
Device Input: DeckLink Dua 2 (2) - BUSY (OUTPUT 2) H

Desktop Input: NVIDIA GeForce RTX 3080-33&0“600@144,004%?

NDI Input: - Source MKO-OFFICE (PlaydeckCh3) NDI Source at 192.168.178.42:!
it
+ Incoming y Taly Fiag v
s [
=+ Outgoing

- Channel Input: @ cramis

Then insert Input 1 into the Playlist of Channel 1:
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e Mew Projectxml [Studio Edition, Marc Kaster]

BLOCK END BLOCK REMAIN O D . 4 7 . 3 9
co

oo

INPUT 1 oo

]
]

]

. T

m | sToP || FADE | ["MI5T
]
]
]

CHANNEL 1
n l.l.l.l.II- HEEEEEE SRR E= ﬂ...I...I...

#1 BLOCK
v  LINPUT1

We now downscaled the Channel 3 Playlist into Channel 1, which will be keyed over the BG
FEED of Channel 2.

4. FINAL OUTPUT / MAIN FEED

The MAIN FEED is send to SDI 2 and this is the result on the SDI Monitor of SDI 2
(photographed):
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ST 2110 Device Setup

For High Quality and Lag-free network operation, we recommend using High-end network
hardware (router, switch) as well as high speed ethernet cables (Cat6+).

In this article:

— BlackMagic 2110/IP Cards
— AJA 2110/IP Cards

— Deltacst 2110/IP Cards

BlackMagic 2110/IP Cards

BlackMagic Devices can be configured with the Tools given by the manufacturer:
Blackmagic Desktop Video Setup:

] Blackmagic Desktop Video Setup - o x

Setup

Network

2110 Multicast Output

Stream address:
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AJA 2110/IP Cards

PLAYDECK allows to assign a network configuration file, which will be loaded upon PLAYDECK
start.

Structure of Configuration File (JSON)

https://playdeck.tv/master-print-tool/ 29/233
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"protocol”:"2110",
"network2110":
{ // this part configures the parameters of the device itself, the connectors (SF
P) with IP configurations
"ptpPreferredGMID":"00-00-00-00-00-00-00-00",
"ptpDomain":0,
"setupdk":"false",
"multiSDP":"false",
"audioCombine":"false",

"rxMatchOverride":0,

"sfps":
[ // the configuration itself for each of the connectors
{
"designator":"sfpl",
"ipAddress":"192.16.45.8",
"subnetMask":"255.255.0.0",
"gatelWay":"255.255.255.255",
"enable":"true"
s
{
"designator":"sfp2",
"ipAddress":"192.16.45.9",
"subnetMask":"255.255.0.0",
"gateWay":"255.255.255.255",
"enable":"true"
}
]
¥
"receiveVideo2110":

[ // this part is to receive a video feed where you set the connector, the source
address
// and its port for both the connectors.

{

"stream":"videol",

"stream":"video2",
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1B

"receiveAudio2110":
[ // this part is to receive an audio feed where you set the connector, the source
address

// and its port for both the connectors.

{
"stream":"audiol",
s
"stream":"audio2",
}
1,
"receiveAnc2110":

[ // this part is to receive the ancillary data where you set the connector, the
source address

// and its port for both the connectors.

{
"stream":"ancl",
Ts
{
"stream":"anc2",
}
1,
"transmitVideo2110":

[ // this part is to send a video signal where you set the connector, the destina
tion address

// and its port for both the connectors.

{

"stream":"video3",

"stream":"video4",
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1,

"transmitAudio2110":

[ // this part is to send an audio signal where you set the connector, the destin
ation address

// and its port for both the connectors.

{
"stream":"audio3",
s
"stream":"audio4",
}
1,
"transmitAnc2110":

[ // this part is to send ancilary data where you set the connector, the destinat

ion address

// and its port for both the connectors.

{

"stream":"anc3",
Ts
{

"stream":"anc4",
}

Sample Configuration File

You can download this sample JSON File.

Assign Configuration to PLAYDECK
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The Configuration will be loaded while starting PLAYDECK and will be assigned to all Inputs and
Outputs (if assigned).

For INPUTS, edit the full path to your JSON File in this Registry Key:
HKEY_CURRENT_USER\Software\Medialooks\MFormats\MFLive\AJA2\aja.ip_config

For OUTPUTS, edit the full path to your JSON File in this Registry Key:
HKEY_CURRENT_USER\Software\Medialooks\MFormats\MFRenderer\AJA2\aja.ip_config

Deltacast 2110/IP Cards

PLAYDECK allows to assign a network configuration file, which will be loaded upon PLAYDECK
start.

Structure of Configuration File (JSON)
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"tx2110Setup":

{
"ethPort":0,
"DHCP":"true",
"ipAddress":"127.0.0.1",
"subnetMask":"255.255.255.0",
"gatelWay":"127.0.0.1",
"ipAddressMulticast":"239.1.32.32",
"udpPort":16

¥

"rx2110Setup":

{
"ethPort":0,

"DHCP" : "true",
"ipAddress":"127.0.0.1",
"subnetMask":"255.255.255.0",
"gatelWay":"127.0.0.1",
"ipAddressMulticast":"239.1.32.32",
"udpPort":16

Sample Configuration File

You can download this sample JSON File.

Assign Configuration to PLAYDECK

The Configuration will be loaded while starting PLAYDECK and will be assigned to all Inputs and
Outputs (if assigned).

For INPUTS, edit the full path to your JSON File in this Registry Key:
HKEY_CURRENT_USER\Software\Medialooks\MFormats\MFLive\MFDeviceDC\dc.ip_config
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For OUTPUTS, edit the full path to your JSON File in this Registry Key:
HKEY_CURRENT_USER\Software\Medialooks\MFormats\MFRenderer\DC\dc.ip_config
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Setup Device Reference Signal (GenLock)

Introducing a Reference Signal will force the Output Hardware to send Frames based on the
Reference Clock.

1. Multichannel SYNC as a use case

If you plan to synchronize multiple channel, you should connect an external clock to your device,
then CUE all Channel via LINK (or Commands) and UNPAUSE all Channel. This will start all
Channel (almost) SYNC, while the Reference Clock will make sure, that all Channel STAY
SYNC. This is only guaranteed for all Channel, that output over the same Device.

This article shows, how to use Action Buttons to start multiple Channel in SYNC.

2. Providing a Reference Signal (GenLock)

Please check with your manufacturer, if your Output Card supports a Reference Input. In this

example we use “Blackmagic DeckLink Duo 2”:

HEARHA
iR

§ 59 59
INE

DeckLink Duo 2

If none of your other hardware generates a Clock Signal, you can use separate hardware to

generate such a signal, like the Blackmagic Sync Generator.
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3. Setting the Reference Input in PLAYDECK

Some Devices need specific reference input settings, like AJA Devices. In this Example, we set
the AJA Reference Input to “external” for the Device:

B Playlist
# Application Output Scaler: B Position

th Channel

O Qutputs
Device Output: vice Some AJA Card |
o« Inputs
E N,
& Director View |
.
M Streaming :
@ Recording

Desktop Output: @ Monitor NVIDIA GeForce RTX 3080 - 3840x1600@144,00 - PRIMARY |~|

Audio
LB Channel Audio

o Input Audio | NDI Output: croup:

- ? | Additional Audio: B Dante Virtual Soundcard (x64) (ASIO)

If you click on SHOW HELP, you will see all other Options, that can be set for each device

manufacturer.
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Playlist & Content

Best Video Codecs for Playback

PLAYDECK can play almost any Codec out there. If the Codec is not supported by your GPU, it
always falls back to CPU to make it work. There are very view exception: NotchLC for example
cant be played with PLAYDECK.

We understand, that most of you have not much control over the Video Codec selection, as you

receive your Video Files from Customer right before the show.

But if you have the Time to transcode the Video Files or even more are part of the production
process, then you have more options than just H.264 MP4 Files.

We recommend going with AV1, if your NVIDIA supports it, except when you need Alpha-
channel, than switch to HAP. In all other cases fall back to H.265/HEVC. ProRes has the best
image quality, but is not really suited for real-time playback, as it is more of an editing and post-
production codec.

There is also a Feature in PLAYDECK to quickly transcode your Video Files to a GPU-supported

Codec. Please see this article.

H.265/HEVC

General-purpose codec. Use, if your NVIDIA GPU does not support AV1 and if you dont need
Alpha-channel.

Developer: JCT-VC

GPU Decoding: Yes, but depends on NVIDIA GPU, see this List

Quality: Good quality at all bitrates

Alpha-channel: No

Features: HDR, 10-bit color, 8K
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AV1

Most efficient Codec. Use, if you your GPU supports it and you don’t need Alpha-channel. Near-
lossless quality and significantly smaller file sizes than ProRes.

e Developer: Alliance for Open Media (Open Source)

¢ GPU Decoding: Yes, but depends on NVIDIA GPU, see this List
¢ Quality: Better quality than H.265/HEVC, esp. at lower bitrates
e Alpha-channel: No

e Features: HDR, 10-bit color, 8K

HAP

Very universal Codec. Use, if you need Alpha-channel, and preferred over ProRes because of
lower CPU load.

e Developer: Vidvox

¢ GPU Decoding: No, but lower CPU load than ProRes

¢ Quality: Better quality than H.265/HEVC, but less than AV1
¢ Alpha-channel: Yes (with HAP Alpha and HAP Q)

o Features:

ProRes

Offers highest image quality with ProRes 4444. Preserves fine details and colors exceptionally
well, at the cost of high CPU load. Use only, if you can afford the CPU load and need highest

possible visual quality. This is an editing codec and no real-time codec.

e Developer: Apple

¢ GPU Decoding: No. High CPU load

¢ Quality: Better quality than all other, esp. at higher bitrates
e Alpha-channel: Yes (with ProRes 4444)
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e Features: HDR, 10/12-bit color, 8K
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Insert Input Streams into Playlist

This article will show how to insert Streams into your Playlist.

In this article:
— Insert Stream (SRT, RTMP, UDP, ...)
— Insert YouTube Video

— Insert Website Video

Insert Stream (SRT, RTMP, UDP, ...)

You can directly Drag Drop any YouTube URL from your Browser to PLAYDECK:

CHANNEL 1

Duration Cul  Loop Audio Trans. Overl Com. Planned

+ 7 Clips
= TOP 25 HIKES & PLACES TO V1.

= youtube com/watch

00:15

= * YouTube

01:18

To insert a new Stream into your Playlist, simply Drag Drop the STREAM Icon onto the Playlist. A
new Popup will appear, where you can enter the Stream URL.:
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CHANNEL 1 CUE

[ —_— ‘-:‘;-‘- % >_ ﬂ I'} f;’] »

Duration Cul Loop Audio Trans, Owverl. Com. Planmesd
+ 7 Clips

wle=caller

Enter or Paste your Stream URL
6. Mitgliedergrafik

WestHam

srt://187.84.32.27:15665?mode=caller

Cancel

Your Stream will be scanned by PLAYDECK now. If the PLAYDECK could connect to your
Stream successfully, the Text will be shown in WHITE. You can now play the Stream and/or can
double-click the INFO icon to view more information about the Stream, like Video format and
codec:

+ 7 Clips
-] 0,0 dB

0.0 dB
les

Media type : Stream
: Clip can be played
: srt:/f187.84,32.27:15665 'mode=caller
File type : Stream
: 284

: H.264 / AVC f MPEG-4 AVMC / MPEG-4 part 18
: High

: 1920 pixels

: 19808 pixels
Frame rate : 29.978 FPS
Display aspect ratio : 16:9
Pixel aspect ratio : 1:1
Scan type : Progressive

: MP2 (MPEG audio layer 2)
Channels : 2 channels
Sampling rate : 48.8 Khz
Bits per sample : 32 bits

If the Stream can NOT be connected, it will appear in RED:
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#1 BLOCK a1 Clip

00:30 0,0 dB

0,0 dB

URL:

wode=caller

Rescan Clip

Insert YouTube Video

You can insert YouTube Links via Drag Drop or in the same manner as insert as Input Stream.
See this article on more information about YouTube.

Insert Website Video

You can insert some Websites per Drag Drop directly into the Playlist or via the STREAM Icon.
We use TWITCH in this example. Click SHOW HELP to get more info about what Websites can
be used:
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[ = .-)_ ) C.|x
Duration Cul Loop Audio Trans. Owerl. Com. Planned
» 7 Clips

HENWSTOOM

3. Intro_Liw

4. L-Wrapp

o ~
Enter or Paste your Stream URL

FAUSE

https://www.twitch.tv/247newsroom

Cancel
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Insert YouTube Videos into Playlists

This article will show how to load and edit YouTube Videos.

1. Load YouTube into PLAYDECK

You can directly Drag Drop any YouTube URL from your Browser to PLAYDECK:

CHANNEL 1

L
Duration Cut  Loop Audio Trans. Owverl Com. Planived
7 Clips

<y

[

Duration Cul  Loop Andio Trans. Owverl. Com. Planmed
BLOCK

5 HIKES & PLACES TO VISIT IN COLORAD

<]

L8 L 8 5 % 8

Enter or Paste your Stream URL

a

https://www.youtube.com/watch?v=KKeZPA-Gvs4

L1

256 lamd

Your YouTube Videos is ready to play out-of-the-box. The quality will be pre-selected dependent
on your Playlist Video Format and the Formats provided from YouTube.
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Note: Avoid using long YouTube Links with Playlists like “...?
v=00lIRc0zc_U&list=RDO0olIRc0zc_U”, as they might not work or cause Lag/Stutter. We
recommend using short links like “...?v=00lIRc0zc_U".

2. Update YouTube Driver

Should the added YouTube Clip be shown as UNPLAYABLE/RED in PLAYDECK, please update
the integrated YouTube Driver. Chances are, YouTube made changes to its platform and you

need a newer driver from us:

° New Project® [Trial Studio Edition]

3. Change Quality, Video and Audio

YouTube Videos are always available in different qualities. You can switch Video Tracks by right-
clicking the YouTube Video:
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« | <FAST/RELIABLE - Best quality/coherent stream that contains both video/audio. Stays sync after seeking =
<QUALITY/SLOW - Best available video/audio quality. Desync after seeking >
<MATCH - Best available video/audio quality within channel resalution. Desync after seeking >
[1] 256x144@24 FPS 55 kb/s - MP4 (Video only) - 144p

Duration Cut Loop  Audic [2] 256x144@24 FPS 74 kb/s - WEBM (Video only) - 144p

o 3] 256x144@24 FPS 56 kb/s - MP4 (Video only) - 144p
* 7 Clips

4] 426x240@24 FPS 134 kb/s - MP4 (Video only) - 240p

5] 426x240@24 FPS 145 kb/s - WEBM (Video only) - 240p

Delete

6] 426x240@24 FPS 116 kbys - MP4 (Video only) - 240p

&\\&\\(B"‘

at | Rename [7] 640x360@24 FPS 289 kbys - MP4 (Video only) - 360p

% | Cut [8] 640x360@24 FPS 418 kby/s - MP4 (Video + Audio) - 360p
~ | Copy 19) 640x360@24 FPS 330 kbys - WEBM (Video only) - 360p
1] [10] BADx360@24 FPS 245 kbys - MP4 (Video only) - 360p
& | Color 3 [11] 854x480@24 FPS 482 kby/s - MP4 (Video only) - 480p

@ | Show in Explorer/Browser [12] 854x480@24 FPS 515 kby/s - WEBM (Video only) - 480p

_ [13] B54x480@24 FPS 440 kby/s - MP4 (Video only) - 480p

W | Change File/URL/Input [14] 1280x720@24 FPS 792 kbys - MP4 (Video only) - 720p

Rescan Clip [15] 1280x720@24 FPS 1017 kb/s - WEBM (Video only) - 720p
Reset Clip Settings [16] 1280xT20@24 FPS 866 kb/s - MP4 (Video only) - T20p
@ [17] 1920x1080@24 FPS 2854 kb/s - MP4 (Video only) - 1080p

[18] 1920x1080224 FPS 1677 kb/s - WEBM (Video only) - 1080p

1 Video Tracks i 3 [19] 1920x1080@24 FPS 1552 kbys - MP4 (Video only) - 1080p

Audio Gain

4

4 | Audio Tracks
4 | Audio Channel Mapping
L

Audio Filter

Note: YouTube provides combined Video+Audio Tracks, which are much faster. If you switch to
non-combined Video Track, caching can take much longer and seeking can desync video/audio.
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Automate Overlay Lower Third with Clips

This article will show how to use how to create Overlays Groups and bind them to Clips or
schedule them.

In this article:

— Create Lower Third (with overlays.uno)
— Create Lower Third (with ClassX)

— Create Lower Third (in PLAYDECK)

— Automate Overlay with Clips/Blocks

— Schedule Overlay

— Remote Control

— External Keying

1. Create Lower Third (with overlays.uno)

For this example we use a ready-to-go Lower Third Overlay from overlays.uno.

Open this Overlay Template and click on “Use for free”:

https://overlays.uno/library/199-Lower-Third—Prism

Then click on “Copy Output URL” to have the target URL in your Clipboard.
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u Lower Third - Prism

In PLAYDECK, click on any empty Overlay Button, select “HTML”
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Trisl overlay expires in Sk 59m 394

Customize Dverlay

Color Palette

Layout

upper Online Template Field:

i Position & Scale

Online Template or [QEEEEE R ERATLILT AT

Website:

2 video

Local Templates:

L S S A R A <. |

# Text

= Crawler

Countdown.html

* Geometric

League-Table.html

Play-Progress-Timer.him

E HTML / Web Screen-Titke Wl

Q, PREVIEW

Action 1

https://playdeck.tv/master-print-tool/

Page Crop:
Page Zoom:

Page Border:

and paste the URL into the

BOKMmpURKqusSegF3icy

Last Update

24/02/2025 03:47:14
24/02/2025 03:59:02
24/02/2025 (4:02.52
24/02/2025 03:51:28

at the same time (per Channel)

Owerlay 3 Owverlay 4 Owverlay 5 Owverlay &

Action 3 Action 4 Action 5 Action &

Owverlay 7

Action T

Owverlay B

Action 8
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The Overlay is immediately ready for display. You can even live-update Logo and Text via the
overlay.uno Overlay website:

U Lower Third - ... Trial overlay expires in 5h 52m 1s ) Output settings

D over Tt i
Thirds made easy =

5 ove C
I

Lower Third

S @ -

=
=

#1 BLOCK » 0 Clips

PAUSE oo Yot

#2 BLOCK » 8 Clips PLAYDECK

Lower Thirds made easy

It's just copy & paste
- SO1E04 - Effects of Exterr

LSRN OE SRS SRR < |

2. Create Lower Third (with ClassX)

ClassX Liveboard is a professional CG Playout Solution for automating dynamic overlay
contents. You can register for a Demo Version on their website.

After installation of LiveBoard, you can simply add Videos, GFX and other Contents via the user
interface. There you also name the Contents with a unique identifier, e.g. “MyLowerThird” for

later reference.

LiveBoard allows to connect via TCP and send Commands to show/hide certain Contents. A
complete list of Commands is always found in their Window installation path:

C:\Program Files\...\ClassX_Applications_v6\remotecontroltester\commands

For now, these 2 Commands are enough for us:

LBC_PLAYCONTENT "MyLowerThird"
LBC_STOPCONTENT "MyLowerThird"
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Lets enable our TCP in PLAYDECK to talk to LiveBoard. The default Port of LiveBoard is 301.
Enabling this will show CONNECTED, if the LiveBoard Server is running. Otherwise PLAYDECK
will try to connect every 5 seconds, so you can start LiveBoard before or after PLAYDECK:

- T‘:P‘:Dmmands c’ut;

& Application

£ Channel
O Outputs

AP/ WebSocket

Please follow up with 4. Automate Overlay with Clips/Blocks

3. Create Lower Third (in PLAYDECK)

Lets create our own custom “lower third” composed of a background GFX and Text and group
them together.

Click on an empty Overlay Button to open the Editor, then add some Background GFX. Close the

Editor, right-click the Overlay Button and position your Background to the bottom area. We also
right-click in the video preview and disable “Channel Name”:
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Position Position X Scale Type Scale X (%) .|| Fadein (s)
Channel 1, Overlay #1 . o :] - : 15 B I
X 7 P OO0 | Rositiony ! Ficed S22 Scale ¥ (%) ||| Fadeout(s)
CLOSE HIDE |'__" G _'_'. ——— L —=l| 0 . o Percental @ —0 1211 . di—l03

We add another Text Overlay and use {blockname} as text placeholder for our title text. Then add

another Text Overlay and use {clipname} as text placeholder. Then some positioning and it looks

like this:
Channel 1, Overlay #3 ' k““"”" pmm,"'nx mﬂ ETK= .l;F?dEh = E
L V4 > L T position ¥ CJ Focod Sew Size ¥ Fade out (3)

= S ~ [ - ]
CLOSE EDIT SHOW e -0 —ov—EEH *. . — 0 (03
BLOCK END BLOCK REMAIN
Co co

Introducing the Participan 00: 13

3 4 ””‘)

’
a Ak

JUMPCLIP _
END

PRE-SHOW
Introducing the Participants > ||

— 8 > D dx

v Cut  Loop Audio Trans. Overl Com. Planned

#1 PRE-SHOW
1. Introducmg the Participants

. Intro_Liveshow.png

Now lets group then together: Right-click an empty Overlay Button and select “Create Overlay

Group”. Then add our 3 previous Overlays and order them bottom-up:
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JUMPCLIP
END

Please enter Overlay Group Details

All Overlays List: [3] LT Text

#1 PRE-SHOW Used in this Group [3] LT Text X Remove
. Introducing the Participants |.'!| LT Title
2. Intro_Livesh [1] LT BG

¥ Remowve al

1 Move down

LT BG LT Title | LT Text

Cancel

4. Automate Overlay with Clips/Blocks

We now have a functioning Overlay Button for the Lower Third with dynamic Text Content. Now
let’s attach this Overlay to a specific Clip. Select the related Clip and click on the Overlays Icon,
then add our Overlay to that Clip, starting 5 Seconds into the Clip and showing for 10 Seconds:

= - J

X [ - )

£7 2 >_ P |
Dusration Cut L Auds Trans. Overl Com Planned
=6 Clips

00:30 0,0 dB

All Overlays List [4] LT u + Add to Clip

Used in this Clip Ll] LT X Remove this X Remove all

Start Time:

@ Show until Clipend

Show until Blockend
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To attach an Overlay to a Block, you can use Commands:

PRE-SHOW

. Introducing the Part

. Intro_Liveshow.png

PAUSE

You can copy the Overlay Attachments by right-clicking the Clip/Block and selecting “Copy/Paste

Settings”. This will help immensely to duplicate attachments across the playlist.

To automate external Overlays, e.g. ClassX, you would also use Commands on Clips or Blocks,

Duration Cut Loop Audio Trans. Owerl. Com. Planned

Please enter Command Details

Select a Command: [1] Block Start

Execution Time:

COMMANDS - Internal within PLAYDECK Y 7 t SCTE
1 Y

<startoverlay|1]|d»

COMMANDS - External via TCP

but write your Commands in the “External via TCP” Section:

a\tt&\atn|‘

https://playdeck.tv/master-print-tool/

e \
=

L = <]J}

Duration Cut Loop Audio Trans. Owerl. . Planned

+ 8 Clips

X Remove this
-

® Clipend minus

DS - Internal within PL

1 LBE_PLAYEONTENT “HyLowerThird']

SDIfSRT /UDP/DVB
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You can also show/hide Overlays via Actions Buttons via internal or external Commands.

5. Schedule Overlay

In addition to attaching overlays to playlist items, you can also schedule them to run at a specific

time and for a specific duration, by right-clicking the overlay:

Delete
aA | Rename

@ | Show in Explorer/Web

i= | Change Overlay (Web)
Commands/SCTE

Autostart
) | Change Duration (Infinitely)

) | Copy Overlay

D e

Action 1 | | Action 2 | | Action 3

6. Remote Control
You already learned about Commands in 4. Automate Overlay with Clips/Blocks. You can call
these commands from anywhere and start your overlays via your Stream Deck or any other

Remote Control Software.

Here is an article on how to setup and use commands in general:

https://playdeck.tv/howto/commands/

And here you find more information on how to setup and use Stream Deck with Companion:
https://playdeck.tv/howto/companion/

7. External Keying
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You can use one Channel of PLAYDECK just for the Overlays and send them to your Mixer via
External Keying, which is supported for Device Output as well as NDI Output:
https://playdeck.tv/howto/keying/
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Closed Captions / Subtitles

This article will show how to use Closed Captions and Subtitles.

In this article:

— Introduction

— Testing

— Add new CC/Subtitles to Video

Introduction

PLAYDECK supports Closed Captions CEA-608 (NTSC) and CEA-708 (digital television) and
Subtitles.

They work differently in PLAYDECK. Here is how:

1. Subtitles
They can only be sourced from Video files and are ALWAYS burned onto the picture. You can
select them via right-click on the Clip. The Subtitle track is disabled by default:

1 | Video Tracks

4 | Audio Gain
4 | Audio Tracks

4  Audio Channel Mapping
. Sample Video_QTCC.mov

LOOP BLOCK

4 | Audio Filter

BLOCK ] <None>

1) ASS Embedded -
. Subtitle Sample.mp4 m riease

[2] ASS Embedded -
PAUSE 01:34:49

[3] ASS Embedded - i

[4] ASS Embedded - spa

[5] SRT File - Subtitle Sample English.srt
[6] SRT File - Subtitle Sample French.srt
[71 SRT File - Subtitie Sample Italian.srt
[8] SET File - Subtitle Sample Spanish.srt
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Subtitles can be embedded into the Clip, they are called “ASS Embedded”. They can also be an
external SRT-file. This File must have the same Filename (except the extension .srt). The SRT-
file can be in the same folder or in any of the sub-folders “Subs” or “Subtitles”.

If you send your video feed to anywhere (SDI, NDI, Stream), the Subtitles will be rendered in the
picture frame. You can change the optics like font type etc. in the settings.

2. Closed Captions

CC can have many different sources and are either Burn-In or Pass-Through only.

In Video files the CC track can be embedded and is shown as “CC Embedded” when right-click
the Clip:

Audio Gain

Audio Tracks

Audio Channel Mapping
Audio Filter

#1 BLOCK

1. Sample \

LOOP BLOCK

#2 BLOCK
i 1. Subtitle Sample.mp4

PAUSE

The option to switch between Burn-In and Pass-Through can be found in the settings. Burn-In
means, that the CC text will be rendered onto the picture frames, just like Subtitles. If in Pass-
Through Mode, the CC Text will only be shown in the Preview, but not on any Output. The task of
rendering the CC Text is therefore “passed on” to the next receiver, e.g. YouTube Live Stream.

Besides video files, CC is supported by the following input and output methods, meaning
PLAYDECK can read, preview and send CC with:

— SDI Device (If Device supports it)

— Streams with MPG-2 or H.264 Video Codec (any protocol e.g. UDP, RTMP, SRT)

— NDI Device

Please note that NDI support for CC is not universal, therefore only PLAYDECK can send and
receive CC via NDI (Loops).
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Please also note, that CC contains information about text position and animation, which can’t be
changed by PLAYDECK for previewing or burn-in. It is hard-coded into the CC Tracks. The
animation names typically are “Roll-Up” or “Pop-On”. They may be changed after pass-through
by another receiver.

Testing

We provide this Sample Clip for, so you can test Closed Captions in action:

https://downloads.playdeck.tv/assets/Sample Video_ QTCC.mov

1. Add Clip and select CC Track

Add the Video Clip to Channel 1. Right-click the Clip and select the CC Track. Also set the Block
to Loop. You should now be able to see the CC Text in the lower Preview. You can disable the
“CHANNEL 1” Overlay by right-clicking the Preview.
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we are committed to providing

o
-2 3 4 5 6 7 8
#1 BLOCK

v 1. Sample Video_QTCC.mov

LOOP BLOCK Delete

Rename
& | Cut

Copy

Copy Settings

@) | Clear Settings

Color

Show in Explorer/Browser

Audio Gain

Audio Tracks

Audio Channel Mapping
Audio Filter

Subtitles

2. Output the Stream via SDI and NDI
Activate any SDI Device and loop the Signal to another SDI Port for testing (if available). Also

active NDI with default settings:
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\ STOP H FADE >H NEXT >\ \ LINK
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+1 Clip
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» <None>
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Channel ID: 8 | U Refresh Page | | » Preview

Output Scaler: - 90 _ / _ Pixel X/Y

Scaletype o Qriginal Size

- @ Fixed Size 1920

CE Channel @ Percental 00 @

O Outputs

Device Output: v Device DeckLink Duo 2

i Inputs
Line SDI

4 Director View

S Streaming (2] Kering Sraghc Agha
Options

@® Recording .

NV.

[?] Desktop Output: @

IDIA GeForce RTX 3080 (2) - NOT CONNECTED

............................................... Audio
CE Channel Audio

T e IEI NDI OQutput: ¥ Name PlaydeckCh1 Group: _
Normalization options [

IEI Additional Audio: B Device Defauk Audio Device

Incoming

=» QOutgoing

3. Output to UDP Stream
Setup a new local UDP Stream. Make sure the UDP protocol is selected and you use (any)

H.264 Video Codec. The Target URL is your local IP adress: udp://192.168.178.42:50007?
pkt_size=1316. Click on Parameter and activate the embed_cc flag.

https://playdeck.tv/master-print-tool/ 61/233



6/17/26, 12:09 AM PRINT: PDF Manual - PLAYDECK

Stream ID:

# Application

E Playlist / Clips Activate: +Start

¥ Subtitles / CC
Stream Name:

____________ Stream Source: Channel Channel 1

C Channel @ Input Input 1

= Outputs @ Direct ' Director 1

e Inputs » -

P Video Format: HD1080-50i HDYC 1920x1080@25.00iT 16:9 ‘ Custom

4L Director View )
Audio Format: Channel: EEEIEREIEN 06.0 kHz Bit depth:

M Streaming

@ Recording Stream Protocol: UDP Streaming Y | raameter
Video Codec: NVIDIA NVEnc H.264 Encoder Bitrate: [ Parmeter |
Audio Codec: AAC (Advanced Audio Coding) Bitrate: |PE]Y [ " Parameter

CH Channel Audio Config String: format="mpegts’ protocol="udp://" merge_tracks="true’ ideozcodec='n264'

. video:b="5M" audio:codec="aac’ audio:b="128K" audiozar="44100"
e Input Audio

Normalization

Incoming

Stream URL: udp://192.168.178.42:50007pkt_size=1316
= Outgoing

_ i : "C\Program Files\VideoLAN\VLC\vlc.exe" udp://@192.168.178.42:5000

4. Add SDI and NDI Inputs
We now loop our outputs to new Inputs in PLAYDECK itself. We use INPUT 1 for SDI and INPUT
2 for NDI.

Input ID: M 1
| U Refresh Page || * Previ

Input Name: | uUpdate to Playlist » |

crop/Aspect: » (L ¥ (N + ENE <N [CCTSYETTTOTNG (Ui > |

Time shifting: ctive pelay: ENIEIENECEE HH:vm:ss

Device Input:
Outputs Line
Inputs Format
Director View Audio
Sueaning (2] Bagro
' options |

NVIDIA GeForce RTX 3080 - 3840x1600@144,00 - PRIM

CE Channel Audio Audio <No Audio>

g
x

;
:

e | ¥ e |0 &

Desktop Input: [ ]

https://playdeck.tv/master-print-tool/ 62/233



6/17/26, 12:09 AM PRINT: PDF Manual - PLAYDECK

mputo: [ 57 E A SR

B Playlist | U Refresh Page | ‘ * Preview ‘

e icati Input Name: INPUT 2 [ update to Playlist > |
Crop/Aspect: >E ‘N +[E < Tl | Update > |

Time shifting: @ Active Delay: CINIEECEEICEE +:vm:ss

Channel Device Input: ]

O Qutputs Line

e Inputs Format

4 Director View Audio

M Streaming N oo
@ Recording

options |

Desktop Input: NVIDIA GeForce RTX 3080 - 3840x1600@144,00 - PRIM
Channel Audio Audio
o Tnput Audio Mouse

Jdl Normalization

NDI Input: ~ Source MKO-OFFICE (PlaydeckChi) NDI Source at 192.168.178.
Bandwidth
Tally Flag Don't send any Taly Flags
=» Outgoing PHONS

5. Insert Inputs and UDP Stream to Channel 2

We add Input 1 and 2 to the Channel 2 Playlist by Drag Drop of the Input Icon. We then add our
UDP Stream by Drag Drop of the Stream Icon. The Stream URL is: udp://127.0.0.1:5001. You
can now observe that all 3 new Clips will show their source CC in the Channel 2 Preview area.
You have now successfully send and received CC Tracks via SDI, NDI and UDP.
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1. INPUT 1
2. INPUT 2

. udp://127.0.0.1:5001
PAUSE
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An experienced engineer?

"o - >_

Duration Cut Loop Audio Trans. Overl. Com.
*» 3 Clips

(=]

@
[ 0,0dB
@

Enter or Paste your Stream URL

YouTube, SR

udp://127.0.0.1:5001

GET
STARTED

6. Explaining Burn-in and Pass-Through

While playing any Clip on Channel 2, we observe double Text in the PLAYDECK Preview area of
Channel 2. This is because Channel 1 is burning the CC onto the picture by default (rendering
the Text on all Frames). In addition, Channel 2 detects a CC Track in the Input, that is being

OK H Cancel J

Planned

“passed through” from the Input. Channel 2 then shows the CC Tracks as Preview in the

Channel 2 Preview area. We therefore have 2 CC Texts overlapping each other: One already in

the input video feed and another from the CC Track that is passed-through:
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STOP FADE

CUE

8 — b falC :
-- 3 - 5 Duration Cul Loop Audio Trans. Owverl Com. Planned
& #1 BLOCK *3 Clips o v
INPUT 1 o O
2. INPUT 2 o L
3. udp:f 0.1:5001 - 0,0 dB [l

PAUSE

7. Switching off Burn-in

As observed in the last paragraph, Closed Caption are burned onto the Picture and then send to
SDI, NDI and Streams. We want to change this behavior to just pass-through the CC and have
PLAYDECK render the CC in the Preview Area. We therefore activate the checkbox “Pass-
Through” in the CC settings. After clicking “Update to Playlist”, we don’t observe double texts

anymore on the Channel 2 preview.

Settings for both Subtitles and CC (Closed Captions)

Pavist Font:
# Application Color: ]
Subtitles / CC

Scale: 100 : B4

Qutline: pX Color: I:l
- _ Update t
Background: 8 Show Color: l:l Alpha: % pl';;i;-:

Channel
Layering: B Show on top of other Overlays
O Qutputs
B Inputs Exclusive Settings for Subtitles (7]
4 Director View
Vertical Margin: m px from bottom
M Streaming
@® Recordin —
e Exclusive Settings for CC 3

|_z| Pass-Through: ~ Dont burn CC onto picture and just pass it through

................................................ Preview Type: CEA-608 (NTSC) and ASS (Subitles)

CE Channel Audio —‘
CC Code Page: S D J

CC Channel:

Playlist »

‘ Update to

e Input Audio

Al Normalization
|
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8. Controlling with Desktop Output
To check, if the CC is burned into the picture or not, we activate a Desktop Output in “Window

Mode”. This always represents, how the video feed is send to devices and streams:

O Refresh Page

Channel ID:

Qutput Scaler: L N J _ Pixel X/Y

= Outputs
Device Output:

Options

?| Desktop Output: + [Monitor | <Window Mode>

Audio

7| NDI Output: ~ Name PlaydeckChi croup: [
options |

7| Additional Audio: B Device Defauk Audio Device

9. Monitoring
You can check the status of your input and output video feeds by enabling the MONITORING

window:
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Monitoring
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| R

v 1. Sample Vide ”
v A
LOOP BLOG
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BLOCK END BLOCK REMAIN

01:48:25 | 00:00:27

Sample Video_QTcCmo  00:27

CHANNEL
#1: PLAYI
#2: PLAYI

OUTPUTS
#1: RUNNING De
#1: RUNNING

INPUTS
RUNNING
#2: RUNNING

01:47:59

| REC

STREAMS —mF—iii —" —

#1: RUNNING

Add new CC/Subtitles to Video

BLOCK END

INPUT 1

00p (16:9)

5.000p (16:9)

BLOCK REMAIN
o

PLAYDECK has no tools to add CC/Subtitles manually (by entering text) into videos or video
feeds. But there are many tools available in the internet to add CC/Subtitles, e.g.

https://www.veed.io/

https://studio.youtube.com/
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Prepare/Import Playlists externally

This article will show options to prepare your Playlists on another System or import Playlist from
other Apps.

In this article:

— Use Free Channel

— Use Playlist Trial Edition

— Append Playlist during Broadcast

— Automatically Detect and Reload new Playlist
— Interface with 3rd party Apps

Use Free Channel
You have some spare Channel in PLAYDECK? Use them to prepare and test new Contents,

then copy them to your Main Feed Channel. You can DRAG DROP Blocks from Channel to
Channel, or copy them with pressing CTRL after starting DRAG DROP.

You can also copy, overwrite or append whole Playlists, by right-clicking the CHANNEL
NUMBER:

CHANNEL 1

Duration Cut Loop

< ]

* 8 Clips

W | Import Playlist wia XML

W | Export Playlist to XML

v
'
o
v
o
v
L
v

B | Import Clips via CSV
o | Export Clips to CSV

<]

#2 Ad Break @
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If you paste new Content on an existing Playlist (or Import XML), you get the option to overwrite
or append:

2 Dwration Cut Loop

» 8 Clips

Paste Playlist #2

“

Overwrite Blo
Overwrite Ow
Append Blocks/C

only Lj

Overwrite averything

PAUSE

#2 Ad Break ©

Use Playlist Trial Edition

You can install PLAYDECK on any other machine and edit your Playlists there. Except the

Watermark of the Trial Edition, there are no other restrictions, so you can prepare Playlists and
send them to your Main System.

Append Playlist during Broadcast

You want to import new Playlists and don’t want to interrupt your Broadcast? No problem: Use
the APPEND PROJECT Option in the FILE MENU:
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.
o New Projectxml [Studio Edition, Marc Késter]

Find Clip in Project

This will load any PLAYDECK Project, but instead of replacing the Playlists, all Playlists will be

extended by the Clips found in the Project. You can then safely remove any old Content.

You can apply this procedure to individual Playlists by Exporting a Playlist to XML and Importing
that XML on the other Machine. This is done by right-clicking the CHANNEL NUMBER:

(<]

Impart Playlist via XML
Export Playlist to XML

w
v
W
-
w
L
L
'

Import Clips via CSV
Export Clips to CSV

<]

#2 Ad Break @

This workflow is perfect for any day-to-day schedule, where you add new days and remove old
ones.

Automatically Detect and Reload new Playlist

You can also OVERWRITE the current load Project File on your Main System and let
PLAYDECK detect this and reload the Project, after which the Playout will resume. Enable this
functionality in the Application Settings:
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Settings for the Application
B Playlist Check for nce a week

# Application

Note: RESUME PLAYOUT only works, if the current Playing Clip exists in the newly re-loaded
Project, otherwise Playout stops for that Channel. The Clip is identified by a UNIQUE ID, so it
could have moved to another Block in the re-loaded Project.

This workflow is best suited for any automated systems, where Project Files are generated
automatically and uploaded to the Main System. Or when the Content Editor does not have
access to the Main System and uploads the new Playlist to the NAS/Cloud Storage.

Interface with 3rd party Apps

We don’t support the Playlist Format of other 3rd party Apps, as there is just too much diversity
on the market, and a lot Playlist Function (Mixing, Overlaps, Schedules) would not be compatible
with PLAYDECK.

If you like to prepare your Playlist in a 3rd Party App, you need to export your Playlist to CSV,
then Edit that CSV to work with PLAYDECK, then Import that CSV into PLAYDECK.

Why CSV? Because it is the most easy List Format, which support multiple values per Item. It

can be edited with any Text or Table Editor, from Notepad to Excel.

Let’s have a look at our CSV. For this we build ourself a Sample Playlists with 2 Blocks. We
mixed in different Content Types: Video Clips with IN/OUT Points, Device Inputs, YouTube
Videos, UDP Input Stream, GFX with Runtime, a Note. We also added a Schedule to the 2nd
Block:
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Duration Cut Loop Audio Trans. Overl. Com. Planned
+ 8 Clips
00:14

22.mp4

The National | Canada Post workers is 45.09

0,0 dB

® » 2 Clips 11:30:00 © v

11: 0 C
0,0 dB 11:30:10 v

s_180825.mp4 00:10
ar_190817.mp4
BREAK

Import Playlist via XML
Export Playlist to XML
Import Clips via CSV
Export Clips to CSV

1fv=CP@J110a

ing Thin Air | Predicted Dead On Everest;@1:33:04;;;https .youtube ., com/w

As you can see, its not “too” much Text Lines. Since the first Lines are just HEADER, it looks

even more clear in a Table Editor:
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B C D E F G H | J K L

[ 1 T Lm Playable Enumeration Caption Duration Planned Played  Filename Cutln CutOut Schedule
2 Block Y Y 1. Main Program

3 File Y Y 1. Grand_Jam_2205(00:14 15:34:24 F:AMedia\Ordner 9,04 23,96

4 File Y Y 2. JOY_150822.mp4 00:30 23:54:42 F:\Media\Ordner 0 0

5 |YouTube Y Y 3. CBC News: The N.45:09 hittps:/hawnww. youtu 0 0

6 |Inputl Y Y 4. INPUT 1 0 0

7 YouTube Y Y 5. Everest Full Climb 01:33:04 https:/Awww, youtu 0 0

8 Stream Y Y 6. udp://225.0.0.1:5001 udp://225.0.0.1:5C 0 0

9 |Note This is a Sample Note

10 File Y Y 7 KeyingTestpng 02:30 F:\Media\Testingv 0 0

11 |File Y Y 8, Mobau_181021.m00:30 FiMedia\Ordner 0 0

12 |Block Y Y 2 Ad Break 00:20  11:30:00 21.05.2025 11:30:00
13 File Y Y 1 Alders_180825.mp00:10  11:30:00 23:54:28 F:\Media\Ordner 0 0

14 File Y Y 2 Sonepar_190817. 00:10 11:30:10 23:54:31 F:\Media\Ordner 0 0

And this is how you write/generate CSV Files: You export your Content in any 3rd party app,
open any editor and bring it in PLAYDECK FORMAT. But WHAT IS PLAYDECK FORMAT.

These are the REQUIRED COLUMNS. They can be it ANY POSITION (any column #):
Type = Block, File, Website (or YouTube), Input#, Stream, Note

Caption = Any Text to display in PLAYDECK

Filename = The Path/File or the URL (YouTube and Streams)

These are the OPTIONAL COLUMNS. They can be it ANY POSITION (any column #):
Active = The Checkbox in the first Column in PLAYDECK

Duration = Only used be File-Types that are Images. Leave empty or O for endless
Cutin / CutOut = IN- and/or OUT-Point for Trimming

Schedule = Only used by Block-Types

Note: More advanced Properties (e.g. Audio Gain) are not supported, as to keep our CSV

Format clean and easy. To import/export ALL Properties, please use XML instead of CSV.

Note: PLAYDECK uses UTF-8 encoding for saving and loading CSV files.
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Create Pre-Show Waiting Loop

This article will show how to create a Audio Playlist and combine this with a looping video,
perfect for pre-show waiting Loops.

We start by creating a loop block and insert some mp3 audio file to the block:

Duration Cut Loop  Audio Trans. Plnned

# » 4 Clips

@

GET
STARTED

Now we add a default image, which is shown, whenever audio-only clips are playing:
Settings

Settings for Playlists

e |z| Default Clip Action (Dbl Click or ENTER):  |JEVEels)
& Playlist / Clips |Z| Default Block Action (Dbl Click or ENTER):  ReSlIEPE =4 0]

(7] v Dbl click on Clip Property (Duration, Cut, Loop, .) will start Edit

r

¥ Subtitles / CC

Track Playhead in Playlist (and auto-scroll Playlist)

Move Playlist up/down during Drag&Drop (and auto-scroll Playlist)

CRE Channel

Show Playlist Notes in Video Preview:
O Outputs

Alerts for soon-ending Clips/Blocks and soon-starting Schedules
o Inputs

Clip ending: _ 5 Block ending: eduled Block: m 3

& Director View

B Play Sound Alert with Sound Variation X at % volume:
M Streaming
® Recording Settings for Clips

IZ| Default Aspect Ratio for Clips (if not assigned):  [EgiEy e @RuIIET{ele
2§ Channel Audio |Z| Default Background for Stream Clips (if disconnected): Image:
& Input Audio |T| Default Image for Audio-only Clips: RN ENES R S Pl EN G T e R ]

[ 2 | @ Clear Clip Settings when replacing Clip (also Inputs, Streams, Notes)

dl Normalization
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And voila, we have a pre-show waiting loop:

BLOCK ENDS BLOCK REMAIN

23:40:36 00:16:16
01-midnight_man_320_la 01 . 59

SHOW STARTS

at 3pm

CUE NEXT
STOP FADE || g5

® - > < x

Duration Cut Loop Audio ans. Owverl. Com. Planned

> 4 Clips o v

But that’s not all. We can also use a video loop instead of a still image. For this we add the video
as overlay with a loop setting. The video will be shown in fullscreen, if it has the same size,

otherwise we can scale it in the overlay settings:

Video File:

i Position & Scale

Image
] Restart Video: y time (or

2 Video
Play Mode: lLoopvigeo 1]

# Text

= Crawler
% Geometric

We could also add an Countdown via overlays.uno. Quick and easy:
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Creating a Slideshow Single-Monitor

This article will show how to create a Slideshow with Transitions and output on the same Monitor.

1. Creating the Show

Open the integrated File Explorer by clicking the right-arrow between the Playlists. The search

for your images folder, select all images and add the to the Playlist by Drag Drop:

CHANNEL 1 CHANNEL 4
— —

3 8 8

B 0

B 888888
FEFRERNENNEENEDN
ropODDODDDDPODDDDH

Select any Clip in the Playlist and press CTRL+A to select all Clips, then select the Icon for
DURATION and enter a suitable duration for each image, e.g. 15 seconds:

CHANNEL 1

Duration Cut Loop Audio Trans. Owerl Com. Panne

&

Please enter Duration Details

&\(K&\-’_"‘_

@ Play infinitely

<

® Play for 0 ] 15 |0

@ Play until (e eHi oI

L 4 <

<

Cancel

L Y

<
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While al Clips are still selected, click the Icon TRANSITION next and add any transition. In this

case we use a smooth long Fade Transition:

CHANNEL 1

<N
-
= P

Duration Cut Loop Audio Trans. Overl Com.

B3
-

* 50 Clips
. img_0.png

. img_1.png

Please enter Transition Details
@ No Transition

Fade B o |15

00:15

2. Playing the Slideshow

You simply double-click the first Clip (or use Buttons CUE+PLAY), then double-click the Preview
Area (or right-click and select FULLSCREEN). Your Playout will now be maximized to your

Monitor Size, at maximum Quality. And the Mouse Cursor will be hidden. Use ESC to exit

Fullscreen.
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EMAIN

BL
00:11:11

00:05

* | Take Screenshot

B | Start Video Capture

™ | Open Export Folder

« | Channel Name

¥ | Tally Lights
| Mute

Mute Preview

Note: During Fullscreen, you can use the SPACE Key to pause/u-pause Playback.

You can also output the video signal on a second monitor, or send it to your TV. You could also
send it via NDI to another PC and open the signal with PLAYDECK (use the free Backup
License), or VCL Mediaplayer or any other 3rd party app:

B Playlist
# Application Output Scaler: B Position

Scale type

Ci Channel

O Outputs
Device Output: pevie - [ A
s Inputs
sor |
X Director View =
M\ Streaming
@ Recording I

Desktop Output: Monitor NVIDIA GeForce RTX 3080 - 3840x1600@ 144,00 - PRIMARY H
Audio | <NoAudo> |V

Additional Audio: Jevice Dante Virtual Soundcard (x64) (ASIO) |~|
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Growing Files in Playlist

This article will show how to insert growing files into a playlist.

Definition
A growing file is a file that is still being recorded — it is therefore growing in size.

Recommended Setting

When working with growing Files, we recommend you enabling the Settings “Recalculate File
Duration” and “Enable Background-Scan”. The first will make sure, that the File Duration is more
accurate and the second will rescan your file every 5 seconds to update its duration in the
playlist:

B Playlist 7| Default Clip Action (Dbl Click or ENTER): TS

# Aewlcation Bock Acton (Dbl Click o ENTER)
s Subtitles / CC ~

(Duration, Cut, Loop, ..) will start Edit

) (and auto-scroll P

Playhead & nght before Note |« [l Show for the Duraton of the Cip |+

Alerts for soon-ending Clips/Blocks and soon-starting Schedules

Clip ending m 5 Block ending u 5 Scheduled Block m 5
B Play Sound Alert with Sound Variation X at % volume: m

Settings for Clips

? | Default ( tio for Clips (if not assigned): Letterbox | Pilarbox =
Default Background for Stream Clips (if disconnected) Image: _ﬂ

? | Default Image for Audio-only Clips:

B Clear Clip Settings when replacing Clip (also Inputs, Streams, Notes)

Settings for Scanning

+ Incoming ? | Rescan all Clips

Recalculate Fle Duration when scanning and opening Files

_ ?| ~ Enable Background Clip-Res wing Files, Streams, [nputs)

Insert to Playlist

Growing files can be inserted to the playlist like any other file: By Drag Drop from outside of
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PLAYDECK or using the integrated file explorer. They will be detected as “growing”, which can

be verified in the info column. The clip duration will be updated every 5 seconds:

S B e 8> D

Duration Cut Loop Audio Trans. PlRnned

#1 BLOCK » 3 Clips
1. PLAYDECK Recording 12:06 0,0 dB
2. OBS Recording 07:04 0,0 dB

3. MagicSoft Recorder 02:27 0,0 dB

PAUSE Media type : File
Status : Clip can be played

File name : FAt\#1_Channel 1---2025_09_13---23_14_32---H264 8 bit---938.mk
File type : Video

Duration : 2 min 28

Unique ID: 117

.. Dbl-Click for more Info...

Possible Sources

The files can be recorded anywhere, they don’t need to be recorded in PLAYDECK. In the above
screenshot we are using one PLAYDECK recording, another from OBS Studio and another from
MagicSoft Recorder.

Possible Formats

Only the following file container formats are supported. But within that container you can use any
video codec:

- MKV
- AVI
- MPEG

Cutting and Editing

You can cut and edit growing files the same way as regular files. For example: You can set an
OUT point to the file and loop it, while it is still being recorded.
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Transcode Clips for GPU Decoding

For a general overview of best possible Video Codecs for Playout, please see this article.

While PLAYDECK is able to transcode all Clips in real time to your selected Output Format, this
can put a heavy toll on your system during Playout, depending on your use case.

If your CPU usage reached critical level and you get playout lags (mostly perceived as audio
stutter), you may want to make sure, that all Clips are decoded via the GPU, because most
modern Graphic Cards can handle much more load than the CPU alone, thus making it possible
to run multiple output channel with PLAYDECK.

In this article:

— Using the integrated transcoder

— What Files are being decoded on CPU in PLAYDECK
— What GPU’s are recommended?

Using the integrated transcoder

PLAYDECK has an integrated transcoder for video/audio files. It will make it more easy for you to
QUICKLY transcode multiple files at once, e.g. if your show starts soon and you just don’t have

the time to transcode them via 3rd party tool like Adobe Media Encoder.
In your example we have a Block of Files, that only can be decoded via CPU, like ProRes, and
HAP-A Video Codec. We now select any Clip, then press CTRL+A to select all Clips in the Block.

You could also use SHIFT to select a Clip range or just CTRL to select individual Clips.

Now we right Clip one of the selected Clips and select “Transcode Clips”:
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CHANNEL 1

<)
Duration Cut Loop Audio Trans. Owerl. Com. Planmed

=11 Clips

5 150830 ROD 3-PO. e Delete

a "

woner_NAT 2017 SR ¢ | Rename 0,0 dB
HAPA_normal.m L] Cut 0,0 dB
Copy

Color

W | Change File/URL/Input

L8 &4 L% s L L

2 | Rescan Clip
Reset Clip Settings

P

You will not get a list of pre-defined target video codecs, which all support GPU decoding:

Duration Cut Loop Audio Trans. Overl.  Planned

» 11 Clips

Transcode Clip

MPEG-4 (MP4), Good quality, Poor compression, Fast encoding

quality
AV1 (MKV), H|gh quality, Good compressii
AV1 (MKV) HQ, Superior quality, Superior compression, Slow encoding

9. Intro_Stadion_TV_17_18_FullH 00:19

If you are in a hurry or have a huge number of clips to transcode, pick the first option “MPEG-4",
as this options gives you incredibly fast results, while still maintaining a good quality. In all other
cases go with the 2nd option “AV1”, as this produces fairly small files on SSD/HDD, while
producing extreme high quality files, and also support HDR. The last option is unnervingly slow,
but also takes quality and compression a tick higher, but the time/quality ratio is bad in this case.
Use this for overnight-transcoding.

Note: Sadly, we can not offer transcoding in H.264 or H.265 because of license reasons.

The transcoder will save the new file next to the old file and add “_transcoded” to the filename:
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If you need to at any time return to an earlier version of your Playlist, you can use the “Restore

Project Backup” function:
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° New Project.xml [Studio Edition, Marc Kdster]

3ackup

Find Clip in Project

What Files are being decoded on CPU in PLAYDECK

ProRes

This high quality video codec has it’'s roots on MAC computers, as it also was developed by
Apple. Sadly, Apple never released any codec information for Windows Systems, so it’s still fairly
impossible to decode ProRes via the GPU. If you need the Alpha Channel, we recommend using
HAP-A video codec.

HAP and variants like HAP-A
These video codecs also support Alpha Channel and have very low CPU consumption.

DNxHD, MXF
The codecs also cant be decoded via GPU in PLAYDECK.

What GPU’s are recommended?

We refer to this article for PC Building for PLAYDECK.
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Video & Audio Output

Broadcast your Video Feed

This article will show how to send your channel video feed to any desired target and audience.

In this article:

— Single-Monitor Output

— HDMI via Extended Desktop

— SDI / HDMI Output Card

— SMTP ST 2110 / IP Output Card

— NDI (Network Device Interface)

— Streaming (UDP, RTMP, SRT, DVB, ...)
— Dante Virtual Soundcard (DVS)

— Director View

Single-Monitor Output

The most simple way to show your Video Feed, is to output your Channel in Fullscreen. Enable
Fullscreen by Double-Clicking the Preview or Right-Click and select “Fullscreen”:

= Fullscreen

Take Screenshot

B | Start Video Capture
Change Capture Folder
Open Capture Folder

¥ | Channel Name

+ | Tally Lights
Mute

v | Mute Preview

Duration Cul Loop Audio Trans. Overl. Com. Planned
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The Fullscreen Output will use a much higher quality and FPS as the regular Preview. You can

exit the Fullscreen by pressing any Mouse Button or the ESC Key.

This Mode is best suited for quick private Slideshows. Here is an example on how to setup a
Slideshow with PLAYDECK:
https://playdeck.tv/howto/slideshow/

HDMI via Extended Desktop

Another simple way to send your video feed is to use your HDMI outputs of your PC or your
Graphics Card. To make the HDMI Output visible to PLAYDECK, you need to setup a new
“Extended Desktop Output”, like you would do, if you added a secondary Monitor:

1. Connect in Windows

Connect your HDMI Device to your PC physically and turn the HDMI on, so Windows can find it.
Connect it to your Graphics Card (preferred) or your Mainboard. Right-Click anywhere on your
Desktop and select “Display settings”. You should see your new Monitor and it should say
“Display is extended” (That’s why it’s called “Extended Desktop”). If you don’t have access to
your HDMI Output Device yet (e.g. LED Screen), you can use any Dummy PC Monitor for Setup.
PLAYDECK will later scale your (other) output automatically, if you use the same HDMI Port.
Please also make sure, your Monitor uses 60 FPS and not 120 or 144, as this might lead to lag.
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System > Display

Select a display to change the settings for it. Drag displays to rearrange them.

Identify Extend these displays

@ Multiple displays

Choose the presentation mode for your displays

2. Assign in PLAYDECK

Start PLAYDECK and select your new Monitor as “Desktop Output” for your Channel. Once
activated, PLAYDECK will “overlay” its output on the Monitor. It will be On-Top of all other
Windows Apps and the Mouse Pointer will be disabled. Should you accidently activate this on
your PRIMARY Display, press ALT+F4 to close it, as you cant access Windows or PLAYDECK

otherwise.
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Channel ID: 2 3 4 5 6 7 8 | © Refresh Page | | » Preview

OQutput Scaler: B Position L N _ _ Pixe
[ N N
o000

Scaletype  » Original Size

Channel

Outputs

Device Output: [ ]
Inputs

Line

(7] Keying

Options

| 2] Desktop Output: lonitor 1920x1080@60,00
<Window Mode>
Audio <Primary>
<Secondary>
NVIDIA GeForce RTX 3080 - 3840x1600@ 144,00 - PRIMARY

(2] NDI Output: Name
NVIDIA GeForce RTX 3080 (3) - NOT CONNECTED
Options NVIDIA GeForce RTX 3080 (4) - NOT CONNECTED

(2] Additional Audio: @ Device

PLAYDECK is able to re-connect to your Desktop Output, should it disconnect or on a power-
loss or if the HDMI Device is receiving power after PLAYDECK has been started already.

This Mode is best suited for local transmission to a TV or LED Screen, e.g. during exhibitions or
events.

SDI / HDMI Output Card

Output Cards have a huge advantage over Desktop Output:

— Stronger Video Signal for longer cable transport
— Much less CPU/GPU Usage, as Card will offload resources
— No Frame Drops, as Cards have integrated Frame Rate Control and Conversion

— Much higher picture quality, especially Colors
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Output Cards are almost always worth the costs and are highly recommended. They provide a
much more stable video transport solution compared to Desktop Output and an overall better

experience.

Find a list of all supported Output Cards:
https://playdeck.tv/howto/supporteddevices/

If you need a recommendation, we mostly use BlackMagic DeckLink Cards. They are available
for SDI and HDMI:
https://www.blackmagicdesign.com/products/decklink

1. Install the Output Card into your PC

You would need a separate PCle Slot on your Mainboard. Imagine this Card as “Secondary
Graphics Card”. Please make sure, that the PCle provides the necessary bandwidth needed by
the Device. Some PCle Slots are “shared” and only have half the bandwidth, leading to stuttering
video output. This might be changed via BIOS. You can also “host” your Card in an external
housing for mobile production, like the “Sonnet Echo Express” and connect it via Thunderbolt,
but please be aware that bandwidth available via Thunderbolt is lower than the PCle bandwidth
required for some some Cards like the “DeckLink 8K Pro”.

2. Install Driver for Windows
Most Cards need a specific Driver installed for Windows to operate. Those Driver also deliver
Tools to test the Card before using it in PLAYDECK.

Make sure, you always have the latest Version of the Driver installed in your System for
maximum stability and quality. For BlackMagic Card, PLAYDECK needs at least “Desktop Video
14.5” as Driver, otherwise the Card will not work as intended:
https://www.blackmagicdesign.com/support/family/capture-and-playback

3. Activate in PLAYDECK

Select your Output Cards and Line in PLAYDECK and activate the Device Output. Unlike
Desktop Outputs, these Output Cards don’t need a connected display via SDI or HDMI, they will
activate right away:
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SMTP ST 2110 / IP Output Card

These Cards are very similar to SDI/HDMI Cards described above. Please read there for
Installation.

The difference between 2110 and SDI Cards is, that 2110 Cards send the signal via LAN (local
area network). This is a modern and growing standard for Studios to transport video signals
within the company. While it is theoretically possible to use existing LAN for ST 2110, it is
recommended to use a separate LAN with specific PTP-aware switches (precision time
protocol). Once setup, the main advantage is, the multiple receiver can easily access the video
feed generated by PLAYDECK.

We provide a separate article for 2110 Devices and their Network setup options:
https://playdeck.tv/howto/2110-device-setup/
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NDI (Network Device Interface)

NDI is another Network Transport Option for your video feeds. It can be used with the existing
LAN (local area network) and doesn’t need specific network configuration. It provides its own
“discovery system”, meaning: You send your NDI signal into the network and it will be
automatically detected by any NDI receiver.

NDI is the preferred method to exchange video feeds with other Applications. Here are some

examples:
https://playdeck.tv/howto/obs-studio/
https://playdeck.tv/howto/vmix/

NDI can also be used in a Cloud Setup, e.g. Amazon EC2 instances, to transport between
server:

https://playdeck.tv/howto/amazon-ec2/
You can use NDI to “loop” the Signal within PLAYDECK for specific Tasks, like this Picture-In-
Picture:

https://playdeck.tv/howto/pip/

There are many tools available to help you setup NDI in your environment:

https://ndi.video/tools/

If you need to setup a NDI Discovery Server, this will help you:
https://ndi.video/tools/access-manager/
https://docs.ndi.video/all/using-ndi/ndi-tools/ndi-tools-for-windows/access-manager

Note: There has been a problem with NDI causing stuttering after a window update. Here is the

solution:
https://www.vmix.com/knowledgebase/article.aspx/376/windows-update-affecting-ndi-stability

Streaming (UDP, RTMP, SRT, DVB, ...)

You can pick out of several Streaming Protocols, which all serve a different purpose.
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— UDP/RTMP Streaming: Low-latency Live Streaming
— SRT: High-reliability Broadcasts

— DVB: Traditional Broadcasting

— And many more (RTP, RIST, Icecast, HLS

Stream ID:

# Application
B Playlist / Clips
Subtitles / CC

Channel
Outputs
Inputs

Director View

a

Y| U

Streaming

Recording

Ci Channel Audio

i Input Audio

Normalization

Activate: | = stop

Stream Source: Channel 1

Input 1

Director 1

Video Format: <Same as Source>

Audio Format: Channel: Sample rate: [T Bit depth: [[TEHEN

Stream Protocol: DVB Compatible Streaming Parameter

Video Codec: NVIDIA NVEnc H.264 Encoder itrate: |8 Parameter
Audio Codec: MP2 (MPEG audio layer 2)

Config String: format="dvb" protocol="udp://" muxrate="10M" service_type="advanced_codec_digital_hdtv’
video:codec="n264" videozdisable_sps_pps="true’ videozprofile="high’ video:level="4.1"
video:rc_type="cbr’ video:b="7 5M" videozbufsize="1.25M" videozg="32" video:bf="2"
videouref_frames="3" audiozcodec="mp2" audiozb="192k" audiozmetadata:language="deu’

Preview URL:

More Options:
[ 1 after Lagging

B Notify me a

We provided a more in-depth article for streaming:

https://playdeck.tv/howto/output-streams/

Dante Virtual Soundcard (DVS)

This is strictly speaking not a video feed, as DVS is audio-only. This is yet another Network
(LAN) Option. The use case for DVS is, if you need to send your audio feed SEPARATE or
ADDITIONAL to your video feeds, or in audio-only productions. The most common use case is,
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that in live events, the audio mixer needs ALL audio feeds of ALL PLAYDECK channel, meaning:

He wants to receive 8 audio channel in stereo pairs of your 4 video channel.

We are providing an article to setup and use Dante:
https://playdeck.tv/howto/dante/

Director View

This is a specific Output option PLAYDECK provides, to inform your crew of the state of affairs:
This will mix several different video feeds into one video feed and overlay information about

remaining time. This is meant to provide assistance in a multi-room or multi-person environment.

04:47:38

BLOCK ENDS CLIP REM. BLOCK REM. l BLOCK ENDS CLIP REM. BLOCK REM.
©0

06:25:26 00:59 01:37:48

2
A

\\‘

\ \
CHANNEL 1 ‘l CHANNEL 2

W et | A~~~
BLOCK #5 (o) BLOCK #1 (01:37:48)

Elten_241019.mp4 (e 00:34) Lola Young - Conceited. (00:59)

BLOCK ENDS CLIPREM. | BLOCKREM ' BLOCK ENDS CLIP REM. BLOCK REM.

04:53:40 00:09  00:06:02 ' 04:54:53 01:31 00:07:15

- BNy {"//'

CHANNEL 3

BLOCK #1 (00:06:02) Ordner C (00:07:15)
Alders_180825_transcode (00:09) Kappa_170422_transcoded (01:31)

This video feed works like a separate channel: You can send it parallel to your other outputs. You
can setup and send up to 4 different Director Views. You can pick how many and which channel
should be included:
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Director ID: | U Refresh Page | | » Preview

Video Source: a
L

Video Format: HD1080-50i HDYC 1920x1080@25.00iT 16:9
Audio Source: a Channel 1

Overlay Options:

|E|

B

Device Output: DeckLink Duo 2 (2)

(7] Desktop Output: AL
Audio

IE\ NDI Qutput: Name Group: _

Streaming only:

In addition, you can modify the overlay to fit your own company, e.g. integrate your own logo or

change fonts.
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Setup of your Output Streams

This article will show how to setup your Output Streams for different purposes.

In this article:

— Introduction

— Using Parameter and Config String

— Config Samples

— AAC High Quality Audio Streams

— Color Space and Chroma subsampling and Interlace
— Multiple Audio Tracks

— Closed Captions and SCTE

— Routing Streams over specific IP

— Monitoring & Troubleshooting

1. Introduction

You are able to setup 15 different Stream Configurations for any Source, being Channel, Inputs
and Director View. As a default, your Video Format is copied from the Source, once the Stream

starts, but you can transcode into any Resolution.

Once you pick your Protocol, the other Fields for Video/Audio Codec and URL will change
according to your selection, meaning: Not every Video/Audio Codec will be available for every
Stream Protocol.

INFO: NVIDIA Encoder do NOT support Interlaced Formats anymore. Pick Intel QuickSync
instead.

Your URL will show a suggestion of the required URL Format. Click on “URL Info” to show more
examples, e.g. how to integrate Username/Password. The Preview URL will not be used by

PLAYDECK, it’s just for your convenience to open the Internet Browser upon clicking “Preview”.
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2. Using Parameter and Config

Further Parameter can be set to Protocol and Codecs, which are specific for your selection.

These can be used to finetune your Settings, e.g. make your Stream CBR or add Metadata.

Clicking on “Parameter” will open a Editor, which will only show the possible Settings for your

selection. It will highlight any Value that differs from the Default Value.

The “Config String” is a representation of all your Protocol/Codec selection as well as their

respective Parameter. The Config String works both ways: You can also copy/paste a Config

String into the Text Field, then click “Update from String” to apply the Values upwards. This

allows you to simply copy Settings between Stream ID’s or share with other User.

Application

B Playlist / Clips

Subtitles / CC

Channel

a

Outputs

Inputs

Director View

Y|

Streaming

Recording

CE Channel Audio

i Input Audio

Normalization

4 Incoming

Outgoing

Stream ID:

Activate: *Start Now

Stream Source: * Channel Channel 1

@ Input Input 1

@ Direct W Director 1

Video Format: HD1080-25p HDYC 1920x1080@25.00p 16:9

Audio Format: Channel: Sa rate: Bit depth:

Stream Protocol: DVB Compatible Streaming [ Parameter

Video Codec: NVIDIA NVEnc H.264 Encoder Bitrate: | Parameter
Audio Codec: MP2 (MPEG audio layer 2) Bitrate: RS [ Parameter

Config String: format="dvb’" protocol="udpy//" video:disable_sps_pps="true’ video:codec='n264"
i *high’ video:level="4.1" video:rc_type="cbr’ muxrate="10M' video:b="7.5M"
="1.25M" video:g="32" video:bf="2" video:ref_frames="3"
etadata:language="deu’ audiozcodec="mp2' audio:b="192k'
service_type="advanced_codec_digital_hdtv’

Stream URL: udp://192.168.178.60:50007pkt_size=1316

Preview URL: “C:\Program Files\VideoLAN\VLC\vic.exe" udp://@192.168.178.60:5000

More Options:

3. Config Samples
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Here is a quick selection of recommended Configurations for different purposes. Copy and Paste
to PLAYDECK and click “Update from String”.

DVB Stream with CBR and GOP B-frames. No PCR or PTS-DTS or Buffer underrun Error

format="dvb"' protocol="udp://' mpegts_start_pid='60' video::streamid='80"' video::disab
le_sps_pps="true' video::codec='n264"' video::profile='high' video::level='4.1" video::
rc_type='cbr' muxrate='10M' video::b='7.5M' video::bufsize='1.25M"' video::g="'32"' vide

0::bf="2" video::ref_frames='3"' audio::streamid='81"' audio::metadata::language='deu' a
udio::codec="mp2' audio::b='192k' pmt_start_pid='100' mpegts_flags="'-system_b' rc_buff
ers="4"' pcr_period='35"' pat_period='0.1"' sdt_period='0.5' tdt_period='10"' start_pcr
='0Q' service_name='TEST' service_provider='PD' service_id='1l' original_network_id='1"

transport_stream_id='201"' service_type='advanced_codec_digital hdtv'

Or in Short Form:

format="'dvb' protocol='udp://' video::disable_sps_pps='true' video::codec="'n264"' vide
o::profile="high' video::level="4.1"' video::rc_type="cbr' muxrate='10M' video::b='7.5
M' video::bufsize='1.25M" video::g="32"' video::bf='2" video::ref_frames='3"' audio::met
adata::language="'deu' audio::codec="mp2' audio::b='192k" service_type="advanced_codec_

digital hdtv'

INFO: Every DVB Receiver is different und you might need different Parameters. Some Receiver
will not allow ANY deviancy from official guidelines, and will show BLACK. The most reliable
solution to encode DVB signals are Hardware Encoder, e.g. Haivision.

Best practice to test DVB Streams for PCR Error or other, is using one of these Tools:

— DVBControl DVBAnalyzer (costs ~2000 EUR, but is most reliable and detects PTS-DTS Error)
— StreamGURU (costs ~300 EUR, can detect any ETR Error and shows Bitrate Graphic)

— TSAnalyzer (free, but can ingest Stream URL, needs TS File on HD)

— Others worth mentioning: DVBInspector, Elecard Stream Analyzer, StreamXpert
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@, StreamGURU MPEG Analyzer — (m] X
Main TSFeed Record CA Tools View Help
Standard: DVB ~ | Decoder Mode: Stream Source: TCP/IP Network / IPTV - [%]
Service: no service -t Video PID: no video - Audio PID: no audio ~ | TS Recorder: & ETR290 Alarms: A &
SIS Tabics| [ Indicator | #Errors | Time oflasterror | Error Message |
=8 NIT (actual current)
+HEg PAT (current) Priority 1
—E8 PMT for SID 0001 (current) - PLAYDECK TS sync_loss 0
1 1 Sections, Version 00 Sync_byte_error 0
Raw Version C1 PAT_error_2 0
PCR PID 0400 Continuity_count_error 0
1 Service ID 0001 EMISET0E2 0
H . PID_error 0
i~ Stream 1B PID 0400 AVC Video
= Stream 03 PID 0401 MPEG1 Audio (ell s
+-d 150_639_language_descriptor Transport_error 0
=8 SDT (actual,current) CRC_error 0
SETDT PCR_repetition_error 0
. PCR_discontinuity_indicator_error 0
ot MID EE77 UTC 112144 PCR_accuracy_error 0
i Decoded: 7.1.2026 11:21:44 PTS_error 0
CAT_error 0
Priority 3
NIT actual error n
Sl Tables | Services | PID Grid Sl Tables | Services | EPG | PID Grid | Bandwidth | TV | TXT | SUB | PCR Measurement | TR 101 290
Bitrate x>

nfo | 5l History | TR 101 290 Log | | Bitrate
StreamGuru MPEG Analyzer | Network-MName: PlaydeckEngine @ NoClmodule @ TSsignal locked IPTV CAP NUM SCRL

SRT Stream in CBR for 25 FPS with High Quality Audio

The next Sample is being used by several Customer in a Multichannel Stream Setup to
broadcast Music Video Content. This Config runs smooth for 4 parallel Output+Stream Channel
— achieving optimal sound and picture quality with FHD ACC audio.

format="mpegts' protocol='srt://' video::codec='n264"' video::b="4M' video::rc_type='cb
r' video::preset="p4' audio::codec='aac' audio::b="128K"' audio::profile='aac_low' audi
o::stereo_mode="ms_force' audio::minrate='128K' audio::maxrate='128K' audio::bufsize

='128K" audio::aac_coder='0"

RTMP Stream in CBR for 60 FPS with 2 second-keyframe
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The next Sample is for YouTube. Use the YouTube Analytic and Stream Health Tools to test your
Stream Satbility:

format="flv' protocol="rtmp://' video::codec='n264"' video::b="9000k"' video::maxrate='9
000k' video::bufsize='9000k"' video::g='120"' video::preset="'veryfast' audio::codec="'aa

c' audio::b='128k"' audio::ar='44100"

The next Sample is for Twitch. Use Twitch Inspector to check your Stream Stability and add “?

bandwidthtest=true” to your Stream URL to prevent going Live.

format="flv' protocol='rtmp://' merge_tracks="true' video::codec='n264"' video::b="5800
k' video::maxrate='5800k' video::bufsize='5800k' video::g="'120"' video::preset='veryfas
t' audio::codec='aac' audio::b="128k"' video::tune='zerolatency' audio::codec='aac' aud

io::ar="'44100' audio::b="'128k"

Sony XDCAM HD422 Standard

video parameters—including 4:2:2 chroma subsampling, a specific GOP structure (M=3, N=15),
and interlaced field processing—alongside professional-grade 24-bit PCM audio at a 48 kHz

sample rate.

format="mxf"' video::codec="mpeg2video' video::b='50M' video::interlace="'1"' video::top
="1"' video::g="'15"' video::v422="true' video::bf='2"' video::flags="+ildct+ilme' audio::

codec="pcm_s24le' audio::ar='48000'

4. AAC High Quality Audio Streams

The default AAC streaming settings save CPU, but might sound flat on music channels. For
pristine audio, choose one of the two profiles below based on your target audience and source
material.
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Quick Prep:
— Source: Use 48 kHz clips (320kbps or lossless PCM).
— Video: Lower video to 720p30 if bandwidth is low. Always use hardware encoding.

Option 1: Maximum Compatibility & Stability (Safe Variant)

Best for: Standard streaming, cable operators, and DVB-T multiplexers. This is the safest profile

to prevent phase issues across various types of content.

format="mpegts' protocol="udp://' video::codec="n264"' video::b='4M' audio::codec="'aac"’

audio::b="256K" audio::profile='aac_low' audio::aac_coder='0"'

audio::profile=’aac_low’: Sets AAC-LC for maximum quality and 100% hardware decoder
compatibility.

audio::aac_coder="0": Forces a high-quality two-loop encoding run for clear transients. (Change
to 1 if you face CPU spikes).

Dynamic Stereo: Leaves stereo management to the encoder, making it highly resilient against

imperfect source material.

Option 2: High-Fidelity Streaming (Optimized Stereo Variant)

Best for: Dedicated music channels with pristine studio-grade source files. This profile utilizes a
tight VBR envelope and forced Mid/Side stereo processing.

format="mpegts' protocol="udp://' video::codec='n264"' video::b='4M"' audio::codec="aac'
audio::b="256K" audio::profile='aac_low' audio::stereo_mode="'ms_force' audio::minrate

='200K' audio::maxrate='320K' audio::bufsize='640K' audio::aac_coder='0"

audio::stereo_mode="ms_force’: Forces Mid/Side stereo processing, maximizing bandwidth
efficiency for deep, wide stereo soundscapes.

minrate="200K’ / maxrate=’320K’ / bufsize=’640K’: A tight VBR envelope that prevents quality
drops in quiet passages while leaving room for heavy musical peaks.

Note: If your audio lacks “punch” or sounds hollow on certain clips, switch back to Option 1, as

your source material might contain phase inconsistencies.
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5. Color Space and Chroma subsampling and Interlace

The Support for certain Color Spaces, e.g. 4:2:2 for DVB, or Interlaced Encoding, depend very
much on the Intel CPU or NVidia GPU you are using.

Here is a page for NVidia NVenc and 422 Support and here for Intel Quick Sync and 422
Support.

In basic terms:

1. NVidia Support for Interlaced Encoding:

— Pascal (GTX 10-Serie): Last architecture with interlace support

— Turing / Ampere / Ada (RTX 20/30/40): Hardware support for interlaced encoding was removed
— Blackwell (RTX 50-Serie): Interlaced encoding for H.264 (8-bit and 10-bit) has been re-
introduced

2. NVidia Support for 4:2:2 Color Space:
— Blackwell (RTX 50-Serie)

3. Intel Support for 4:2:2 Color Space

— 10th Gen and newer processors offer support for Hardware Accelerated encoding and
decoding of HEVC codec on 4:2:2 color sampling via Quick Sync.

— Previous graphics controllers on 9th Generation Intel® Core™ Processors and older were

limited to HEVC codec 4:2:0 color sampling for hardware accelerated encoding and decoding.

This is a quick config sample to encode 4:2:2 with Intel Quick Sync (10th Gen+)

format="dvb' protocol="udp://' video::codec="hevc_qgsv' video::b='5M' audio::codec="aa

c¢' audio::b='128K"' video::pix_fmt="yuyv422'

Note: Features such as interlace and 4:2:2 color space are also available in x264 CPU
encoders. Since we use an LGPL version of FFmpeg without GPL parts (e.g., libx264), these
features are not enabled. It is possible to replace the FFmpeg libraries with your own versions.
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6. Multiple Audio Tracks

If you need to send multiple Audio Tracks, e.g. for different Languages or for Director Audio, you
can do so with all supported Protocols (DVB, RTMP, UDP and some more). You can also apply
different Audio Codecs.

The way this works is, that you have ALL Audio Tracks already active in your Channel, then
SPLIT the Audio Tracks for your Stream Output in e.g. Stereo Pairs.

First, make sure your Channel is set to more then 2 Audio Channel:

SH— [Cepmen )

/Z Application

E Playlist / Clips Activate: B Channel

% Subtitles / CC

Channel Name: CHANNEL 1
GPU Selection: NVIDIA GeForce RTX 3080 | Set for all J

& Channe! Video Format: e )
= s \z\ HDR/10 bit: B Enable HDR and 10 bit video pl

i Inputs

2 Oirector view Preview Audio:
M Streaming Audio Format: Channel: m Sample rate: Bit depth:
@ Recording

\z\ Background: <Custom Color> Color: .:. File:

B Keep File Audio

Channel Audio

Then “ill” these Audio Channel with Audio Content, e.g. by enabling All Audio Tracks on a Clip or

ingesting all Tracks via SDI (up to 16 Audio Tracks). You can also use Audio Mapping to mix

up/down your Audio Tracks or use Audio Filter to copy and delay certain Audio Tracks.
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° NewProjectTemp20251228124355978.xml [Studio Editiol

3 4 5
5. MAN_190126.mp4
6. Mobau_ 21.mp4
7. NEW_180825.mp4
8. Postbank_160
9. Roller Coaster.mp4

LOOP BLOCK

#3 BLOCK
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LIST ITEM

Delete

Rename

BLOCK ENDS BLOCK REMAIN 0643

06:43:30 00:00:16

3_TRACK_SONGS_H264  (00:16 ‘ RECORDING
Copy Settings '

Cut

Copy

Clear Settings

Color

CLIP .

‘ STOP H FADE > ‘ PLAY NEXT

CUE

Show in Explorer/Browser

Audio Trans. Overl. Com. Planned

0,0 dB

Audio Gain 0.0 dB

Audio Tracks [1] PCM signed 24-bit little-endian 2 channels
Audio Channel Mapping [2] PCM signed 24-bit little-endian 2 channels
Audio Filter [3]1 PCM signed 24-bit little-endian 2 channels

SUBTITLES v <All Audio Tracks>
Subtitles

v 1. 3_TRACK_SONGS_H.264_50Mbs_PCM_AULIU.M B 0,0dB

LOOP BLOCK

Then you open your Stream Settings, especially the Parameter of your Stream Protocol and

enable Audio Track Splitting:

& Director View
Stream Protocol:

Streamin
) g Video Codec:

® Recording Audio Codec:

Stream Protocol: STREAM #2

Ch Channel Audio max_delay

= (gt et muxrate

Normalization [Ealiefel=gle]s]
original_network_id
pat_period
pcr_period

Incoming pes_payload_size

pmt_start_pid

Outgoing
rc_buffers
rc_max_underflow_msec
rc_sync_msec

[=HE

resend_headers

=}
[}

sdt_period

I—“

service_id

<
&

service_name
service_provider
service_type
split_channels
start_pcr
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DVB Compatible Streaming | Parameter
NVIDIA NVEnc H.264 Encoder Bitrate: ALY | Parameter
MP2 (MPEG audio layer 2) pitrate: (g | Perameter

Set maximum multiplexing PTS/PCR delay in microseconds

mpegts_flags +system b MPEG-TS muxing flags

Set a constant muxrate. Default is VBR
NIT retransmission time limit in seconds (default 3 s, no transmit -1)

Set the original_network_id. This is unique identifier of a network in ...
PAT/PMT retransmission time limit in seconds (default 100 msec)
Override the default PCR retransmission time in milliseconds. Default ...
Set minimum PES packet payload in bytes. Default is 2930

Set the first pid of the PMT

Rate-Control buffers

Rate ntrol max underflow time, after this time the clock corre
Rate-Control precision (in msec, miminum 1 msec)

Reemit PAT/PMT before writing the next packet

SDT retransmission time limit in seconds (default 500 msec, no transmi ...
Set service_id field

Set Service Name

Set Service Provider

Service type

Split the overall audio channel into individual audio tracks, where ea ...

Set the start PCR value in second
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INFO: The Number of Audio Channel in your Stream Settings need to stay at 2.

If needed, you can apply different Audio Codecs for the addition Audio Tracks. Please note the
added and increasing Numbers for every Audio Tracks after the first one:

audio::codec="aac' audio.l::codec="'ac3' audio.2::codec="'libmp3lame' audio.3::codec="mp
2!

You can also apply a Language Descriptor for every Audio Track:

audio: :metadata::language="eng' audio.l::metadata::language='ita' audio.2::metadata::1

anguage="'fra' audio.3::metadata::language="ger'

INFO: Language Codes must comply to ISO 639-2

You can then test your resulting Audio Tracks in e.g. StreamGURU:

@, StreamGURU MPEG Analyzer

Main TSFeed Record CA Tools View Help

Standard: DVB » | Decoder Mode: Compact - m K MN % @) Stream Source: TCP/IP Network / IPT\
Service: no service -t Video PID: no video = Audio PID: no audio * i TSR
B rabics|

+-im NIT (actual current)
+  PAT (current)
=8 PMT for SID 0001 (current) - MService001
i 1 Sections, Version 00
i Raw Version C1
i PCRPID 0400
i Service 1D 0001
& Stream 18 PID 0400 AVC Video
=-a¢ Stream OF PID 0401 AAC Audio
= d 150_639_language_descriptor
1S0_639_language_code:eng
audio_type: 0x00 - Undefined
=00 Stream 06 PID 0402 Dolby Digital / AC3 Audio
+ d AC-3_descriptor
4 d AC-3_descriptor
d 150_639_language_descriptor
150_639_language_codeiita
audio_type: 000 - Undefined
=-§: Stream 03 PID 0403 MPEG1 Audio
= d 150_639_language_descriptor
150_639_language_code:fra
audio_type: 0x00 - Undefined
= Stream 03 PID 0404 MPEG1 Audio
= d 150_639_language_descriptor
150_639_language_code:ger
audio_type: (x00 - Undefined
R—
8 SOT (actual current)
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7. Closed Captions and SCTE

Both can be enabled in the Parameter Settings of your Protocol:

4L Director View

INFO: SCTE-35 is only available for Protocols: SRT, DVB, UDP (any Video Codec). Closed
Caption will only work with Video Codecs: MPEG-2, H.264 (any Protocol)

This will require both to be enabled and available in your Channel already. Please refer to the

following articles for more information on SCTE and/or Closed Captions:

— Sending SCTE-35 to Stream Server
— Closed Captions / Subtitles

8. Routing Streams over specific IP

Your production requires you to send your streams via specific networks. This is mostly used to
have a dedicated/reserved line for streaming, so it doesn’t interfere with regular network traffic.

If using UDP Streams you simple add this parameter directly to the URL.:
udp://ip:port?localaddr=172.20.10.2

If using SRT Streams you simple add this parameter directly to the URL. This only works in
rendezvous mode:

srt://ip:port?mode=rendezvous&localip=172.20.10.2
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Stream Protocol: DVB Compatible Streaming [ =
M Streamin _ PR
9 Video Codec: NVIDIA NVEnc H.264 Encoder sitrate: AP |
@® Recording
Audio Codec: MP2 (MPEG audio layer 2) Bitrate: V‘ |
Stream Protocol: STREAM #2 B
£l Channel Audio [N SENRIE € © € €co
embe e embe 0se ons (A o eleme o}
& Input Audio _
0] 0
il Normalization e e of the onte
O 0
0
<+ Incoming erio e o e eco = 0
= Outgoing 0 0 0 0 o 0
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If using RTMP Streams, there sadly is no paramter. You need to route all RTMP outbound traffic
manually. For this we use Proxifier. Goto Profile, Proxification Rules, Add new Rule and edit like

this and move it to the top if the rules. Pick your desired adapter via “Advanced”.

g Proxification Rule ? X
Rule Name Applications Target Hosts Target Ports Action
Name:  ENCI Sl & enabled
I Playdeck-WiFi Any Any 1935; 443 Direct via Local Area Cont I
Applications
. localhost; 127.0.0.1; .
Localhost Any %ComputerName%; ::1 Any Direct Any
Default Any Any Any Direct
Example: iexplore.exe; "C:\some app.exe"; fire®.exe; *.bin Browse...
Target hosts
Any
Add... Clone Edit... Remave

Example: 127.0.0.1; *.example.com; 192.168.1.%; 10.1.0.0-10.5.255.255

Rules are processed from top to bottom. Use the arrows at the right to change the

order. Target ports
Use check boxes to enable/disable a rule.
DK cal Example: 80; 8000-9000; 3128

Actmn:\a Local Area Connection™ 10 hd Advanced...

If you want to run a dry test locally without the 2nd line, enable both Ethernet Adapter and Wifi on
your PC, then Start a new Hotspot on your Mobile Phone and connect PC Wifi to that Phone.
Then open Console (“cmd”) and type “ipconfig”. The IP address you need is there:

Wireless LAN adapter Wi-Fi:

Connection-specific DNS Suffix

Link-local IPv6 Address . . . . . : fe80::7261:c8:5cli7:590c%10
[Pvl Address. . . . . . . . . . . : 172.20.10.2

Subnet Mask . . . . . . . . . . . : 255.255.255,2U0

Default Gateway . . . . . . . . . : 172.20.10.1

You can test your network traffic with wireshark.

9. Monitoring & Troubleshooting

If your Streams are lagging or even stopping completely, you are often in the dark what exactly

happened. Here are some pointer to help you identify the problem.
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1. Bitrate

Follow this Rule: The Video and Audio Bitrate Setting (for your Stream) should never exceed the

Clip Encoding Bitrate. Check by right-clicking your Clip in the Playlist and open Medialnfo. In this

PRINT: PDF Manual - PLAYDECK

case, set your Video Bitrate to 3M and Audio Bitrate to 128K.

=
=

Trans. Overl. Com.

LOOP BLOCK

Audio LTC Time

LR - |

% | Copy

]

%/ | Copy Settings
]

2) | Clear Settings
& | Color

[SESE SRR - |

& | Change File/URL/Input
£

9 | Rescan Clip

» | Transcode Clip
@  Show in Explorer/Browser
R Medialnfo
i |VIC

(SN OE S < |

H | Video Tracks

Audio Multitrack
_H

4 | Audio Gain

L < |

4 | Audio Tracks

2. Monitoring

gy x

planned

Format/Info

Format profile

Format settings

Format settings, CABAC
Format settings, Reference frames
Codec ID

Codec ID/Info

Puratinn

Bit rate

Wadth

Height

Display aspect ratio
Frame rate mode

Frame rate

Color space

Chroma subsampling

Bit depth

Scan type
Bits/(Pixel+*Frame)
Stream size

Title

Writing library

Color range

Color primaries
Transfer characteristics
Matrix coefficients
Codec configuration box

Format/Info
Codec ID
Duration

Bit rate
Criannec(s)
Channel layout
Sampling rate
Frame rate
Compression mode

Open the Monitor Window in PLAYDECK or open the Stream Logs.

PLAYDECK Monitoring - Keep open while working

CHANNEL
#1: PLAYING "LG Cymatic HDR1" -

STREAMS

#2: RUNNING (DUR:

#3: RUNNING (DUR:

#4: RUNNING (DUR: ©7:02, F
#6: RUNNING (DUR: @1:12, FPS:

Flapsed
, Elapsed
Elapsed:

FPS 50/60 (FPS Average/Desired)

"BLOCK #1" - 1920x1080(HDYC

Skipped
kipped

Skipped:

, Skipp

e

: AVC

: Advanced Video Codec
: High@Ly

: CABAC / 3 Ref Frames
i Yes

: 3 frames

: avel

: Advanced Video Coding

2 min 21 e

3 459 kb/s

i1 Y20 pixels
: 1 080 pixels
: 16:9

: Constant

: 25.000 FPS
YUV

: 4:2:0

: 8 bits

: Progressive
: 9.067

83.2 MiB (95%)

: IS0 Media file produced by Google Inc.
: x264 core 155 r2901 Tdeff22

Limited

: BT.709
: BT.709

BT.769

: aveC

+ 2

: AAC LC

: Advanced Audio Codec Low Complexity
: mpda-u6-2

i3 min 21 s

: 128 kb/s

2 Cnannecs

t LR
: 44.1 kHz

: 43.866 FPS (1024 SPF)
: Lossy

1) - 1920x1088(HDYC)@25.

1) -1

%1088 (HDYC) @60 .

1) - 1920x1080(HDYC)@25.
2) - 1920x1880(HDYC)@

Compares the current and average encoding frame rate against the desired level. A drop here

indicates the system cannot keep up with real-time encoding.
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Elapsed (Frame Waiting Time in Seconds)
Shows Time elapsed after the last Frame has been processed. If this value increases, not
frames can be processed due to missing Source, or false settings or no connection.

Skipped (Dropped Frames)
The most critical indicator of performance bottlenecks. If this value increases, the encoder is
intentionally dropping frames because it cannot process them fast enough.

Breaks (Frames lost)
If the network is slow, you see Breaks because the Server wants a new frame but it cannot get
there in time (for protocols that requires acknowledgement like RTMP or SRT). Breaks can also

happen if the Source does not deliver a frame in time.

Buffer (Frames waiting)

Monitors the number of frames waiting in the internal queue. A constantly growing buffer typically
precedes skipped frames or Breaks. High Skipped, Low Breaks: This usually means

your CPU/GPU encoder is too slow. High Breaks, Low/Zero Skipped: This usually means

the network or source is the bottleneck. The writer is ready to encode but the frames aren’t
arriving or being “pulled” at the correct time intervals due to the connection lag.

3. Network/Bandwidth Problems

Turn of all your Streams, open your Windows Console (“‘cmd” in Start Menu) and type

tracert <hostname_or_ip>

Use your Target URLs Hostname or IP Address. If you see any Values >100 ms, this will indicate

a slow connection to your Stream Target.

Also keep in mind, that while today Download Speeds with Fibre, Cable or DSL or mostly high
speed (>100 Mbps), the Upload Speed could be very much slower than that. Use a Tool like
Speedtest to determine your actual Upload Speed.

Also use Bandwidth Profiler on the Stream Server to check, if your desired Bitrate is also

received on the Server. Most Provider or Software will provide with Tools to measure the
received Bitrate. Ideally it is shown as Graph, which can point out any Gaps during the
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Transmission. If you have no Tool at Hand, we recommend streaming to YouTube, as it has a

build-in Stream Analyzer, which is very useful to diagnose any instable connections.

In addition, please check with your Provider or Service, if the provide any LOCAL Stream Ingest

URL’s for your Region or Country. As an example, Twitch provides these Twitch Ingest
Endpoints.
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ASIO / Dante Virtual Soundcard

This article explains how to setup ASIO audio interface and devices with PLAYDECK.

In this article:
— Setup ASIO

— Dante Virtual Soundcard (DVS)

— Troubleshooting

Setup ASIO

Enable the “Additional Audio Output” setting to output audio via ASIO.

Important: As a re
from the ASIO devi

in severe stuttering

al-time playout solution, PLAYDECK requires a stable synchronization clock
ce. Without this clock signal, frames cannot be processed correctly, resulting

Channel 1D:

Qutput Scaler:

ci Channel

& Outputs

e Inputs

4 Director View
R Streaming

@ Recording

£ Channel Audio
o Input Audio

https://playdeck.tv/master-print-tool/

Device Qutput: Devic Decklink Duo 2 u
sor |
| <Same as Channel> ||

Desktop Output: Monito <Window Mode > |
| <No Awgio> |

NDI Output: Name

Additional Audio: Jevice Dante Virtual Soundcard (x64) (ASIO)
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Dante Virtual Soundcard (DVS)

Dante Virtual Soundcard (DVS) is a software solution that turns your computer into a Dante-
enabled workstation, allowing you to transmit and receive high-quality audio over a standard
Ethernet (LAN) network.
https://www.getdante.com/products/software-essentials/dante-virtual-soundcard/

You can interface DVS with PLAYDECK using either ASIO or WDM mode:

¢ ASIO (Recommended): Transmit up to 64 audio channels across all PLAYDECK outputs.

This provides the lowest latency and highest channel count for professional workflows.

e WDM: Limited to 16 audio channels, restricted to one stereo pair per PLAYDECK output
channel.

Configuration Steps

1. Start the DVS Engine:
Open the Dante Virtual Soundcard control panel, set the interface to ASIO, and click Start.

Dante Virtual Soundcard - X

Settings Licensing Device Lock Domains About

L
)y Audio Interface:  ASIO v Options

Audio Channels: 64 x 64 v

Dante Latency: 6 ms
Network Interface:  Ethernet

Network Status: 1Gbps

IP Address: 192.168.178.42

-8 Dante —_— s @

https://playdeck.tv/master-print-tool/

113/233


https://www.getdante.com/products/software-essentials/dante-virtual-soundcard/

6/17/26, 12:09 AM PRINT: PDF Manual - PLAYDECK

2. Select the Device in PLAYDECK:

You can now select “Dante Virtual Soundcard” as your ASIO device within the PLAYDECK
settings.

B Playlist
# Application Output Scaler:

ci Channel

2 Outputs
Device Output:
i Inputs
& Director View
M Streaming
@ Recording _

Desktop Output: @ Monio
Ch Channel Audio

o Ioput Audio | NDI Output: Grou: I

- ' | Additional Audio: [ -] Dante Virtual Soundcard (x64) (ASIO)

3. Channel Mapping:

PLAYDECK will automatically begin routing the audio channels assigned to that specific output.
A single output can support up to 32 audio channels.
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Channel ID: 1/ |2/ 3/ 4y S/ 6/ I/ 8/
B Playlist
/ Application Activate: + Channel |
¥ Subtitles / CC

Channel Name:
GPU Selection: [ CRETTETT I
*

Ca Channel VRIS SN 01 050-255 HO'C 1920x108082500p 169 |

& Outputs HDR/10 bit: B Enable HOR and 10 bit v

i Inputs

2 Director View Preview Audio: Y
R\ Streaming Audio Format: Channel: EH Sample rate: mu Bit depth:
@® Recording

e Audio

_ 7| Background: [colorbars-hd [ [ENGSGEN [ WEIERN:\edi\Ordner E\Brbur | @
[

4. ASIO Device Splitting:
To use the ASIO driver across multiple PLAYDECK output channels simultaneously, enable
ASIO Device Splitting.

_ Gain Settings ? ? | Mixdown ? ? | Mute Preview

s Channel 1: d8 O 1o 1idoun ||

# Application Channel 2: 3 de o Mixdown ||
® Subtitles / CC Channel 3: G 1o Mixdown ||

Channel 4: , : u
Channel 5: . . GO 1o Mixciown ||
Channel 6: 3 G 1o Mixdown ||
& Channel Channel * 3 Y dB [ o Mixdown  [+]
Channel 8: dB dE [ o Mdown |+

Mixing Settings ? | Mapping ’ | Filter

Channel 1:

Channel 2:
Channel 3:
Channel 4:
Channel 5:
Channel 6:
Channel 7:
= Input Audio Channel 8:

Jdl Normalization

B Channel Audio

ASIO Device Splitting

’ | M Enable Splitting of all ASIO Devices into Logical Devices per selected Audio Channel
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5. Assigning Multiple Outputs:
Once splitting is active, DVS will appear as multiple sub-devices. This allows you to assign a
dedicated ASIO device to each individual PLAYDECK output channel.

Note on Splitting Logic: The channel allocation is determined by the “Audio Channels” setting
for each output. For example, if Output 1 and 2 are set to 8 channels each, and others are set to
2 channels, the ASIO driver will split the stream accordingly to accommodate those specific
requirements.

Dante Virtual Soundcard (x64) 1-8 (ASIO)
Dante Virtual Soundcard (x64) 9-16 (ASIO)
NDI Output: Dante Virtual Soundcard (x64) 17-18 (ASIQ)
Dante Virtual Soundcard (x64) 19-20 (ASIO)
Dante Virtual Soundcard (x64) 21-22 (ASIO)

Parameter

Dante Virtual Soundcard (x64) 25-26 (ASIO)
Dante Virtual Soundcard (x64) 27-28 (ASIO)
? | Additional Audio: B Device Default Audio Device

Troubleshooting
Slow Playback (Frame by Frame)

This occurs if PLAYDECK cannot synchronize with the clock signal from the ASIO device.
Because PLAYDECK is a real-time playout engine, it requires a stable clock to process frames.

Solution: Ensure a Clock Leader (formerly Master Clock) is active on your network. This can be
provided by hardware (e.g., a Dante-enabled mixer), a software driver, or a dedicated clock

generator.

If you are using Dante, you may need additional tools to verify your workflow. Follow these steps

to set up a local test environment:

1. PC 1: Install PLAYDECK and Dante Virtual Soundcard (DVS). Start DVS in ASIO mode and
select it within PLAYDECK.

2. PC 2: Install Dante Via and Dante Controller.
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3. In both Dante Via and Controller, ensure the correct Ethernet Interface is selected.

4. In Dante Via, enable at least one output device.

Once configured, open Dante Controller. You should see “Dante Via” acting as the Clock
Leader with your PLAYDECK system successfully connected.

& Dante Controller - Network View = [m] X

File Devices View Help
Q‘IE*-’"—-@IIJ@@@ Pr'-nmLeﬂderdoci:Danhe\ﬁah o

I Routng Device Info Clock Status  Network Status Events

Device 5 Mute Clock Domain  Primary Primary dary dary Pref Enable Sync
Name Source  Status vl Multicast w2 Multicast vl Multicast  v2 Multicast  Leader To External

B Device Lock DanteVia [ Dante # Leader A A p
PLAYDECK Dante Follower /A NJA

B Media Type

B Audio Sample Rate

B Sync to External

p: l s: @ 2devices Multicast Audio Bandwidth: Obps Eventlog: [[] Clock Status Monitor: [

View this screen capture of the test setup:

https://downloads.playdeck.tv/assets/DanteClockTest.mkv

Note: In some cases, installing ASIO4ALL can help stabilize the “handshake” between

PLAYDECK and specific audio interfaces. (https://asio4all.org/)

Poor Audio Quality

Distorted or “glitchy” audio is usually caused by a sample rate mismatch. Ensure the Sample
Rate (e.g., 48 kHz) is identical across all of the following:

e Windows Sound Settings (Advanced properties)
e PLAYDECK settings
e ASIO Device / DVS control panel

Audio Channel Mixing and Routing

When working with multichannel audio, you may need to downmix your channels for specific
outputs. Please refer to this article for detailed instructions on managing multichannel routing.
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Multichannel Audio and Mixing

PLAYDECK support 32 Audio Channel per Output Channel. You can pass-thru Audio Channel
(via SDI, NDI, Streams, ASIO), Mix-down to Stereo/Mono or Mix-up to Multichannel. Please note,
that we have a sperate Post for Dante Virtual Soundcard.

Pass-thru

Enable Multichannel Audio by simply setting more than 2 Audio Channel in your Output Channel

Settings. In this example we set 16 Audio Channel, as this is the native number of Audio Channel
for SDI Output Cards:

_ Channel ID; i/ |2/ 3 4 5 6 7 8

B Playlist
4 Application kctivate:
%o Subtitles / CC

Channel Name: CHANNEL 1
GPU Selection: NVIDIA GeForce RTX 3080 ﬂ

G Video Format:
= ¥ ' | HDR/ 10 bit: B Enable HDR and 10 bit video yback

i Inputs
4 Director View Preview Audio: Defau Audio Device ]
R Streaming Audio Format: Channe H Sample rate Bit depth:

@ Recording
_ 7 | Background: Color: I:l (318 F - \Media\Ordner E\Bitburt | &

B Keep File Audio

Now you are good to go already. Your VU Meter will switch automatically to 16 Audio Channel:
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-~
-
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=~

-~
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e
- -

CHANNEL 1

Multichannel Audio is not also active for all Inputs and Outputs: SDI, NDI, Streams. You can
check, if you click PREVIEW after activating your Device. All Previews have VU Meter as
Overlays:

BLOCK REMAIN

00:00:12
Channel ID: g | [+ Praview 00:18

Output Scaler:

2 Outputs

Device Output: - [Device
& Inputs

L Director View
F Streaming
® Recording

Line

? | Keying

Options

? Desktop Output: @ Monitor

Audio

? | NDI Output: B Name

Oplions

7| Additional Audio: B Device

il

Here is another Example for Input Preview:
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Input ID:

S

Input Name:

Crop/Aspect: > (EL +CNENEL + NN < NN CTESIITTEE

Time shifting: B Adive Delay: mm HH:MM:S5

INPUT PREVIEW 1
Device Input: .

Desktop Input:

NDI Input:

Channel Input:

Mix-down

If you have Multichannel-Audio Content (or SDI Inputs) and want to Mix-down your Audio to
MONO/STEREO, you would also need to increase the Audio Channel. In this case we use 16.
This is important to tell PLAYDECK to process 16 Audio Channel (from Source eg SDI),
otherwise all Audio Channel above 2 would be CUT/SILENT:
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B Playlist
# Application
%o Subtitles / OC

i Channel
2 Outputs
o Inputs
L Director View
A Streaming

@ Recording

You can now select different ways to Mix-down your Audio. Please note, that there are seperate
Settings for CHANNEL (Clips, Input Streams) and INPUTS (Device Input):

PRINT: PDF Manual - PLAYDECK

Channel ID:

kctivate:

Channel Name: CHANNEL 1
GPU Selection: NVIDIA GeForce RTX 3080 ]

Video Format: HD1080-25p HDYC 1920x1080@25.00p 16:9 Custo

' | HDR/ 10 bit: B Enable HDR and 10 bit video playback

Preview Audio: Defautt Audio Device |
Audio Format: Channe Sample rate Bit depth:

' | Background: e B I \Media\Ordner E\Bitbure | o

B Keep File Audio

Gain Settings [ i ? | Mixdown 4 ! Mute Preview

B Playlist
# Application
% Subtitles / CC

i Channel
2 Outputs
& Inputs
L Director View
M Streaming

® Recording

i Channel Audio

o Input Audio

al Mearmalizatinn

Channel 1:

. No Mixd
Channel 2: 1 N dB ! dB Manol e

. Mono (-6dB)
Channel 3: Dual-Mana

Dual-Mono (-G48

Channel 4: : 16
Channel 5: X M dB 1 M dB T
Channel 6: / M dB | u
Channel 7: Y N d8 Y -
Channel 8: e e ,0 > G v Mixdown [

L3

Mixing Settings ? | Mapping 7| Filter

Channel 1:

Channel 2:

Channel 3:

Channel 4:
Channel 5:

Channel 6:
Channel 7:
Channel 8:

Multiple Audio Tracks

If your File has more than one Audio Tracks, you can switch the Audio Tracks by right-clicking

the File and selecting AUDIO TRACKS:
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BLOCK

1. 3_TRACK_SONGS_H.264_eamoemes

PAUSE

PRINT: PDF Manual - PLAYDECK

B <» | Transcode Clip

H | Video Tracks v
4 | Audio Gain
1 Audio Tracks b« [1] PCM signed 24-bit little-endian 2 channels

[2] PCM signed 24-bit little-endian 2 channels

4 | Audio Channel Mapping

P2, 4 | Audio Filter [3] PCM signed 24-bit little-endian 2 channels

<All Audio Tracks >

0,0 dB

To play ALL Audio Tracks at once, select ALL AUDIO TRACKS. Alle Audio Channel will be

concatenated. In our example this would result in 6 Audio Channel for Output. So make sure to

set your Channel to 8 Audio Channels, otherwise everything above 2 Channel will not be

processed:

BLOCK END BLOCK REMAIN

03:17:51 | 00:00:17
Kk sonGs H2e4 s 00:17

STOP FADE

NEXT *

CHANNEL 1

Note: Use any of the other Mixing Options to Mix-down to STEREO or similar.

Custom Mixing

For more advanced Mixing, you can click EDIT under MIXING SETTINGS. In this example we

Mix-down 16 incoming Audio Channel to 4 outgoing Audio Channel. Please note, that there are
seperate Settings for CHANNEL (Clips, Input Streams) and INPUTS (Device Input):
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Audio Channel Mapping

Please enter Audio Channel Mapping Details

ouT

9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32

You can refine your Mixing even more by moving to the Content Level: Right-click any Playlist

BEEECEEE B

3 6 7 8
aEEEn
aEeEn
EEEN
aEeEn
EEEN
EEEn
aEEEn
aEeEn
EEEs
aEEEn
aEeEs
aEEEs
aEEEn
aEeEn
EEEsn
aEEEn
aan
aen

Gain Settings

Mixing Settings

Channel 1:
Channel 2:
Channel 3:
Channel 4:
Channel 5:
Channel 6:
Channel 7:
Channel 8:

Channel 1:
Channel 2:
Channel 3:

?| Left

X s

dB
o0 ;I
00 : JE8

? | Mapping
Edit
Edit

Edit

PRINT: PDF Manual - PLAYDECK

? | Mixdown

o wooun
omoom 3
ovoom
-
-

=
=
o

Item and select AUDIO CHANNEL MAPPING:
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4 | Audio Gain
4 | Audio Tracks
4 Audio Channel Mapping

4 | Audio Filter (-

op Audio Trans.

#1 BLOCK
v 1. Nums_7dotl_24_48000.wav 00:09 0,0 dB
PAUSE 00:09
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Color Correction for Inputs and Channel

This article will show how to use Color Correction Tools for your Broadcasts.

— Video Range (16-235) vs. Full Range (0-255)
— Color Adjustment Controls

— Tools: Waveform, Vectorscope & Histogram
— Why is CPU Processing required?

Coler Correction X

No Conversion H
=21

Full to Broadcast Limited to PC Flat / Log Fix Highlight R vMix Punc Vivid Colors ‘ | Low Light Lift

Video Range (16-235) vs. Full Range (0-255)

Video Range (Limited / Broadcast): Uses 16—235 (8-bit). Black = 16, white = 235. Standard for
TV, broadcast, streaming — preserves headroom.

Full Range (PC / Data): Uses full 0-255. Black = 0, white = 255. Native for computer monitors,
graphics, photos.
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Color Range Expansion converts Video — Full Range (lifting blacks, expanding whites) to
avoid washed-out appearance on PC displays. Mismatches cause crushed blacks, blown whites,
or grayish/milky picture.

With PLAYDECK you can quickly convert between both modes by selecting the signal range or
one of the preset buttons:

7| signal Range: No Conversion

? | Black Stretch F'_..I”_TD Limited
Limited to Full
? | White Stretch: 0

? | Brightness: 0

[4 | Contrast: 0

Reset All | Full to Broadcast Limited to PC Flat / Log Fix

Color Adjustment Controls
PLAYDECK' s sliders help solve common broadcast and live-production challenges quickly:

¢ Black Stretch Recover lost shadow detail in underexposed footage or create deeper, more
cinematic blacks for dramatic looks.

e White Stretch Bring back highlight detail in overexposed shots (e.g. skies, lights) or add
punch to flat, washed-out highlights.

e Brightness Correct overall too-dark or too-bright sources without changing contrast — ideal
for matching multiple cameras.

e Contrast Make flat, low-energy pictures pop for sports/news or reduce harsh contrast on
harsh studio lighting.
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o Saturation Boost dull, desaturated camera feeds (e.g. ENG cameras) or tone down overly
vivid graphics/logos for broadcast-safe output.

e Color Phase Fix green/magenta casts from mismatched lighting, warm up cool skin tones, or
match color temperature between sources.

¢ Detail Sharpen soft, low-resolution streams or reduce noise in low-light footage without
introducing artifacts.

\Z\ Black Stretch: \Z| Saturation:

(2] white Stretch: B color Phase:

\Z\ Brightness:

\Z| Detail:

[ contrast:

Tools: Waveform, Vectorscope & Histogram

hese professional monitoring tools appear in a dedicated panel next to the video preview —
perfect for precise color and exposure control during live production or playback.

e Waveform: Check overall exposure and luminance levels quickly. Spot clipped highlights (flat

at 100 IRE), crushed blacks (piled at 0 IRE), or mismatched camera levels so you can adjust
brightness/black/white stretch before broadcast.

e Vectorscope: Verify and correct color balance and saturation. Ensure skin tones stay in the
correct flesh-tone line, detect unwanted color casts (e.g. green from LED lights), and confirm
broadcast-legal saturation without over-the-top vividness.

e Histogram: Analyze tonal distribution across the image. Identify if
shadows/midtones/highlights are evenly spread or if detail is lost in dark/bright areas — ideal

for fine-tuning contrast and stretch sliders to achieve a balanced, professional picture.
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Why is CPU Processing required?

When using Color Correction (or certain other video filters) for the first time, PLAYDECK may
prompt you to switch to CPU Processing:

Settings

4 Application
B Hiyllﬂ / Clips Activate: B Channel is alwa
% Subtitles / CC

Video Format: HD1080-25p HOYC 1920x1080@25.00p 169
Cd Channel
? | HDR/10 bit:
O Outputs
Color Correction:
o Inputs
1 Director View Preview Audio: Default Audio Device
: to restart inte
R Streaming Audio Format: channel: | EIEE : ( w? This does not effect
® Recording F

7| Background:

Cance|

L@ Channel Audio

Reason: Certain video filters (vfilters) on inputs and playlists rely on FFmpeg processing, which
runs only on the CPU. The GPU pipeline does not support these standard filters, so CPU mode

is required for them to work correctly — ensuring reliable playback and effects.

GPU Processing handles: Scaling, Mixing, Overlays, Format Conversion, and many Effects.
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Switching to CPU mode keeps all features working normally — the only difference is higher CPU
usage (and lower GPU load).

You can switch back to GPU Processing anytime in the application settings:

Settings for Application

Applicati
. <awo> L

Prompt for Reload/Resume

Settings for GPU Usage and Performance

| <Auto Detect>______________|+]
| <Auto Detect> |
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HDR Output and Recording

PLAYDECK supports HDR playback, SDI output (via Blackmagic DeckLink) and HDR recording.

— Prerequisites in Hardware
— Enabling HDR Mode

— Setting up SDI Output

— Setting up Recording

— Monitoring & Controlling
— Troubleshooting

Prerequisites in Hardware

Graphics card

NVIDIA GPU with at least Turing architecture (GTX 16xx / RTX 20xx or newer).
Recommended: RTX 30xx / 40xx series (e.g. RTX 3080, 4070, 4080).

— Required for 10-bit decoding/processing/encoding.

SDI output card

Blackmagic Design DeckLink with 10-bit and HDR metadata support:

— DeckLink 8K Pro

— DeckLink 12G Extreme

— DeckLink 6G / 12G models (Quad 2 / Duo 2 / Mini Recorder 4K etc.)

— Older models (e.g. DeckLink 4K Extreme without 12G) may be limited to 4K 30p or no HDR
metadata.

You can check your Graphics card in PLAYDECK:
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& Application

B Playist / Clips
%o Subtitles / CC

e Input Audio

Settings for Application

PRINT: PDF Manual - PLAYDECK

<Every Day> [vWoooo00  :

outside of Playdeck

Prompt for Reload/Resume ]

Settings for GPU Usage and Performance

peline for Pro

Enabling HDR Mode

<Auto Detect> H
? | Performance Mode  EfSelagarese

[ <Auto Detect- ||

HDR Mode needs to be enabled in the Channel Settings. In HDR Settings, choose one of the

following Output Pixel Format. Start with v210 unless you specifically need RGB processing.

/ Application

B Playlist / Clips

¥» Subtitles / CC

ch Channel

O Outputs

__ HDR Settings

-

Output Pixel Format:

Match Source / Passthrough

Channel ID:

Activate:

Channel Name:

Video Format:
HDR Mode:

Color Correction:

Please enter HDR Details

v Enable HDR Mode [

2 3 4 5 6 7 & [NEETTE
C running

B Channel is al B Don't autostart Channel

HD1080-25p HDYC 1920x1080@25.00p 16:9 ‘ Custom

HDR Settings

( Edit |

10-bit YUV 4:2:2 (v210) — Broadcast Standard for HDR & SDI (recommended for >4i

Match Source / Passthrough — Uses source format (if 10-bit) or auto-detected
10-bit YUV 4:2:2 (v210) — Broadcast Standard for HDR & SDI (recommended for >4K30p
10-bit RGB 4:4:4 (r210) — Maximum internal precision (tone mapping, graphics) — limited to ~4K 30p on single 12G-SDI

| oK H Cancel |

Uses the source pixel format (if 10-bit) or auto-detected
— May default to r210 on HLG/PQ content.
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10-bit YUV 4:2:2 (v210) — Broadcast Standard for HDR & SDI (recommended)
— Preferred choice for most SDI workflows.

— Full compatibility up to 8K 60p on single-link 12G-SDI.

— Recommended when frame rate > 4K 30p.

10-bit RGB 4:4:4 (r210) — Maximum internal precision

— Best for tone mapping, keying or heavy internal processing.

— Limitation: On many DeckLink cards limited to ~4K 30p (bandwidth constraint on single 12G-
SDI link).

— Use with caution at higher frame rates.

Setting up SDI Output

_ L-h:‘nn" ILJ

4 Application
B Playlist / Clips Output Scaler:
 Subtithes / CC

i Channel \

2 Outputs

B Inputs

& Director View
B Streaming
® Recording

In Output Settings, select your DeckLink card as the output device. 10-bit Output will be

Device Dutput:

activated automatically. If the Card doesn’t support it, it will fall back to SDR.

Important:
HDR metadata (PQ/HLG) is carried in VANC (Vertical Ancillary Data) on SDI.
Most modern DeckLink cards and downstream devices (monitors, switchers) detect this

automatically when 10-bit signal is present.
You need to re-enable your Device, if you changed Output Pixel Format in HDR Settings.
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Setting up Recording

Recording ID:

Activate:

Record Source; & Channe Channel 1 ||
® Input (input 1 |

& Channel Video Format: [ <sameasSource> |

(=} m Audio Format: hanine mﬂ snple rate: RS n t deptf mu
& Inputs

Format/Container: e,
A4 Director View

Video Codec: NVIDIA NVEnc H.265 (HEVC) Encoder LEL: m
A\ Streaming

. Audio Codec: AAC (Advanced Audio Coding)
® Recording

Config String: format="matroska’ videoocodec="n265" videozb="30M’ videozpreset="p4’ audic-oodec="aac’
audiosh="320K" audiccar="48000" videcsoutput, 10bit="true’

Write to Folder: Fat

B m Audio Filename Pattern: yyyy-mm-dd_hh-nn-s5_"recording”

al Normalization File Splitting: B Aciv wetion IR -+
|

1. Select a Format/Container (recommended: MOV or MKV).

2. Pick NVIDIA H265 HEVC as Video Codec. Currently, no other Video Codecs are supported
for HDR.

3. Apply your preferred bitrate (50-100 Mbps recommended for 4K HDR)

4. Click on Parameter behind Video Codec and set these options:
— output.10bit = true
— output.444 = true (! Only is “10-bit RGB 4:4:4 (r210)” selected in HDR Settings)
— preset = p4
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Format/Container: MEV (Matroska) Parameter
Video Codec: NVIDIA NVEnc H.265 (HEVC) Encoder B Bitrate: | Parameter

Video Codec: RECORD #1

Chang

UM num

Result: Recorded file contains BT.2020 + HLG/PQ metadata when source was HDR.

Monitoring & Controlling
Play a HDR Clip in the Playlist. You can download this HDR HLG BT2020 Test Video.

Note: Preview on standard HDMI SDR monitors may appear washed-out or flat for HDR content

— this is expected behavior.

You can check on the Clip’s HDR properties by right-clicking the Clip and selecting Medialnfo:
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g rile Wyview X Options @ Debug

Format/Info
Format profile
HDR format
Codec ID
Codec ID/Info
Duration
Bit rate
aA | Rename Width
X | Cut a Height
Display aspect ratio
Frame rate mode
Frame rate
= Errpse s Color space .
PAUSE Chroma subsampling
Bit depth
Clear Settings Bits/(Pixel*Frame)
Stream size
Writing library
Language
Encoded date
Tagged date
Color range
Color primaries
Transfer characteristics
Matrix coefficients
Mastering display color primaries
Mastering display luminance
Codec configuration box

Copy

v 1. LG Cymatic Jazz HDR10 4K HLG.mp4

Color

Show in Explorer/Browser

Medialnfo
VIC

To verify, if PLAYDECK is correctly processing your HDR File, open Monitoring from the Main

Menu and check these properties:

— Pixel Format (v210 or r210)

— Transfer characteristics (HLG or PQ)
— Color primaries (BT2020)

Enhance Videos Imag

: 00:00:00:00
: 60000
: 1eel

i 1

: HEVC
: High Efficiency Video Coding
: Main 10@L5.1@High
: SMPTE ST 2086

: hvel

: High Efficiency Video Coding
: 2 min 38 s

: 39.4 Mb/s

: 3 840 pixels

: 2 160 pixels

: 16:9

: Constant

: 59.948 (60060/1001) FPS
HI (')

2:0 (Type 2)

: 10 bits

: 9.079

1 745 MiB (99%)

: HEVC Coding

: English

1 2026-83-62 12:15:24 UTC
: 2026-83-02 12:15:24 UTC
: Limited

: BT.2020

: HLG

: BT.2020 non-constant

: Display P3

: min: ©.0050 cd/m2, max:
: hveC

This allows you to check, if your SDI Card is sending HDR without a SDI HDR Monitor.

File Settings Shortcuts View Mo ring Logs Documentation Support License

BLOCK ENDS BLOCK REMAIN 743
(e (ee]

LG Cymatic Jazz HDR1 o0 (02:05 RECORDING

CHANNEL

#1: PAUSED (FPS: 59.95/59.94, Elapsed: 0.1, Breaks: 3, Skipped: @, Jitter: ©.32) - 3840x216€(v210)859.940p (16:9) HLG BT2020

OUTPUTS —m—™@— 0 0 mmbmmm———
#1: RUNNING Device “"DeckLink Duo 2" (FPS .94/59.94, Elapsed: 0.00, Skipped: @, Jitter: @.05, Buffer: 1)

To verify your Recording, open the Recording Folder and Drag Drop your new File into the

Playlist.
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[ =

Audio Codec:
@ Recording

Config String

G Channel Audio
& Input Audio

PRINT: PDF Manual - PLAYDECK

Write to Folder:

Filename Patiern:

oska’ videccoodec="n265 videoch="30M" videospreset="p4
1. 10bit="true’ audiocrodec="aac audioch="3 30K

[y Iy -c_hih-nin-55_recornding™

It should show the same HDR Meta Data as your Original (or your HDR Settings):

CHANNEL 1
L

- - 5

BLOCK

o/

. LG Cymatic Jazz HDR10 4K HLG.mp4

PAUSE

Troubleshooting

/4 File
>

& yidth

%, Display aspect ratio

} Zolor primaries

Frame rate mode

Original frame rate

Color space

Chroma subsampling

Bit depth

Default

Forced

Calar ranne

lolor primaries

[ransfer characteristics
Matrix coefficients
Mastering display coler primaries
Mastering display luminance

5_recording.mkv

‘ View % Options
Duration

) Debug T Help 3 Language

Height

Frame rate mode
Original frame rate
Color snace

Chroma subsampling
Bit depth

Default

Forced

Color ranae

Transfer characteristics
Matrix coefficients

: Variable

: 59.940 FPS
1 Yuv

D 4:2:0

: 10 bits

: No

: Limited

: BT.2020

: HLG

: BT.2020 non-constant

: R: x=0.000000 y=0.000000
: min: 0.0000 cd/m2, max:

Enhance Videos Images, Convert,

: 22 s 423 ms
1 3 840 pixels
: 2 160 pixels
: 16:9

: Variable

: 59.940 FPS

: Yuv

HEH H

: 10 bits

: No

: No

: Limited

: BT.2020

: HLG

: BT.2020

Working with HDR requires sufficient system bandwidth to handle increased pixel data and

frame sizes, which can be tested using Blackmagic’s SignalGenHDR.exe tool. Users can stress-

test their setup by running4 simultaneous instances to output 4K signals and verify 12G-SDI

throughput capacity.

Download the Tool here:

https://downloads.playdeck.tv/assets/SignalGenHDR.zip
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Audio Delay

Sometimes, in Live Productions, you have to send the Audio delayed compared to the Video, to
compensate for the processing Lag of huge LCD Screens (Lipsync). Or add a Limiter/Gate to the
Microphone Input Audio.

In this article:

— Simple Audio Delay
— Copy Audio and Delay
— More Audio Filter

Simple Audio Delay

This is actually pretty fast to implement in PLAYDECK. You add the ADELAY Audio Filter to the
Channel like this. In this example we set 600ms Delay for Audio Channel 1 and 2:

_ Gain Settings Mixdown

=
=
-
L

Mute Preview

E Playlist Channel 1: H a8 e -
4 Application Channel 2: ] a8 0 UEE No Mecdown |
® Subtitles / CC Channel 3: 0 JUCEN 00 -

Channel 4: \ M dB A N dB
Channel 5: M dB P
Channel 6: H dB L0 L GG ro Mxdovn [
i Channel Channel 7: \ M dB 1 N dB
Channel 8: H ds 0 I
O Outputs

= Inputs

Mixing Settings ? | Mapping ? | Filter

Channel 1: Edi
Channel 2: Edit

Channel 3:

Channel 4:

Channel 5:

Channel 6:
Ll Channel Audio P ———
= Input Audio Channel 8:

This can also be set to INPUTS to compensate for any incoming Lipsync Issue.
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Copy Audio and Delay

You can also COPY the Audio Channel 1 and 2 to Audio Channel 3 and 4 and delay those. The
use case here is, that the Audio Mixer Person has Live Preview Audio.

This needs to be done on the Playlist Level, so clear any Audio Filter in the Settings.

First, make sure to increase the Audio Channel for your Output Channel, otherwise all Audio
Channel above 2 will not be processed:

Channel ID:

Activate: « Channel is

Channel Name: CHANNEL 1
GPU Selection: NVIDIA GeForce RTX 3080 u

Video Format: HD1080-25p HDYC 1920x1080@25.00p 16:9

HDR/10 bit: B Enable HDR and 10 bit video playback

Preview Audio: Default Audio Device [
R\ Streaming Audio Format: Channel: u Sample rate: ﬂ Bit depth:
@ Recording
_ ? | Background: C :I:l [ZIERM F-\Media\Ordner E\Bitbury | o

B Keep File

4 | Audio Gain
4 | Audio Tracks
4 Audio Channel Mapping

(a\ 4 | Audio Filter

2

1
#1 BLOCK
v

1. Nums_7dotl_24 48000 09 0,0 dB

This will copy Audio Channel 1 and 2 to Audio Channel 3 and 4:
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Audio Channel Mapping

Please enter Audio Channel Mapping Details

OouT

123 45 6 7 8 910111213 14 15 16 17 18 19
v EEDEEEEREEEDS
V- -SSR EEEEEEEEEDS
sL.E N N N NN NNNNNNNNNEGNRNDN
4l B N N N N N NN MNNNNNNNGNRNDN

Now right-click the Playlist ltem again, select AUDIO FILTER and add the ADELAY Filter, but

only for Audio Channel 3 and 4:

Audio Filter

adelay=0]0|600|600|

More Audio Filter

For a complete List of all Audio Filter, click SHOW SAMPLES. This will open a TEXT FILE with

Examples.

Gain Settings ? 7 | Mimdown

Input 1: ) ] o Mocdown
Input 2: , %o Mocdown
Input 3:

Input 4:

Input 5:

Input 6:

Input 7:

Input 8:

Input 9:

Input 10:

Input 11:

Input 12:

Mixing Settings 7| Mapping

Input 1:

Input 2:
L3 Channel Audio Input 3:

& Input Audio Input 4:

4 Input 5:
Input 6:

Input 7: high-pass filter with
Input 8:

Input 9:

Input 10:

Input 11:

Input 12:

https://playdeck.tv/master-print-tool/
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3dB point frequency.

: Filter with 3dB point frequency.
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Advertisement & SCTE

Ad Breaks to interrupt Playout

This article will show how to use a BREAK BLOCK to create Ad Breaks, that interrupt your

regular Playout, and will return after.

In this article:

— Using Break Blocks as Ad Breaks

— Schedule Break Block

— Using Action Buttons for Ad Breaks

— Attach Overlays to the Break Block

— Attach SCTE Marker to the Break Block

Using Break Blocks as Ad Breaks

This is fairly simple: You create a new Content Block in your Playlist with one difference: The
Block ends as BREAK BLOCK (instead of STOP or PAUSE). For this we select the Block and
click on the BLOCK END Icon (or Double-Click the Block end). Then we select BREAK BLOCK
and choose RETURN TO LAST POSITION (or any other):
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CHANNEL 1

-

a
.

-
w
L
+
e
4
e

. [#1] Main Program

Return to last Clip/Pesition

Return to last Clip and play fro — =
Return to the o L

This BREAK BLOCK behaves like this: Once it reaches its end, it will return to the clip and
position (or other), which was playing BEFORE entering the BREAK BLOCK from OUTSIDE.

Meaning: You can jump from anywhere to anywhere in the BREAK BLOCK, and it will remember
where to return to.

Schedule Break Block

You can schedule the Break Block like an other Block Type by selecting the Block and clicking
the SCHEDULE Icon:
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Duration Cut Loop  Audio Trans. Overl Com. Planned

@ Play only, if Block in CUE at time 11:30:00 =

@ No Auto-play, just planning

Cancel

In this example we start our Break Interruption every day at 11:00 o’clock and will repeat this
every 2 and half hours for the remaining of the day. There will be no Ad Breaks between 0:00
and 11:30.

Using Action Buttons for Ad Breaks

Instead of scheduled Break Blocks, you can also use Action Buttons. For this simply click and
empty Action Button and select to play the related Ad Block:
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PALUSE

#2 Ad Break @
1. Alders_180825.mp4 00:10
o 2. Sonepar_190817.mp4 00:10
BREAK 00:20

? Please enter Action Details

* Play Block |[#2] Ad Break H

and execute Commands/SCTE (if any)

and after Block (or Button Click) |SDg nothing>
Return to last Clip/Position :
Return to last Clip/Position (-3 Seconds)
Return to last Clip/Position (-10 Seconds)
Return to last Clip and play from beginning Cancel
Return to the next Clip after the last Clip

Overlay * Overlay 2 Overlay 3 Overlay 4 Overlay 5 Owerlay 6 Overlay 7 Overlay 8

m Action 2 Action 3 Action 4 Action 5 Action 6 Action 7 Action 8

You get the same selection for “returning” as for Block Ends. If you select “<Do nothing>”, the
Block End will be used, like in our example above. If you select any other Option, the Return
method of the Action will be used over the Block End method. This gives new options:

¢ You could use both return methods, depending if the Break Block starts via scheduling or via
Action Button

o |[f started via Action Button, you can leave the Break Block EARLY and still return

The second option is perfect for looping Break Blocks, as your return to the previous playout, if
you click the Action Button a second time.

Attach Overlays to the Break Block

Oftentimes you want Overlays to start automatically together with your Break Block Content. We
therefore recommend the following articles:

o Automate Overlay Lower Third with Clips
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e Create L-Band Ads via second Channel

o External Overlays with ClassX (and other)

Attach SCTE Marker to the Break Block

If you want to signal your Streaming Server or Broadcasting System to insert Ads for the duration
of your Break Block, we recommend to following articles:

e Using SCTE for Inputs and Outputs
e Sending SCTE-35 to Stream Server
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Create L-Band Ads via second Channel

This article will show how to use how to utilize the second Channel to create L-Band

advertisements.

1. L-Band Specifications

Every Station has their own specs on the size, so we just borrow this sample from News18:

Safe Are

o

Width-426

NETWORK

Height-1080

1o for Content s

Ticker Sofe Are but should be filled with the Background Calor/Image

Width-1920

Area for Content —

Safe Are
0£Z-1ybieaH

Ticker Safe Are but should be filled with the Background Color/Image

The principal is always the same: We “shrink” our main content proportionally to make room for
Ads in the remaining area. After shrinking, we leave some overlap to not risk black background.
Our final shrink-size is: 1520%855 Pixel.

2. Scale Channel 1 and send to Channel 2
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We assume with have our Main Video Content on Channel 1. So we enable the Output Scaler in
the Settings to our shrunk size of 1520x855 Pixel. Then we send our scaled Content as NDI

signal:

B Playlist
# Application Output Scaler:

Ci Channel

= Outputs
Device Quitput:
o Inputs
& Director View
[hone> VIl Soohi Apie |-
M Streaming - 2
@ Recording I

Desktop Output: B Honio

i Channel Audio
e ——

- | fdtens A : — u

We now loop our NDI signal to Input 1:
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Input ID:

Input Name: Update to Playlist >
cop/hspect: > N +CNNED + NN < N (CUETITE |

Time shifting: B Active Delay: mm HH:MM:SS

Device Input: @ T
e T

ot N
T

TN oo I

Desktop Input: NVIDIA GeForce RTX 3080 - 3840x1600@144,00 - PRIMARY

Mouse

NDI Input:

Tally Flag Do not send any Taly Flags ﬂ

We then add Input 1 to the Playlist of Channel 2, by Drag Drop of the Input Icon to the Playlist.
We now have the Video Content in L-Band size:

INPUT 1

STOP FADE

3. Add the Clean Feed for Switching
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Since our Final Output will run over Channel 2, we also want our Clean Feed to be selectable in
the Channel 2 Playlist. For this, we can simply copy the Channel without the Output Scaler. Use
another Input and set Channel 1 as Source:

Input ID:
B Playlist
" # Application Input Name: Update to Playlist >
ol cl G050 Crop/Aspect: +OlE ‘[N +[E «0lE EErmrerry
Time shifting: B Adive pelay: [CHESECHEIEIIR +H:vm:ss
& Channel Device Input: ] I
S Line [
k= nputs Format |
& Diectoriiew wdo [
Options _

Desktop Input: [ ]

NVIDIA GeForce RTX 3080 - 3840x1600@ 144,00 - PRIMARY H
o R

NDI Input:
Bandwidth

COTERRN o roxccncory Tabyroos

Channel Input:

Then also add that Input to Channel 2. | already renamed both Inputs in the Playlist to be more

distinguishable:

15:49:00 BLOCK END

]

STOP  FADE
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You can now quickly switch between L-Bands and Clean Feed.

4. Use Overlays for L-Bands
You can use PLAYDECK Overlays for your L-Bands. For simplicity, we use this transparent PNG
over the Video signal. But these can be more complex. See this article on how to create Overlay

groups and fade them together.

Click on any empty Overlay Button, then add our Sample PNG:

m mage File:

), IPG, TGA, GIF, W NG,
 Image = BMP, PG, TGA, GIF, WMF, EMF, PNG, TIF

2 Video

We now want our Overlay to ONLY play with the Playlist Clip for the “L-Band Feed” Input. For
this we select the L-Band Clip and click the Overlay Icon, then add our new Overlay for the
whole duration of the Clip:

- 2 | 3 c 5 1 7 B Duiration ik Audio Trans, Overl.  Planned
#1 BLOCK s Y

- 1. L-Band Feed

[1] L-Band

[1] L-Band

Cancel

Our L-Band Overlay will now automatically start together with the L-Band Feed:
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BLOCK END BLOCK REMAIN
o co

L-Band Feed

| [PLAY NEXT _
STOP FADE : ar °

#1 BLOCK
v 1 L-Band Feed

s 2. Clean Feed

PAUSE

L-Band Overlay 2 Overlay 3

Action 1 Action 2 Action 3

Note: Overlays that are assigned to Clips always have a slight reaction delay. This can be
overcome by finetuning Playlist and Overlay Fade Times. You could also split the L-Band Feed

and Clean Feed to Channel 2 and 3 and use an external Mixer for Transitions.
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i
E

—

&
/

I A lsea lor Content

e b —p
CHANNEL 2

T o R ]

ole ArE v by b e e e [ P

£
i

“,
F S

=~

Duration Cut Loop Aundio Trans, Owverl Planned

» 2 Clips

Overlay 4 Overlay 5 Owerlay 6

Action 4 Action 5 Action 6
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Using SCTE for Inputs and Outputs

This article will explain how you can use SCTE for your projects. PLAYDECK supports SCTE-35,
which are exclusively used in Streams and SCTE-104, which are exclusively used in SDI Device
signals.

Scroll down for SCTE-104. We also recommend to follow-up with this article on sending SCTE-
35 to Streaming Server.

In this article:
— Using SCTE-35 in Streams
— Using SCTE-104 in SDI

Using SCTE-35 in Streams

SCTE-35 Facts

e Supported for Stream Inputs as well as Stream Outputs. Tested Stream Formats are UDP,
DVB and SRT. The selection of the Video Codec does not influence SCTE transport. SCTE

transport is always active and does not need to be enabled somewhere.

e PLAYDECK can detect and display incoming SCTE-35 Marker. All incoming and outgoing
Marker will be written to an Event Log.

e PLAYDECK can forward incoming SCTE-35 Marker from Stream Input to Stream Output.
Cross-Forwarding between UDP, DVB and SRT is supported, e.g. receiving SRT and
forwarding to UDP.

SCTE-35 Testdrive

Let us dive into those topics a bit. As a test run we setup our own UDP signal loop. We stream
Channel 1 to “udp://192.168.178.42:50007?pkt_size=1316" via UDP (use your local IP). Make
sure to enable “embed_scte35” for the UDP Parameter:
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Stream ID:

/2 Application

& Playlist / Clips Activate: rt Stream on App-Start

Subtitles / CC
Stream Name:

Stream Source: * Channel Channel 1

Channel @ Input

O Outputs @ Director View Director 1
e Inputs 5
Video Format:
L Director View )
Audio Format: Channel: Sample rate: Bit depth: -3 t
M Streaming

Recording Stream Protocol: UDP Streaming l [ Parameter
Video Codec: MPEG-4 part 2 Video Bitrat
Audio Codec: AAC (Advanced Audio Coding) Bitrate: W‘

CE Channel Audio Config String: format="mpegts’ protocol="udp://' embed_scte35="true' videozcodeg
audio:codec="aac’ audio:b="128K'

mpegd’ videozb="4M’

i Input Audio

Normalization

Incoming

Stream URL:

= Outgoing

Preview URL: Stream Protocol: STREAM #1
Two-way

More Options: embed_cc Talse Enable embedding Closed Captions (ATSC) i

embed _sctel true Enable embedding SCTE-35 triggers into M

embed tc S Enable embedding Time Code into elementa

And play the Stream in Channel 2:

FADE

CHANNEL 2

thon  Cut | n . Com. Ma

GET
STARTED

https://playdeck.tv/master-print-tool/

152/233



6/17/26, 12:09 AM PRINT: PDF Manual - PLAYDECK

Now we only need a way to send a SCTE-35 marker in Channel 1. So we setup a new
Command Action and use the smallest detectable SCTE-35 Marker (of course you can use any
other):

<SplicelnfoSection><Splicelnsert></Splicelnsert></SplicelnfoSection>

PLAY NEXT . - , | [PLAY NEXT |

Please enter Command Details

Select a Command:  [[1] Action Start

Execution Time:

)5 - Internal within PLAYDECK t S SDIfSRT/UDP/DVB Type: |SCTE-35

COMMANDS - External via TCP

Cancel

Overlay 1 Overlay 2 Overlay 3 Overlay 4 Overlay 5 Overlay 6 Overlay 1 Overlay 2 Overlay 3 Overlay 4

Command Action 2 Action 3 Action 4 Action 5 Action & Action 1 Action 2 Action 3 Action 4

Make sure Channel 1 and Channel 2 are playing, then hit the Action Button. Then open the
SCTE Event Log in the Main Menu under “Logs”. You can see the outgoing SCTE on Channel 1
and the Incoming SCTE on Channel 2.

F:\Projekte\Playdeck\Delphi\Code\Main\v4.\DocumentsDebug\Event-Logs\SCTE\2026-05-09.txt

89/0@5/2026 00:03:27 - >> Chl SCTE-35 - <SpliceInfoSection> <SpliceInsert spliceEventId="2026-05-09 ©0:03:27" outo

99/05/2026 00:03:28 - << Ch2 SCTE-35 - <SpliceInfoSection protocolVersion='@' ptsAdjustment="@' tier='0'> <SpliceInsert s

We even go one step further and setup ANOTHER Stream from Channel 2 to Channel 3 to test
the SCTE Forwarding and Cross-over Detection (UDP to SRT). We send Channel 2 to
“srt://192.168.178.42:50017?mode=listener” (your IP) and receive in Channel 3 at
“srt://192.168.178.42:5001?mode=caller”.
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Stream I1D:

& Application
B Playlist f Clips Activate:
o Subtitles / CC

Stream Mame:

Stream Source: Che H

(A
© Outputs | Director 1|+
S Lfeie Video Format: HD1080-25p HOVC 19201080625 00p 163
& Do Audio Format: : Sl o
) Streaming
® Recording Stream Protocol: (ST - Secure Refiable Transpon —_____[{]

video Codec: MPEG-2 Video ] Bitrate _
Audio Codec: MP3 Larne (MPEG audio Layer 3) Bitrate:  NEOAY

C Channel Audio Config String: format="mpegts’ protocol="srt/" embed_scte35="true’ videoccodec="mpeg2vj
videodh="6M" sudicocodec="libmp3lame’ audicch="192K
& Input Audio

ol MNormalization

Stream URL: st/ 192,168, 178.42-5001 Tmode =listener

Preview URL: "C\Pr Stream Protocot STREAM #2

More Options:

CHANNEL 3

Duralion Cut  Loop T o, Planmesd

If we now press our Action Button to send the SCTE-35 Marker, we detect it also in Channel 3:

F\Projekte’\Playdeck\DelphiCode\Main\wd.o\DocumentsDebugh Event-Logs\SCTE\2026-05-09. b

liceEventId

justment="8"

sAadjustment="o
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Using SCTE-104 in SDI

SCTE-104 Facts

e Supported for SDI Device Inputs as well as SDI Device Outputs, e.g. Blackmagic DeckLink.
SCTE transport is always active and does not need to be enabled somewhere.

e PLAYDECK can detect and display incoming SCTE-104 Marker. All incoming and outgoing
Marker will be written to an Event Log.

e PLAYDECK can forward incoming SCTE-104 Marker from SDI Input to SDI Output.

SCTE-104 Testdrive

Let us dive into those topics a bit. As a test run we setup our own SDI signal loop. We use our
DeckLink Duo 2 and an SDI Loop Cable:

_ Chan"EI ID:

B Playlist

& Application Output Scaler:

Device Output:

/| Desktop Output: @ Honitor
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Input ID:

Input Name:

Crop/aspect: -+ CHENEL ¥ NI + Y <« OO [CCOTTmmE (v

Time shifting:

Device Input:

Desktop Input: [ ] NVIDIA GeForce RTX 3080 - 3840 1600@144,00 - PRIMARY

And play the SDI Input in Channel 2:

STOP PLAY NEXT » ) STOP FADE PLAY NEXT

CLIP CLIP

CHANNEL 2
CUE >l
- g > D dx T Q —
Audio Trans. Overl.  Planned a [ -- 3 4 ! 6 3 Duration Cut Loop Audio Trans. Overl

#1 BLOCK +1 Clip

0,0 dB D @ L 1. INPUT 1 @

0,0 dB 02 [o PAUSE o

Now we only need a way to send a SCTE-104 marker in Channel 1. So we setup a new
Command Action and use the smallest detectable SCTE-104 Marker (of course you can use any
other):

<SCTE104><single_operation_message><data>data string</data>
</single_operation_message></SCTE104>
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Please enter Command Details
Select a Command:  |[1] Action Start

COMMANDS - Internal within PLAYDECK
1

COMMANDS - External viz
1

-
e
i
-
o
i
i
e

Overlay 1 Owverlay 2 Overlay 3 Overlay 4

Command Action 2 Action 3 Action 4

Overlay 5

Action 5

Overlay &

Action &

PRINT: PDF Manual - PLAYDECK

PLAY NEXT T - PLAY NEXT

SCTE - SDIJSRT/UDP/DVE v SCTE-10 !

i |(‘>FTFlaﬂxsing1e_ouer'ation_meﬁsag?xdata)data string</data></single_operation_me

Overlay 1 Overlay 2 Overlay 3 Overlay 4

Action 1 Action 2 Action 3 Action 4

Make sure Channel 1 and Channel 2 are playing, then hit the Action Button. Then open the
SCTE Event Log over the Main Menu > Documentation > SCTE:

@ New Project* [Studio Edition, Marc K]

imand

SCTE Logs

We even go one step further and setup ANOTHER SDI Loop from Channel 2 to Channel 3 to

test the SCTE Forwarding:
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- Channel I0:

B Playlist
# Application Output Scaler: [ ] N N _ E- Pixe

c# Channel

3 Outputs
Device Output:
o Inputs
4 Director View
M Streaming
e I

Desktop Output: B Montor [

........................................... Audio

Input ID:

Input Name: o
crop/aspect: > (NN ¥ CNENEL + NN < NI [TV

Time shifting: Active pelay: CHIHEEIEEER HH:v

Device Input:

o Inputs

Format =<Auto/Variable=

4 Director View

Audio <Same as Video Device>

Desktop Input: [ ]

NVIDIA GeForce RTX 3080 - 3840x 1600@144,00 - PRIMARY =
ado T
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[

If we now press our Action Button to send the SCTE-104 Marker, we detect it also in Channel 3.

https://playdeck.tv/master-print-tool/

PLAY NEXT
CLP
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r‘:] 0 c_] b4

Planmed
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STOP FADE MEXT

i Cut
=1 Clip
1. INPUT 2 -
PALISE

Loog

CHANMEL 2

[

Audio  Trams. Owerl

Plarned
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Sending SCTE-35 to Stream Server

SCTE Marker are mainly used to insert Ads into the Video Output by signaling the Receiver (e.g.
Streaming Server) at what time to insert Ads and with what Duration. This allows 3rd Party
Systems to dynamically pick Ads from a Database. You can read more about SCTE-35 in
general on this website.

In this article:

— Introduction

— SCTE-35 Marker Examples

— Test SCTE-35 Marker locally

— Test SCTE-35 Marker in Nimble Streamer

— Additional Information

Introduction
We also recommend our general article on SCTE.

You can attach SCTE Marker to 4 different Objects in PLAYDECK:
— Clips (any Position)

— Blocks (Start and End)

— Overlays (Show and Hide)

— Actions Buttons

Instead of providing your with predefined SCTE Marker, we picked a different approach: You
have to write your own SCTE Marker. This could mean a bit of a learning curve, but in the end, it
is much more flexible. The advantage is, that you will always be compatible to all receiver. For

gathering Clip duration and other “variables” we provide certain “placeholder”.

Please note, that SCTE has to be enabled in your Stream options:
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Video Format: HD1080-25p HDYC 1920x1080@25.00p 16:9
Audio Format: Channel H Sample rate H Bit depth: H

Stream Protocol: SRT - Secure Reliable Transport H
Video Codec: MPEG-2 Video V]
Audio Codec: AAC (Advanced Audio Coding)

Config String:
audiosb="192K" embed_sctel5="true’

Stream Protocol: STREAM #2

ot connect

SCTE-35 Marker Examples

Let’s look at some SCTE-35 Sample. It represents the most used form of SCTE-35 called
“Splicing”.

Note: The SCTE-35 Format presented here works best with Nimble Streamer (see below).

Depending on your Stream Server, the Format might be different. Ask your Provider.

<SpliceInfoSection>
<Splicelnsert
spliceEventId="4157"
outOfNetworkIndicator="1"
spliceImmediateFlag="1">
<Program />
<BreakDuration
autoReturn="1"
duration="{clipduration}" />
</SpliceInsert>

</SpliceInfoSection>

This will insert an Ad and return to your Program automatically after the given duration. The
duration will be set automatically by PLAYDECK for your current running Clip. This can be
exchanged with {blockduration} or a manual value. If you pick a manual value for duration, the
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formula is: CLIP DURATION multiplied by 90000 and rounded. The reason behind this is, that
90000 is default Timescale most SCTE Systems use. Example: The Clip is 12.4 seconds, so the
SCTE duration would be 1116000.

Instead of sending a duration, you could also send 2 separate SCTE Marker to Start/End the Ad.
Those are called CUE-OUT (leaving your Program for Ad) and CUE-IN (return to your Program).

<SpliceInfoSection>
<SplicelInsert
spliceEventId="4157"
outOfNetworkIndicator="1"
spliceImmediateFlag="1">
<Program />
</SpliceInsert>

</SpliceInfoSection>

<SpliceInfoSection>
<SpliceInsert
spliceEventId="4157"
outOfNetworkIndicator="0"
spliceImmediateFlag="1">
<Program />

</SpliceInsert>

</SpliceInfoSection>

As you most likely have observed already, the only difference is “outOfNetworkIndicator” being 1
(CUE-OUT) and 0 (CUE-IN). The SCTE System itself will pair both Marker based on the
“spliceEventld”.

Note: The supported placeholder are: {timestamp} {timestampunix} {airtimenext}
{airtimenextunix} {plannednext} {plannednextunix} {clipid} {blockid} {blockduration} {clipduration}

Test SCTE-35 Marker locally

Open PLAYDECK. You don’t need to load any Clips yet. Right-Click on any ACTION Button,
create a new Action and select COMMANDS/SCTE:
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Please enter Action Details

® Only execute Commands/SCTE

@ Play Block |[#1] BLOCK H

and execute Commands/SCTE (if any)

d after Block (or Button Click) |<Dg nothing;"

Edit Commands/SCTE Cancel

Overlay 3 | | Overlay 4 Overlay 5 Overlay 6 Overlay 1

Action 3 | | Action 4 Action 5 m Action 1

Insert the SCTE-35 Sample Tag by clicking SCTE-35. Close the Popups with OK (twice):

SCITE - SDIfSET fuDP/Dve

<SpliceInfoSection>
<SpliceInsert
spliceEventId="{timestamp]}"
outiHfietworkIndicator="1"
splicelmmediateF lag="1"»
<Program />
<BreakDuration
autoReturn="1"
duration="{clipduration}" />
</SplicelnfoSection:

2
3
4
[
=]
g
10

Cancel

We are now able to send a SCTE-35 Tag to any compatible Stream (UDP, DVB, SRT). If you
click the Action now, nothing will happen, as we don’t have a Stream yet.

Let’s create a Test UDP Stream, where we simply send the Output to a File, so we don’t have to

hassle with Server Stuff (yet). Copy the Settings as follows and start the Stream with START
NOW. Don’t forget to enable SCTE-35 with “Parameter”:
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Stream ID:

Activate:

Stream Name:

Stream Source:

Video Format:

Audio Format:

Stream Protocol:
Video Codec:
Audio Codec:

Config String:

Stream URL:

We want to send our Sample SCTE-35 Tag to the Stream now. So close Settings and click your

Action Button several Times, then go back to Settings and stop your Stream with STOP NOW.

Your SCTE-35 Tags have been logged by PLAYDECK. You can check the Logs, if you go back to

PRINT: PDF Manual - PLAYDECK

Chamel 1 B
@ Input Input 1
@ Director View

[HD1080-25p HDYC 1920:1080@25.000169 v
nel: Sample rate: Bit depth

UDP Streaming
MPEG-4 part 2 Video Bitrate: m
AAC (Advanced Audio Coding) H

format="mpegts’ protocol="udp://| embed_scte35="true' fidec:codec="mpeg4' video:b="4M'

audio:codec="aac’ audiozb="128K]|

your SCTE-35 Code on the Action Button and click OPEN EVENT LOGS:
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SDI/SRT/UDP/DVE v Helf pen Event 5 Type: |SCTE-35
<SplicelnfoSection>
¢<Splicelnsert
spliceEventId="{timestamp}"”
outOfNetworkIndicator="1"
spliceImmediateFlag="1">
<Program />
<BreakDuration
autoReturn="1"
duration="{clipduration}” />
</SplicelnfoSection>

1
2
=
4
3
3
7
9
0

You can also make the SCTE-35 Tags visible, which are in your recorded Stream. For this, we

need a separate Tool called “DVBInspector”. This Tool also needs JAVA Runtime, so download
both:

¢ JAVA Runtime

e DVDInspector

This Tool requires JAVA Runtime. If it is not installed already, you can download here:

https://www.oracle.com/java/technologies/downloads/

Now unzip your “DVBinspector-1.18.0-dist.zip” (or similar) and start “DVBinspector-1.18.0.jar”.

Then Drag+Drop your TS File onto the Application. Open the Tree as follows to view your SCTE
Marker.
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L stream.ts - stream:1 - DVB Inspector

File TreeView View Settings Help

Tree EIT View BitRate View Bar View Grid View PCR/PTS/DTS View

-

=] Transport Stream 1

file: C:\Users\Public\Documents\stream.s
size: 0766174 (7758196)

modified: Tue Apr 09 15:33:46 CEST 2024
TS packets: OxA133 (41267)

packet size: 0xBC (188) => (detected)
Error packets: 0 (0)

Sync Errors: Ox0 (0)

bitrate: (584315 (5808917)

length (secs): OxA (10)

bitrate based on TDT: 0x581699 (5772953)
length (secs): OoA (10)
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TableType: user defined / SCTE - Splice_info_secton (SCTE-35) (0/0)
TableType: user defined / SCTE - Splice_info_section (SCTE-35) (0/0)
TableType: user defined f SCTE - Splice_info_section (SCTE-35) (0/0)
TableType: user defined / SCTE - Splice_info_section (SCTE-35) (0/0)
TableType: user defined / SCTE - Splice_info_section (SCTE-35) (0/0)
TableType: user defined / SCTE - Splice_info_section (SCTE-35) (0/0)
TableType: user defined / SCTE - Splice_info_section (SCTE-25) (0/0)

r

m

- -
PEPEPEDEIEY

W DFITs [Downloadable Font Information Tables)
#® M7 Fastscan
[ PIDs
Transport packets [0..41266)

Test SCTE-35 Marker in Nimble Streamer

Nimble Streamer is our Streaming Service of choice. It is cost-efficient, easy to setup and

maintain, but still has the depth of complexity for advanced use cases:

https://softvelum.com/nimble/
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Install the 14-day Trial Version of Nimble to the same machine that PLAYDECK is running. This
is not a necessity, but makes things simpler, as you don’t have to put up with a network setup.
You will also be asked by Nimble to create an account with WMSPanel, which is a web based
setup tool for Nimble, as the Nimble Streamer itself installs without User Interface.

INFO: For this SCTE-35 Sample to work, you DONT need to have “Nimble Live Transcoder” or
“Nimble Advertizer” Pluglns, if you test this on a Live Installation. They are disabled in the Trial

Installation by Default.
Once you got Nimble running, there is one more configuration you need to do manually. Open
the Nimble Server Configuration file here:

c:\Program Files\Nimble Streamer\confinimble.conf

At the bottom of this file, add the following Lines and save the file.

true

scte35_processing_enabled

scte35_forwarding_enabled true
hls_ad_scte35 forwarding_enabled = true
hls_ad_marker_format = cue

hls_ad_splice_out_cont_marker_enabled = true

Important: You need to restart Nimble now by either restarting your PC or restarting the
Windows Service “Nimble Streamer” manually.

Here are the lines again, but with comments for you (dont use these):

scte35_processing_enabled

true // Enabled the SCTE module in general. Needed for al
1 other Options

scte35_forwarding_enabled = true // Allows passing through the SCTE-35 markers via Li
ve Transcoder

hls_ad_scte35_forwarding_enabled = true // Enables forwarding of SCTE-35 markers into
HLS streams

hls_ad_marker_format = cue // Sets Nimble to use CUE-OUT and CUE-IN markers
hls_ad_splice out_cont_marker_enabled = true // Enables automatic insertion of EXT-X-

CUE-OUT-CONT
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Now let’s set up your Streams in WMSPanel:

First we are going to define our incoming Stream. Go to “Nimble Streamer” in the Menu and
select “MPEGTS In” and click the “Add UDP stream” Button, then add the incoming stream like
this. You can use any other Port, should 5001 be in use already.

Incoming UDP stream

IP Address Port

127.0.0.1 2001

Alias

Description
playdeck
Tags

Add tag

Advanced settings

Apply to the following Nimble Streamer servers:

& DESKTOP-QDPOA4TO x hd

Next we are going to setup the outgoing stream format. We want to use HLS here to
demonstrate the conversion of SCTE Marker from UDP to HLS. On the same page, go to
‘“MPEGTS Out” and click the “Add outgoing stream” Button, then add like this. Make sure you
select you input stream as video and audio source.
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Outgoing stream

Application name

mynewapp

Description
Tags
Add tag

® Select programs O Raw MPEGTS source

Video source

udp://127.0.0.1:5001 v

Audio source

udp://127.0.0.1:5001 e

Advanced settings

Language code (optional)

PRINT: PDF Manual - PLAYDECK

Stream name

my newstream

Video stream

Default stream

Audio stream

Default stream

Apply immediately *(Will disconnect current connections)

Apply to the following Nimble Streamer servers:

£ DESKTOP-QDPOATO x

Next we continue our setup in PLAYDECK. Got to the Stream Output Settings and change the

Stream URL to “udp://127.0.0.1:5001".

INFO: You can pick any preferred Video Codec. In this case | picked H.264 to let my NVIDIA
GPU do the encoding, which will lower my CPU usage. Also enable SCTE-35 with “Parameter”.
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Stream |D:

Activate:

Stream Mame: STREAM 1

Stream Source: (Channel 1 ||
np nput1____|v}

Video Format: HD1080-25p HDYC 1920x1080@25.00p 16:9
Audio Format: Channel: H SEINERET 48.0 kHz Bit depth: EXSe H

Stream Protocol: UDP Streaming
Video Codec: NVIDIA NVEnc H.264 Encoder Bitrate: m-
Audio Codec: AAC (Advanced Audio Coding) T 126K

-

Config String: format="mpeqts’ protocol="udpy//" video:co, n264" video:b="6M" audio:codec="aac’
audiozb="128K pmbed_scte35="true’

Stream URL: udp://127.0.0.1:5001

INFO: Please note, that PLAYDECK is not capable to directly stream HLS. If you select “Apple
HTTP Live Streaming” as Streaming Format, the output will be written to a file. You therefore
need to specify a file target as “Stream URL” e.g. “c:\\Users\Public\Documents\stream.m3u8”.
Then use that File to stream using any Streaming Server. PLAYDECK is not able to write HLS
SCTE Tags into the HLS Manifest file (the *.3u8 file).

Next we want PLAYDECK to automatically send SCTE, not just via a Button, but Clip related. So

we insert any Clip and click the COMMANDS Icon in the Toolbar, then add a new Command,
select PLAY TIME 0, then insert the SCTE-35 Sample:
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Please enter Command Details

t a Command [1] Command X Remove this X Remave all

n Time ® Play Time [0

@ Cipend minus [0

nal within PLAYDECK
1 |<SpliceInfoSection»
2 <SplicelInsert
3 spliceEventId="{timestamp}~
outOfNetworkIndicator="1"
splicelmmediateflag="1">
<Program />
<BreakDuration
autoReturn="1"
duration="{clipduration}” /»
10 |</splicelnfoSection>

INFO: You can also add SCTE Marker to Blocks, Overlays and Action Buttons.

Now let’s get things rolling: CUE and PLAY the Clip and start the Stream in the PLAYDECK
Settings. Hop over to the WMSPanel and open from the Menu “Nimble Streamer” the option

“Live Streams”. You will now see 1 running Live stream. Click on it and pick the question mark on
the far right like this.

Reporting  Servers  Nimble Streamer  Transcoders  Addenda  Control  Monitoring — Create w

Live streams

So
B¢ Server Live stream = Publisher IP / Source URL ures Video Audic []plinr“ l!ptima
protocol

v  DESKTOP-QDP._. /mynewapp/mynewstrean BAD0ZE mpdadndd Lo T 1 Y Irgo

From the list of “URLs to play” select the one with the “playlist. m3u8” ending and click “Copy”.
Now paste this URL into any Browser, that has an HLS Player integrated or installed. For this
example we use the CHROME Browser with the following HSL Player Extension:
https://chromewebstore.google.com/detail/hls-player-m3u8-
streaming/eakdijdofmnclopcffkkgmndadhbjgka
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Once you posted that URL into CHROME, you will see your PLAYDECK stream playing
immediately. Now let me show you how to monitor your SCTE Marker. In Chrome press F12 to
open the Developer Tools. On top click the “Network” Tab. You will now see several
“chunks.m3u8”, which are part of you stream. Click on one of the Chunk files (also called HLS
Manifest) and select “Preview” next to it. You will now see the HLS SCTE Tag. If it isn’t there,
click on another chunk, as we send the SCTE only on Clip Start.

Application Security Lighthouse Recorder /

Adl Fetch/XHR C 5  Font | Img || Media = Manifest

120000 mes 5 160000 mes

ders Re atiato Timing

HEXTM3L

CE:128

1 1 Ba2 128.ts2nimblesessionid=-1
$EXTINF
1 16 29.ts?nimblesessionid=-1

$#EXTINF

BEXTINF
116 131.ts#nimblesessionid=1

That’s it! We reached our Test Goals. Upcoming are more information which might be relevant to

dig into.

Additional Information

Logging in PLAYDECK

We log all incoming and outgoing SCTE Tags. This gives you also the opportunity to test your
outgoing SCTE by simply Looping your Output to an Input (SDI as well as Streams), and let
PLAYDECK detect your SCTE. You can open the Log Files via the “Logs” Main Menu:

F:\Projekte\Playdeck\Delphi\Code\Main\v4.\DocumentsDebug\Event-Logs\SCTE\2026-05-09.txt

89/0@5/2026 00:03:27 - >> Chl SCTE-35 - <SpliceInfoSection> <SpliceInsert spliceEventId="2026-05-09 ©0:03:27" outo

99/05/2026 00:03:28 - << Ch2 SCTE-35 - <SpliceInfoSection protocolVersion='@' ptsAdjustment="@' tier='@ <SpliceInsert s
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Logging in Nimble Streamer

If anything goes wrong or doesn’t happen as expected, a good start is to review the Nimble Log
Files. The Log can be found here on Windows:
c:\Program Files\Nimble Streamer\log

Logging is enabled by default in the Nimble Trial addition, but in case you need to activate it,

here are the flags for the “nimble.conf”.

log_access = file

logging = debug

Now open the log file and scan for “SCTE”. You might see something like this, which indicates
you have a typo in your SCTE Marker in PLAYDECK:

[SCTE35] unsupported splice command type=6 for [mynewapp/mynewstream]

If your SCTE Marker parsed successful in Nimble, it will look like this:

[SCTE35] splice_insert: event_id=4157 oon=1 immediate=1 pts_adjustment=0 pts=0 actual_
pts=202593600 duration=2707200 data=0xfc....

Tool: TSDuck
This is a collection of tools and plugins with a large library to manipulate MPEG transport
streams. With this you would be able to insert SCTE Marker outside of PLAYDECK based on an

algorithm or other complex logic.

https://tsduck.io/

Tool: x9k3
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This tool can also convert SCTE-35 Marker in UDP Streams or MPEG-TS Files into HLS SCTE

Tags. This allows you to install a streaming server, which does not have automatic SCTE-35 to
HLS conversion.

https://github.com/futzu/x9k3
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Cloud & Remote Connections

Using Companion for Playout Control

This article will show how to use bitfocus Companion together with PLAYDECK. Companion has
a ready-to-use module for PLAYDECK. This is the most comfortable way to connect PLAYDECK
to your ATEM Mixer or STREAMDECK.

The Companion Module has been developed and is maintained by Nick Semonov. He is a

Community Developer and also a great guy to work with.
In this article:

— Installation

— Button Page with Presets

— Custom Commands instead of Actions

— Custom Button Feedbacks

Installation
1. Start PLAYDECK, so Companion can find it
2. Download and install the latest stable Version of Companion

3. Start Companion and add the PLAYDECK Module

https://playdeck.tv/master-print-tool/ 175/233


https://github.com/semenovnick
https://bitfocus.io/companion

6/17/26, 12:09 AM PRINT: PDF Manual - PLAYDECK

| Bitfocus Companion va 03

Connections Connections -
+ Add connection
When you want to control devices or software with Companion, you need to add a
Buttons a
Sl connection to let Companion know how to communicate with whatever you want to Add ti
control connection
Companion currently supports over 659 different things, and the list grows
Label Module Disabled - Warning - every day. If you can't find the device you're looking for. we have some

guidance on ways to get support for your device.

¥ Refresh modules list Last updated: 2 hours ago
[ ) Available
playdeck n
You haven't set up any connections yet.
Try adding something from the list to the right
PRI JOY event & media: Playdeck zZOoe

Broadcast Router; BNCS: DirectOut M.1k2

Generic: SW-P-08; Ross Router: Snell ProBel Router; Grass
FRER Valley Router: Lawo VSM: Calrec Router; NVision Router; Sony [5 Q@

4. You are done, if Companion shows a GREEN Checkmark for this Connection. If you cant get a

Connection, please disable your Firewall or allow TCP Port 11411.

us Companion

Connections

When you want to control devices or software with Companion, you need to add a connection to let
Button

Companon know how 1o communicate with whatever you want to coentral.
Label Module Cisatied [J| Waming BN
Playdeck

% Playdeck JOY event & madia o 0O

wi 1.0 /

Button Page with Presets

We will use Companion Presets to quickly create a fresh Page of Buttons for a casual Playout
Situation.

1. Create a new Page, then go to PRESETS and select PLAYDECK
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= " .
2:/ Bitfocus Companion vd.0.3
¥ Connections Buttons
= Pages ﬁ Presets WM Recorder
The squares below represent each button on your Streamdeck. Click on them to set
E Buttons up how yo

" Y
want them to look and what they should do when you press or dick on
W ! Presets '\

Ready made buttons with text, actions and feedback which you can drop cnto

2 {Playcut) Q Ps y B a button to help you get started quickly.
a

JOY event & M
medix Playded:
Playout Mot every module provides presets, and you can do a lot more by editing
ayout

the actions and feedbacks on a button manually.

2. For our Sample we specifically want to target Channel 1. You could also use LISTS, which are
dynamic and use the visible Channel in PLAYDECK (Left and Right). You could also control your
ASSETS (Streams, Recordings). Select CHANNEL 1 to continue

'E" Bitfocus Companion v4.03

Buttons y—
£ Pages 8 Presets @ Recorder
The squares below represent each button on your Streamdeck. Click on them to set

Y
up how you want them to look. and what they should do when you press or dlick on
Presets
them
& Goback EEEEEEE

2 (Playout) a A s B
Triggers Assets Channel 1 Channel 2 Channel 3
F Y

Lhils

Playout

3. With Drag & Drop we create a simple Playout Solution: Play Control with some Overlays. The
Buttons are added with FEEDBACKS, meaning: You will get a RED Button according to the
PLAY STATE (CUE, Playing, Paused, Stopped).
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vi.0.3

Buttons

= Pages i Presets W Recorder
The squares below represent each button on your St Click on them to set up how you
wantt m to 2k, and what they should do when you r chick on them.
’ Presets
E(Playout} a & 74 B
Standard

Playout

‘E) Bitfocus Companion va03

Buttons

& Pages 8 Presats WM Recorder
The sguares below r t each button on your Streamdeck. you
want them to look. and what they should do when you press or Presets
2 (Playout) > IS N Eibvie

Standard

5. Some Buttons need more Information for you, like the START OVERLAY Button. It needs to
know, which Overlay(s) should be started:

(&} Bitfocus Companion vi03

Buttons B Edit Button 2/2/1 = Pages % Presets W Recorder

Button text string 5 @ .

#1START OVERLAY

The squares below each button on your St

k on them to set up how you
Buttons want them to look. and

u 2 (Playout)

at they should do when y

Font size Text BG Topbar Text

h-]
F
o

10 . Follow Default

T

Step 1 Feedbacks + @
Press actions L
Playdeck: ASSETS - START OVERLAY ran Sl N e
* cHanNELID: \‘ 1
OVERLAY: 5 @ | 1+3+4
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Custom Commands instead of Actions

We will add any PLAYDECK Command to a Companion Button. This is useful, if you are more of
a “code” type of person or if there a new Commands in PLAYDECK, which are (not yet) available

in Companion. Its also possible to add multiple Commands at the same time.

1. We create a new Button and add a new Action. We now select CUSTOM COMMAND and

click DONE

2. In PLAYDECK we open the COMMANDS LIST to review, which Command we want to use

https://playdeck.tv/master-print-tool/

Browse Actions

arch ..

CONTROL - SAVE POSITION
Save the current Clip/Position for later use. Will be saved to project and survives a PLAYDECK restart

CONTROL - SELECT per Channel
Will select a certain Clip per Channel. If you dont provide Clip, the Block Header is being selected. If you dont
provide Block/Clip, nothing happens. Also works, if Channel is currrently not in view (8 Channel Version)

CONTROL - SELECT per List
Will select a certain Clip per List. If you dont provide Clip. the Block Header is being selected. If you dont provide
Block/Clip. nothing happens. Also works. if Channel is currrently not in view (8 Channel Version)

CONTROL - SELECT per UID
Will select a certain Clip per UID. If you dont provide Clip, the Block Header is being selected. If you dont provide
Block/Clip, nothing happens. Alse works, if Channel is currrently not in view (8 Channel Version)

CONTROL - STOP
STOP will stop the Playout and return to the Channel Background.

CONTROL - SWITCH Channel for the List
Changes the visible Channel of the List (Left/Right). Only available in STUDIO Edition

UTILS - Custom Command
Send custom command...
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BLOCK REMAIN

00:00:27

MAN_190126.mp4

STOP FADE

3. We decide that we want to start multiple Overlays on several Channel and after that start 2
Streams:

<startoverlay|1|1+3>
<startoverlay|2|1+5>
<startstream|1>
<startstream|2>

4. We wrap up all Commands into one Line and copy it into the COMMANDS Field. If we then

press our Button, we start our Overlays and our Streams, as all Commands are executed in the
written order.

itfocus Companion va03

Buttons
The squares below represent each button on your Streamdeck. Click on them to set up how you

-
want them to look. and what they sheuld do when you press or dick on them. n

2 (Playout) a & 5 B Button text string 5 &} .
a

@ Edit Button 2/2/3 2 Pages 4 Presets WM Recorder

STREAMS

Font size Text BG Topbar Text PNG

P ® a3 B3
10 Follow Default
PE® A B B3

P ® a3 Fw®a
PNG

Progress  Rotary Actions

Step 1 Feedbacks + @

Press actions H

Playdeck: UTILS - Custom Command g B ¥ E
COMMAND: § @ <startoverlay]1]1+3> <startoverlay|2|1+ 5> <star
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5. Another good example is starting 2 Channel synchronized:

<cue|1><cue|2><wait|1000><play|1><play|2>

This will CUE both Channel, then wait 1 Second for CUE being ready (Clip Caching), then PLAY
both Channel.

Custom Button Feedbacks
Instead of using the pre-defined Feedbacks (e.g. PLAY STATE), you can use Companion
VARIABLES to use many more Feedbacks. In this example we will start a specific Block and

show its remaining Time on the Button.

1. We add a new Block to Channel #1 in PLAYDECK and rename it “MAIN PROGRAM”

#1 Main Program *7 Clips

2. Now we add a new Button to Companion and assign the CONTROL PLAY FLEX Action to the
Button.
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Connections Buttons
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want them to lock. and what they should do when you p
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Playout . " . a3 Fwa
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Progress Rotary Actions
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Step 1 Feedbacks

Press actions
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3. The PLAY FLEX Action allows us to play a Block by Name (instead of ID). We use the
PATTERN “b:main c#1” to start our Block, as described in the COMMANDS LIST (PLAYDECK >
Main Menu > Documentation):

§' Bitfocus Companion ELE]

Buttons

B Edit Button 2/0/3 & Pages 8 Presets W Recorder
The squares below represent each button on your Streamdeck. Click on them to set
up how you want them to look. and what they should do when you press or dickon &
O
Button text string S '!'9
. 2 (Screen) a & & B
MAIN
Font size Text BG Topbar Text
14pt . Follow Default S
| AL IR |
Screen PNG PNG
i =
s a

Progress Rotary Actions

Step 1 Feedbacks + @
Press actions HH
Playdeck: CONTROL - PLAY Flex HENL I I o]

a
¥ CHANNEL ID:

PATTERN: & @ bimain c#1

Add action n

4. We now have a Block Play Button, but we also want the remaining Block Time to display, once

the Block is playing. For this we need to add a custom Feedback to the Button, which will check
“some” variable and do “something”:
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PLAY BLOCK
Font size Text BG Topbar
14pt . Follow Default
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Progress Rotary Acticns
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Step 1 Feedbacks
Feedbacks
valuﬂ

internal; Variable: Check value

W Recorder

5. We check against the current playing Block by searching for “block name” in the VARIABLE

field and add our Block “Main Program” as VALUE:

§§ Bitfocus Companion va03

Buttons

The squares belov

present each button on your Streamdeck. Click on them to set up how you

want them to look

2 (Playout)

d what they should do when you press or

k on them,

om Variables
Playout

Internal

B Edit Bunion 2/2/4

£ Pages £ Presets WM Record,
Button text string 5 & '
PLAY BLOCK
Font size Text BG Topbar Text PNG
14pt . Follow Default ———
PNG
Progress  Rotary Actions
top 1 Feadbacks +
Feedbacks HH
internal: Variable: Check value & MO F @
Invert a»
Varisble @ block name v
" a
S Opes Curren channel #
M --_-' Pi block_name)
Value
Change style properties

6. We then add TEXT as new STYLE PROPERTY, since our intention is to show the remaining

Block Time:
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Bitfocus Companion w03

Buttons T )
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s
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—— @+ o § 0 & Add feedback )
Getting Startec

7. Add “$(Playdeck:channel_1_block remain)’ as BUTTON TEXT STRING, and our Button is
finished:
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8 Edit Button 2/2/4 & Pages 8 Presets W Recorder

Button text string $ &

PLAY BLOCK

Font size Text BG Topbar

14pt . Follow Default

Progress  Rotary Actions
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Step 1 Feedbacks + @
Feedbacks H
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Variable @ Current block name on channel #1 (Playd...
Operation
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Button text string 5 &
/ $(Playdeck:channel_1_block_remaii
o

8. But how did we receive our BUTTON TEXT STRING? Companion will show you all available
VARIABLES you can use in PLAYDECK. You can then click the small COPY ICON to transport

the Variable to your Buttons:

St sitfocu wA03

Variables

/

remain

Varlable
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$(Playdeck:channel_2_clip_remain) @

$(Playdeck:channel_3_clip_remain) @

$(Playdeck:channel_4_block_remain)

$(Playdeck:channel_4_clip_remain) @

(DN audark rhannal & hlark ramaind

$(Playdeck:channel_1_bleck_remain E

$(Playdeck:channel_1_clip_remain) @®

$(Playdeck:channel_2_block_remain) @
$(Playdeck:channel_3_block_remain) @&
]

/

Description Value

Current block remain on channel #1 T e@:23:48
Current clip remain on channel #1 T 28:06
Current block remain on channel #2 T ®

urment chp remain on channel #2 T
Current block remain on channel #3 T @
Currant cip remain on channal #3 T ®

urrent block remain on channel #4 T ®
Currant clip remain on channel #4 T ™
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Using Commands for Playout Control

This article will show how to use Commands to control your Playout.

In this article:

— Example: CUE+PLAY multiple Channel
— List of all Commands and where to add them

— Send Commands from other Apps

Example: CUE+PLAY multiple Channel

We want to create an Action Button, which will CUE several Output Channel and PLAY them

simultaneously (almost synced).

Create a new Action Button by clicking on it and select COMMANDS, then EDIT COMMANDS:

Please enter Action Details

® Dnly execute Commands|SCTE

@ Play Block  [[#1] BLOCK H

Owerlay 1 Owerlay 2

and execute Commands/SCTE (if any)

and after Block (or Button Click) [SDa nothing}

Edit Commands/SCTE

Owerlay 3 Overlay 4 Owerlay 5 Overlay 6 Overlay 7 Overlay 8

Action 3 Action 4 Action 5 Action & Action 7 Action B

Add this Line under “COMMANDS — Internal”:
<cue|1|1><cue|2|1><wait|1000><play|1|1><play|2|1>
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Edit Command

Please enter Command Details

Select a Command [l] Action Start

Execution Time:

COMMANDS - Internal within PLAYDECK ( SDI/SRT/UDP/DVB
1 -

ccue|l|1s<cue|2|1rcwait | 10085 <play|1]|1s<play|2]|1>

COMMANDS - Extemnal via TCP

This will CUE Channel 1 and 2 (1st Clip 1st Block), then wait 1000ms (for caching), then PLAY
both Channel.

List of all Commands and where to add them

The List of all Commands can be quickly opened over PLAYDECK’s Main Menu:

Documentation

ine Manual

Develop your own User Interface

AP i et
I
CHANNEL 1

®Q A D
Commands can be added to:

¢ Action Buttons (Start, End)
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e Overlay Button (Start, End)
¢ Clips (Any Time)
e Blocks (Start, End)

Mostly via this Icon:

#1 BLOCK

Send Commands from other Apps
We have a separate article on how to control PLAYDECK with Companion.
But what, if it is not Companion, but a different 3rd party App? First, you would need to enable

TCP Commands. This will open PLAYDECK up to receive and execute Commands from external

sources:

? | TCP Commands In: -~ Enabled

Port:

! | ATEM Switcher: B Enabled

In your 3rd party app, connect to PLAYDECK via TCP and send one or multiple Commands. In

this Sample we use Hercules to send a Command, which will start Streams 1 and 2:
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Stream ID: W 3

Activate:

Stream Sg
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UDP Setup | Serisl  TCP Chent | TCP Server | UDP | Test Mode | About |

m| 2>received

Fing | X Dnscum]

Stream U TEA authorization
TEA key
Preview 1:|01020304 3 |0S0A0B0C

2 |05060708 4 |ODOEOF10
Authorization code

3

PontStore best
™ NVT disable
Recesived test data

\ [~ Rediect to UDP

iﬁgtslrew1><<slatslreaml2> i [T HEX Send I H u’grou n
[ [ HEX Seng || Jnmtifrarowcom

Hercules SETUP stility

| I HEX Send I Version 3.2.8
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Video from/to OBS Studio

The best way to connect OBS with PLAYDECK (both ways) is NDI. Multichannel Audio is also
fully supported.

Since OBS does does not deliver NDI out of the box, you need to install an additional Plugln,

which is a quick and easy process. Download the Plugln here (scroll down and click on “distroav-

6.0.0-windows-x64-Installer.exe”). It is installed like any other Windows application via Installer.

Send Video from OBS to PLAYDECK

The NDI Plugln inserts a new Option into the Tools Menu. Pick NDI Output and activate it:

G OBS 26.1.1 (B4-bit, windows) - Profile: Untitled - Scenes: Untitled
File Edit Vie

. NDI™ Qutput settings

B Main Output
Main Output name

B Preview Output
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Send Video from PLAYDECK to OBS

Activate NDI Output in PLAYDECK. The OBS NDI Plugln inserts a new NDI Source, which you

can add to your OBS Scene like this:

e QBS 26.1.1 (64-bit, windows) - Profile: Untitled - Scenes: Untitled

File Edit Profile  Scene Collection Tools  Help

Audio Input Capture
wdio Output Capture
B8 Blac kmagic Device
%]
Source

Capture

@@ Game Capture

Audic Mixer

Group

Deprecated
o

https://playdeck.tv/master-print-tool/
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B @ Properties for 'NDI™ Source
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Video from/to vMix

The best way to connect vMix with PLAYDECK (both ways) is NDI. Multichannel Audio is also
fully supported as well as Keying.

Send Video from vMix to PLAYDECK

You only need to activate NDI as External Output like this:

E22 vMix Basic - 23.0.0.68 x64

SRT
Output / NDI / 5RT Settings
External Output Settings

: 25 Render Time: 0 ms GPU Mem: 10 % CPUwvMbe 0% Totak 13 %
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Pause Inputs
Pudi_AE_170422 mpd

Overlays Description

Peiformance
B oo o oo | St/ vt

Decoders

Recording

Additional NDI Outputs

Cameras / Calls / Audio Inputs

‘wWeb Controller

Audio Outputs

EE e

Customise Layout

Tally Lights

Send Video from PLAYDECK to vMix

Activate NDI Output in PLAYDECK and add the NDI as new Source in vMix like this:
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- 23.0.0.68 x64

=EE vMix Basic

Open

Blank

- - Save Last
L I_-
2 NOIDESKTOP QDPOAT) Paydeck
-L

Colour Bars

Video »

Title [

DVD b

Lizt el &2k

Image »

Photos [ -

PowerPoint 3
Audio [
Maore

EX FPS: 25 Render Time: 0 ms GPU Mem: 1 CPUvMbe 0% Totak
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e
®
|\"\_

DESKTOR-QDPO4TD

PlaydeckCh1 PlaydeckCh2

Video Delay

Image
Photos

PowesPoint

Auydio
Audio Input
Title /=AML

Flazh

Wirtual Set ] Low Bandwidth Mode ] Audio Only ] PsF [] increase Buffer Size

Send Fill Signal with Alpha Channel from PLAYDECK to vMix

Activate NDI Output in PLAYDECK, but this time also activate Keying:
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& Outputs

B Inputs

Device Dutput:

L Director View

# Streaming

® Recording

- Desktop Output: Monitor e

G Channel Audio

T

& Input Audio

i [-Mllswaigntapha [

Additional Audio: Deevice Lautsprecher (Vanaioo Ty =

Add your NDI as Input in vMIX:

=EE Input Select

Use the Overlay

X
mm B

N,

':. OMT Open Media Transport htips:/fomt video NDI htips //ndividea

MKO-OFFICE

NDI NDI
PlaydeckCh1 vMix - Output 1

Buttons to place the Video ontop of the current Video signal in vMIX:
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222 vMix Trial - 29.0.0.40 x64 = (u] X ]
Fuliscreen - Pause Inputs

2 Alders_180825.mp4
Quick Play

Cut

Shauna & Kevin Molin, AvEDA Shauna & Kevin Molin, AvEpA

visit www.aveda.com \ visit www.aveda.com

00:00:01 / 00:00:11 / 00:00:10

Restart 1 3

q) Audio Mixer
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Amazon EC2 Installation

PLAYDECK supports most Amazon EC2 server instances and the NVidia GPU Power they
provide. This allows you to setup a cloud based infrastructure for NDI transport or other
purposes.

We assume, you have a Amazon AWS Account and basic knowledge of EC2.

First, you pick a new EC2 instance, which supports a PLAYDECK installation:
Windows Server with a virtual NVIDIA GPU and pre-installed NVIDIA driver:

https://docs.aws.amazon.com/AWSEC2/latest/UserGuide/install-nvidia-driver.html#preinstalled-
nvidia-driver

A typical instance would be “Windows 2019 / g4dn.xlarge” — It has a Tesla virtual NVIDIA GPU
and good enough Specs to run PLAYDECK: 16 vCPUs (Intel Xeon), 64GB RAM, 1 vGPU
(NVidia T4) with 16GB GPU RAM.

Now install the Instance via those Links or your EC2 Management Console.

To connect to the instance via RDP you first have to open Port 3389 in the Instance Security
Settings.

Once connected, you find yourself unable to download anything via the Browser. Therefore
enable Downloads like this: START Menu > Server Manager > Local Server > |E Enhanced

Security Configuration > Off

Now download and install PLAYDECK as usual:
https://playdeck.tv/download/
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PLAYDECK API

The PLAYDECK API is a construct to allow anyone to interface with PLAYDECK. This article will
show how to get started developing with the API:

In this article:
— Introduction
— Examples

— Implement the API

Introduction

The PLAYDECK API is bi-directional: You receive the Playout Status, but you can also send
Commands to PLAYDECK.

The APl is based on WebSockets: They are a part of JavaScript, so you can develop in
JavaScript, or NodedS, or TypeScript. The WebSocket Port is fixed to 11411 and is always

enabled in PLAYDECK.

We decided to go with WebSockets, because:

It supports both directions: From and To PLAYDECK

No Installation required: Use any Text-Editor

No specific Network Security required

Easy to build own User Interface or Animation with HTML

What can be send to PLAYDECK?

e CUE or play Blocks or Clips, Overlays or Actions

o Start/Stop video assets like Streams

What can be received from PLAYDECK?
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e Events (e.g. a Block or Clip has started)
¢ Playout Status (e.g. What is playing and the remaining Block Time)
e Content (e.g. complete Playlist with Blocks and Clips)

Examples
1) Companion

PLAYDECK API is being used by bitfocus Companion in the PLAYDECK module. This gives you
a quick touch+feel about what the API is capable of:

https://playdeck.tv/howto/companion/

2) Director View

The APl is also used by the Director View, which is part of PLAYDECK. You can find the HTML
Templates here:
c:\Users\Public\Documents\JoyEventMedia\Playdeck\HTML-Templates\Director-View

3) HTML Overlays

The APl is also used by some HTML Overview Examples, which you can find here:
c:\Users\Public\Documents\JoyEventMedia\Playdeck\HTML-Templates\Overlay-Templates

Implement the API

We prepared some examples for you to quickly review a working script. Please check them in

order, as they build up on each other.

Tip 1: You can double click any HTML File to open in the Browser to start the Script/API
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Tip 2: You can edit the File “WebSocketSDK\Version.js” to change the IP Address

1) Native Connection (Without the API)

Let’s start with something very minimalistic:
c:\Users\Public\Documents\JoyEventMedia\Playdeck\HTML-Templates\Automation-And-
UNSampleMinimalistic.html

This will open the WebSocket to PLAYDECK with native JavaScript Code and send a Command
to PLAY the first Clip in the first Block.

Another Example is this, where you can click Buttons in HTML to start Playout in PLAYDECK:
c:\Users\Public\Documents\JoyEventMedia\Playdeck\HTML-Templates\Automation-And-
UNSampleUserInterface.html

2) Minimalistic Connection (WITH API)

This example will introduce the API:
c:\Users\Public\Documents\JoyEventMedia\Playdeck\HTML-Templates\Automation-And-
UNSampleMinimalisticSDK.html

It uses the Subfolder “WebSocketAPI” and includes its MAIN SCRIPT “Applnterface.js”, which is
kind of the “Loader” for the whole API.

The API will now take care of your WebSocket Connection to PLAYDECK, so you don’t have to
code this manually. The API also exposes a Template Framework to JavaScript. The Template
name is derived from the Filename, so it needs to match. There are several pre-defined
functions available. For this example we only use “Start”: This function will be called by the API,
once the WebSocket Connection to PLAYDECK has been established successfully. In this
example it will PLAY the first Clip of Channel 1.

3) More Framework Functions
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Besides “Start” there are many more Framework Functions available:
c:\Users\Public\Documents\JoyEventMedia\Playdeck\HTML-Templates\Automation-And-
UNSamplePlayRandomClip.html

Please see the comments in the JS File for all available Functions.

If you open the Browser Console (typically with F12) you can see the Feedback of the

“console.log” instructions.

4) Parse Project Data

To access all Clips the function “DataProject” is available and this example show how to
enumerate the Project Data:
c:\Users\Public\Documents\JoyEventMedia\Playdeck\HTML-Templates\Automation-And-
UNSampleShowPlaylist.html

5) Custom Schedule Sample
The last example shows a full working and complete Script for a Custom Scheduling outside of
PLAYDECK:

c:\Users\Public\Documents\JoyEventMedia\Playdeck\HTML-Templates\Automation-And-
UNSampleWeeklySchedule.html

https://playdeck.tv/master-print-tool/ 203/233



6/17/26, 12:09 AM PRINT: PDF Manual - PLAYDECK

License & Support

PLAYDECK License Options

Simple, Flexible & Transparent:

PLAYDECK is available in three editions and multiple license models to fit your production
needs. All prices exclude VAT and can be processed in your preferred currency via our global
shop. Choose the plan that matches your independent playout channels and workflow

requirements.

— PLAYDECK Editions

— Choose Your License Model

— Free Trial Edition (incl. Limitations)

— License Activation

— Support Options

— License Portability & Backup

— Special Conditions & Discounts

— Upgrades, Downgrades & Cancellations
— Dongle Details

— Reseller Conditions

PLAYDECK Editions

We offer three editions tailored to your production scale, primarily differing in the number of

independent main playout channels you can control simultaneously:

e LITE: 1 independent playout channel — €190.80 per year (= €15.90/month, save €132 vs.
monthly billing)

e PLUS: 2 independent playout channels — €430.80 per year (= €35.90/month, save €288 vs.
monthly billing)

e STUDIO: 8 independent playout channels — €994.80 per year (= €82.90/month, save €684 vs.
monthly billing)
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All editions share the same powerful, rock-solid core: native support for virtually every codec and
container format, low-latency GPU decoding, professional hardware 1/0 (SDI/HDMI via
Blackmagic, AJA, Deltacast), IP streaming (NDI®, SRT, RTMP), graphics overlays, and
automated failsafes.

For a full, detailed feature comparison chart (audio channel routing, recording channels,

advanced scheduling, etc.), visit our official Plans & Pricing page: https://playdeck.tv/plans-
pricing/

Choose Your License Model
PLAYDECK offers flexible licensing to match different workflows:

Online Shop License (most popular): Tied to your email in a personal License Pool. Requires
internet for transfers/check-in/out. Easy portability.

USB Dongle License: Hardware-based (USB stick). No internet needed for daily use/activation.

Portable by moving the dongle.

Offline License (special cases): Permanently bound to one specific PC (System ID). No internet

ever required. Not portable without re-issuance.

Free Trial Edition (incl. Limitations)

Download and test PLAYDECK completely free—no time limit, no credit card required. Switch

editions instantly inside the software via Menu — License — Change Trial Edition.

Limitations:
— Watermark on all video outputs.

— Occasional random short audio mutes (clearly signaled on screen).
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All other production features are fully unlocked—ideal for comprehensive real-world testing of

your local or cloud setup before purchase.

License Activation

Activation is quick and simple. Access our detailed activation guide here:
https://playdeck.tv/activate-license/

Quick Steps:

— Shop / Online Pool: Open the License Manager inside PLAYDECK, log in with your
purchase email, and instantly check out your seat from your personal pool.

— Dongle: Simply plug the physical USB security key into the machine—the software auto-
detects the license immediately.

— Offline: Paste the machine-bound activation key provided by our support desk into the
License Manager.

Support Options
support@playdeck.tv — available nearly 24/7, even for trial users or pre-purchase questions.

No forced onboarding. PLAYDECK is built to run easily out-of-the-box. If needed (rare), we can
remote-connect via RustDesk to fix issues fast.

License Portability & Backup

PLAYDECK commercial licenses are highly flexible and designed to move seamlessly between

production systems:
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License How to Transfer Internet Lost / Crash Handling
Type Required for
Move?
Shop Check-in/out via internal License | Yes Free instant pool reset—
License Manager (tied to email) simply email our desk.
(Pool)
Dongle Unplug and connect the physical | No Hardware replacement
License USB stick to the new computer options available upon
verification.
Offline Bound to one PC—email your No System ID re-issue possible
License new System ID for secure re- for hardware upgrades.
issuance

Perfect for freelancers, technical rental fleets, and dynamic multi-PC staging environments.
Detailed guide for transfering: https://playdeck.tv/move-license/

Detailed guide for recovery: https://playdeck.tv/recover-license/

Special Conditions & Discounts

e NGO / Educational / Non-Profit: 25% discount on all licenses (any edition/duration). Email
support@playdeck.tv with proof (e.g., official email/certificate) — we send discount code or

invoice.
e Multi-Year Pre-Pay: Up to 5 years with 25% discount on total. Contact support for quote.

¢ No Lifetime License: We release regular updates for driver/OS/codec compatibility and third-

party fees. Lifetime would mean missing critical improvements.

If you like to purchase a larger number of licenses, we can discuss special options — please
contact us.
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Upgrades, Downgrades & Cancellations

Upgrades & Downgrades: Possible at any time. We issue a pro-rata refund or store credit for
your remaining license runtime, allowing you to seamlessly purchase your new tier. Due to
automated shop infrastructure, direct mid-term upgrades cannot be processed automatically.

Cancellations: Cancel your subscription at any time via your user account at playdeck.tv or by
emailing support@playdeck.tv. You will retain full commercial access until the exact end of your
current paid billing period. No cancellation penalties apply.

Dongle Details

Dongle licenses share the exact same pricing structure as our annual online plans (minimum 1-
year duration required). Extensions and renewals are processed remotely via network updates—

no new hardware shipping is required for renewals.

One-Time Hardware Fee: €15 for the rugged USB security key (plus standard local shipping
and handling costs).

Key Operational Advantages:

— 100% Air-Gapped Security: Completely offline activation and continuous validation. No
internet connection is ever required for daily deployment.

— Instant Physical Portability: Move your license between production rigs instantly by simply
plugging the USB key into the active machine.

Financial Example: A PLAYDECK Plus Dongle costs €430.80 per year plus a one-time €15
hardware fee.

Reseller Conditions
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Interested in reselling PLAYDECK in your region or integrating it into your media staging

catalog? We welcome international B2B partners and keep our referral process straightforward:

— Full authorization to market, promote, and sell PLAYDECK via your digital platforms.

— 25% standard commission per referred sales transaction (processed via custom customer
discount codes or direct payout architecture).

— Fast commission claims backed by simple verification of prior customer interaction (e.g., email
trail copy).

— Access our unified digital asset deployment kit containing official logos, brand typography, and
promotional banners: Download deployment kit.

Email support@playdeck.tv to launch your partnership—we keep our partner onboarding highly
efficient.
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Activate your License

This article will show how to activate your License and remove the Watermark from the TRIAL
Edition.

If you already have activated your License and want to know how to MOVE the License to

another System, please see this article.

There is no separate “Full Version” Download, you simply transform your TRIAL Edition into a
LITE, PLUS or STUDIO Edition. Always download and install the latest Version of PLAYDECK,
since we publish regular updates:

https://playdeck.tv/download/

In this article:

— Shop License
— Dongle License
— Offline License

— Backup License

Shop License

All your Shop Licenses, that you purchased via playdeck.tv, will be stored in your personal
Online License Pool. This helps you organize multiple Licenses.

To transfer your license from the Online License Pool to your System, go into your License
Manager:

© New Project* [Studio Edition, Marc Koster]

Settings Shortcuts View Documentation Support | License

License Manager r

About PLAYDECK
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Now login to your PLAYDECK ACCOUNT. Use the email address and password, which you used

during CHECKOUT in the SHOP. Use the FORGOT PASSWORD button, if you need to reset
your password:

Local Licenses [ Avail ol (Available at playdeck.tv)

Please enter your Login from playdeck.tv

Trial Studio Edition

your.email@gmux.net

ywrd EEXEEEREEE

Login and view your licenses
Buy new License Forgot Password Cancel

Your Systermn 10: WaCIMASNBAIWG.24]1

Get new License Manage my Account/Licenses | | Use an Offline License Protect License Manager

We can now move the License from you RIGHT Side to the LEFT Side with a Button Click
(CHECK LICENSE FROM POOL TO LOCAL PC). This means, that the License becomes

UNAVAILABLE to other Systems and becomes AVAILABLE on THIS System. PLAYDECK wiill
now offer to activate the License and restart:

How to activate your License

Local Licenses (Available on this System) Online License Pool (Av

Studo (Yea) VoM (wtl 17.05.0026) |

Edition Status

Trial Studio Edition Active (unlimited)

Update Licenses

tem 10: WO JMRSNBAIW

Get new License Manage my Account/Licenses Use an Offline License

Protect License F-"|3HE|-'_;JE'I
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Dongle License

Simply attach the USB Dongle to the PC, then start PLAYDECK on that PC. Please note, that if
you detach the Dongle while PLAYDECK is still running, PLAYDECK will close immediately and
without prior notice. It is recommended to close PLAYDECK regularly to ensure, that all Data is
saved properly.

Offline License

The Offline License is bound to the PLAYDECK System ID and can NOT be moved to another
System by the Customer. To activate your Offline License, open the License Manager:

° New Project* [Studio Edition, Marc Kaster]

Settings Shortcuts View Documentation Support | License

License Manager »

About PLAYDECK

Then click on USE AN OFFLINE LICENSE and copy and paste the Offline License Code into the
text field and click OK. PLAYDECK will now offer to activate the License and restart:
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ItURZhUAA e +g+pGXrdcoc STEXT OMuSQBx te LIRZSF tPyDSs IcMrbay fullvlbl
K7I8AZSHHO O s AWMUV dBh iMbomf 2508z TuPEASS8c Iwos i SUMWRguiUa iNBe 2GE i
Twic ZAVFKZDIUSACGeX 1gHL tS9OEYF ebd fH@uRAm3LHAdAE +niHHNa 2ZAMhsBIu
+USK/ sBEt zRzANF InpBfbu? §VdaSrMVqdc 8 IUEkEyOnVAIWT 15KkMh sDWQ 1 x F 8]
WApF ZIRAyXpd Jud iNZY/AnTBpOFyBULUPCwsy coc tABT / 253K0snBRcYw T sRve TX
phEk1ulhHebBda LHIYUBSKP 3 7KhzB0m] I THIMgP5 1 3] SomPriyxRBeG1YY e FADMd
BSFRIwhtGXx7d ] IEOpE 2084hF 5104 4607 5d8pZdp+NCeFLonS 1 TusTI7onf ICIU
QT e/ YMLFmGUARAAZAAAAAA |

ngin and vie

Cancel

Get new License Mana 1 fLicenses Use an Offline Li e Protect License Manager

Backup License

We have a separate article on how to use the Backup License.
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Free Backup License

This article will show how to use the Free Backup License, which comes with every PLAYDECK
License. The Backup License functions as follows:

e Can be used with ANY PLAYDECK License (Dongle, Shop, Offline)
e Can be used on ANY PLAYDECK-PC in the same network
e Multiple Clients are supported

e 24/7 operation is NOT supported (max 24h per session)

1. Setup

On your MAIN System (the one WITH the License), you don’t have to do anything: The BACKUP
LICENSE SYSTEM is enabled by default. It will use the WebSocket Port 11411, so make sure
this Port is not blocked:

_Ih-' API [ WebSocket

=+ Outgoing
|

On the CLIENT System (the one WITHOUT the License), you perform a regular PLAYDECK
installation, nothing special here: PLAYDECK will not start in TRIAL MODE with the watermark:
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© New Project* [Trial Studio Edition]

File Settings Shortcuts View Documentation Support License

Now we need to tell CLIENT PLAYDECK, where to find the MAIN PLAYDECK, by providing the
IP address of MAIN. To receive the IP address of your MAIN, you can simply open the ABOUT
BOX in PLAYDECK (Main Menu > License > About):

edia GmbH

Features:

On your CLIENT, go to Application Settings, enter the IP address of MAIN PLAYDECK and click

TEST IP NOW. The CLIENT now tests the Network connection and searches for a valid License

on MAIN. If you don’t see the following INFO POPUP, please check your MAIN License and your
Network connection between MAIN and CLIENT:
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Settings for the Application

Playlist
# Applzation
Subtitles / CC

k- f-. - s ONee W L

- Restart PLAYDECK every  [ETITNENNED 2t [L0BUCEV

Activate Energy-Save-Mode after inact of min

k outside of Pla

3. If Filechang

Disable Backaground Tasks for: Device Check, Clip

Backup-System: R re License via IP

Backup-System

g for HTML Overlays

stom HTML Chromium Flags:

20 Engine Logging

You can now enable the feature by clicking BACKUP-SYSTEM. PLAYDECK will restart now with
the exact same License of MAIN. You can verify, the CLIENT is using the Backup License

correctly in several Displays:

PLAYDECK (Backup) 4.1 Build 8

Note: If the CLIENT has a valid License itself, the License of MAIN will NOT be used.
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2. Rules of Backup-License

The Backup-License is not meant for 24/7 operation, but to provide a fail-safe for immediate
operation, e.g. in a live production, and without the need to buy a secondary license, just to have
a backup system for some use cases.

For unattended 24/7 operation, you would need to purchase a secondary license. Please contact
use at support@playdeck.ty, if your next License is for Backup only, and we will provide you with
a appropriate discount.

The MAXIMUM RUNTIME of your BACKUP LICENSE will be:
— 2 hours, if the MAIN gets disconnected or closed

— 24 hours, if then MAIN stays online
PALYDECK will terminate the CLIENT without prior warning. So please make sure, to bring the
MAIN back online within the 2 hour window, or to restart both MAIN and CLIENT within the 24

hour window.

You can control the remaining RUNTIME in the Settings of the CLIENT:

~  Activate Energy-Save-Mode after inactivity of m min

Allow Shortcuts itside of Playdeck

Suppress most F (except Errors)

Disable Project File saving. If Filechange detected:

ensevia 1P [EEERIR ]
NVIDIA GeForce RTX 3080 =
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Move License to another PC

This article will show how to move your License from one System to another System.

In this article:

— Shop License

— USB Dongle License
— Offline License

— Backup License

Shop License

You can move your License via a simple Check-In/Out System. On the System with the active

License, go into your License Manager:

© New Project* [Studio Edition, Marc Koster]

Settings Shortcuts View Documentation Support | License

License Manager »

About PLAYDECK

First, we want to deactivate the current License: Select the TRIAL Edition and click ACTIVATE,

then confirm the restart query:

Local Licenses (Available on this System) Online License Pool {Available at playdeck.tv)

Edition Status Status
Studio Edtion Valkd (unimiced) not connact

Studio (Year) Active (until 17.05.2026)

Your Systern ID: WACIJMRSNB4IWG2411

Get new License Manage my Account/Licenses Use an Offline License Protect License Manager

https://playdeck.tv/master-print-tool/
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After restarting PLAYDECK, we can now move the freed License back to your Online License
Pool. Re-open the License Manager. Now login to your PLAYDECK ACCOUNT. Use the email

address and password, which you used during CHECKOUT in the SHOP. Use the FORGOT
PASSWORD button, if you need to reset your password:

How to activate your License

Local Licenses [ Avail ol (Available at playdeck.tv)

Please enter your Login from playdeck.tv

your.email@gmy.net

yrd EEXREXREEE

Login and view your licenses
Buy new License Forgot Password OK Cancel

Get new License Manage my Account/Licenses Use an Offline License Protect License Manager
We can now move the License from you LEFT Side to the RIGHT Side with a Button Click
(CHECK LICENSE BACK INTO THE POOL). This means, that the License becomes
UNAVAILABLE on the current System and becomes AVAILABLE on ANY other System:

License Manager

How to activate your License

Local Licenses {Available on this System) Online License Pool (Available at playded:. tv)

Trial Studio Edition Active (unlimitesd (o kcense found)

Studo (Yea) —— Vaid (i 17.0520%6) |

Edition Status

Activate License Update Licenses

Logged in:

Get new License Manage my Account/Licenses Use an Offline License

Protect License F-qﬁlla-'_;JE'l
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The next Screen shows the OTHER PC after logging into the License Manager. You simply
reverse the Process now: Select the License on the RIGHT Side and move it with the Button to
the Left Side (CHECK LICENSE FROM POOL TO LOCAL PC). PLAYDECK will now offer to
activate the License and restart:

Local Licenses (Available on this System) Online License Pool (Available at playdeck.tv)

Edition Status Edition Status

Trial Studio Edition Active {unlimited) Studw (Year) Vel (wtd 17.05.2008) |

m [0 WOl MRSNB43WG2411

USB Dongle License

Simply detach the USB Dongle and attach it to another PC, then start PLAYDECK on that PC.
Please note, that if you detach the Dongle while PLAYDECK is still running, PLAYDECK will
close immediately and without prior notice. It is recommended to close PLAYDECK regularly to
ensure, that all Data is saved properly.

Offline License
The Offline License is bound to the PLAYDECK System ID and can NOT be moved to another

System by the Customer. Please write us at support@playdeck.tv to receive a new Offline
License.
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Backup License

We have a separate article on how to use the Backup License.

Recover lost license

This article explains, how to recover a lost license.

Shop license
If you still can access the PC system with the license, you might be able to recover and move the
license by yourself:

https://playdeck.tv/howto/move-license/

But if that PC system has crashed, is lost or you had to re-install windows, you will not be able to
recover your license by yourself. In this case, please contact us at support@playdeck.tv. We are
happy to release the license for you, so it can be checked out again with the license manager.

USB Dongle license

If the USB device is broken or lost, we can replace your Dongle and provide you with a
temporary offline license during the delivery time. If the Dongle is still working, we can update the
Dongle remotely with an updater-file. Please also contact us at support@playdeck.tv.

Offline license
The offline license can’t be moved to another PC by default. Please also contact us at
support@playdeck.tv to receive a new offline license from us.
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Send Log Files to Support Team

This article will show how to send you PLAYDECK Log Files to our Support Team.

In this article:
— Send via Internet
— Send offline via ZIP File

IMPORTANT: Please always send a message to support@playdeck.tv, informing us about:
— Log Files have been uploaded
— Your PLAYDECK System ID

— Date/Time of last occurrence of issue/problem

Thanks!

Send via Internet

If you have an active Internet Connection on your PLAYDECK System, open the Main Menu and
select SUPPORT and then SEND LOG FILES:

© New Project* [Trial Studio Edition]

Then select the INTERNET Option:
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After the upload is complete, please send us a message to support@playdeck.tv along with your
System ID. If you seen the following Popup, the System ID is in your Clipboard already and you
can simply paste it with CTRL+V into your email message:

Send offline via ZIP File

If you DONT have an active Internet Connection on your PLAYDECK System, open the Main
Menu and select SUPPORT and then SEND LOG FILES:

© New Project* [Trial Studio Edition]

Then select the ZIP FILE Option:
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After you pick a destination Folder on your System, a 7-ZIP-file will be written there:

Please send us a message to support@playdeck.tv along with your ZIP-file.

If your Email-system doesn’t allow sending Files or the ZIP-file itself is too large (> 5 MB), you

can also use our download portal to upload the File.

Note: If you are unable to even start PLAYDECK, please ZIP this Folder manually:
c:\ProgramData\JoyEventMedia\Playdeck\logs
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Upload Files to Support Team

This article will show how to upload Files and send them to the PLAYDECK Team.
Open our download portal via this URL: https://download.joy-event-media.de/

You can add your Files now via Drag-drop or file-browser. In our example we already added
some PLAYDECK Log-files and a sample video. If you are done adding, please click UPLOAD.

Important: Without the Download-link we cant access your Files. This is to protect Customer

data.

After the Upload is complete, please click COPY to put the Download-link into the Clipboard.
Then write us a message to support@playdeck.tv along with that Download-link:
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Setup RustDesk unattended Access for Remote Support

RustDesk is a free Remote Destop Software, which we use to login to remote systems. The main
advantage of RustDesk over other Remote Desktop Connections is, that is does interfere with
installed GPUs (eg. installing a Virtual GPU), therefore not interfering with PLAYDECK during

Remote Access.

1. To get started, download our customized RustDesk from our website. This version will use our
private RustDesk server (and not the public server) to protect your data and improve the
connection speed.

https://get.remote-joy-event-media.de/rustdesk.exe

2. Once you start RustDesk for the first time, you will need to install it. Please deactivate “Install
virtual display driver”, which might interfere with PLAYDECK.

3. After re-starting RustDesk, you will not need to activate “Start Service”. This is important to
elevate priviliges to e.g. open the device manager. After that you need to setup a permanent
password: Click on the Edit Icon next to “One-time Password”.
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4. Then click on “Unlock Security Settings” and scroll down.

Settings

@ Unlock Security Settings

General Permissions

Network
Display
Account

About
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5. Please send us your ID together with your permanent password to support@playdeck.tv

6. (Optional) If possible, please start RustDesk on a secondary PC (No need to install) and test
the connection to the System you have setup for remote support. Now thru this remote

connection, on the secondary system, please try to:

— Open Device Manager

— Open Task Manager

— Open NVidia Panel

— Copy any File to this Folder: c:\Program Files (x86)\JoyEventMedia\Playdeck\
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These tests make sure, that all needed support actions can be done remotely. If is likely, that any
Anti-Malware or other Protection software breaks the connection. In that case please de-activate
those Tools temporarily for the remote support session.
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Video Engine Logging

This article will show how to setup Video Engine Logging.

1. Setup Logging

Start PLAYDECK, open Settings, and select the APPLICATION tab. At the bottom of the page,

you will find the configuration options.

Output Folder: Choose your destination directory. This can also be a shared network folder.
Storage Warning: Logs can easily consume up to 1 GB per minute (at Verbosity 0 with all
modules enabled). Ensure you have sufficient free disk space based on how long it might take

for the issue to occuir.

Verbosity: Always start logging with 0 — trace. This ensures the Video Engine developers
receive all necessary information.

Modules: Select all to begin with. If the log files become too large, you can reduce their size by
focusing on specific modules:

The first thing to setup is your Output Folder for the Log Files. This can be a shared Folder on
your Network. Logs can easily consume up to 1 GB per Minute (on Verbosity 0 and all Modules).

Plan enough free disc space, depending on the estimated time until Bug occurrence.

The next setup is Verbosity: Please always start Logging with 0 — trace, so the Video Engine
Devs have ALL information.

With the Modules setting we pick all to begin with. If Log Files get to big, we can reduce the size
by focussing on specific modules:

e all:Logs everything.
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e playlist,file,codecs : Covers playout, file decoding, and clip loading/playing errors.
e writer : Covers streams, recordings, and encoding.

e network : Covers streaming protocols.

e renderer : Covers device output and NDI.

e 1live: Covers live inputs.

e device : Everything related to hardware devices.

e blackmagic : Everything related to Blackmagic Design hardware.

Split Option: This depends on how many channels you are running, as every channel operates
on its own process. If you use more than 2 channels, we highly recommend enabling the Split

option.

2. Start / Stop Logging

To catch a bug on the fly, you will need to start logging, reproduce the issue, stop logging, and

then send the files to the development team.

Timing: You can START and STOP logging at any time. This allows you to prepare your playlist
or devices beforehand. Minimize the time between starting and stopping to keep the overall file
size manageable.

Session Folder: Once you click START, a new subfolder named after the current timestamp

(e.g., 2026-05-16__01-20-00 ) will be created in your designated logging path.

Stopping: Once the bug occurs, click STOP. Wait at least 10 seconds to ensure all active log
processes finish writing to the disk.

Compression: Open your logging path and locate the session folder. Right-click the folder,

select Compress to..., and choose 7z (preferred) or ZIP. Compression may take some time

depending on the file size.
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Now we need to ZIP the contents of the session folder. Identify your session folder by START
time. Then right-click your session folder, select Compress to and pick 7z File (if available) or
ZIP File. Now lean back, compression could take some time.

3. Uploading Logs
Please upload your compressed log files using our official download portal:
https://download.joy-event-media.de

1. Drag and drop your ZIP/7z file into the browser window or use the file browser.
2. Click UPLOAD.
3. Once complete, click COPY to copy the generated download link to your clipboard.

4. Send an email to support@playdeck.tv and paste the download link into the message.

Note: Without this specific download link, our team cannot access your files due to data

protection policies.

4. Cleanup

Make sure to delete the original log files and session folders after successful compression and
upload to free up disk space. PLAYDECK does not automatically delete or clean up old log files.
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