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1 ABOUT THIS MANUAL 

 

 

Estimates are that between 60 and 97% of the human race hate 

reading manuals. Most prefer to jump right in, maybe asking a 

friend for occasional help Χ and who can blame them? 

This manual attempts to tell you what you need to know in a 

friendly, concise way, and also provides a comprehensive reference 

section you can turn to when you need finer detail. 

 

1.1 MANUAL ORGANIZATION 

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

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

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

The manual is structured as follows: 

× Part I ς Getting Started: Part 1 provides an introduction to ¢Ǌƛ/ŀǎǘŜǊϰ /ƻƴǘǊƻƭ {ǳǊŦŀŎŜǎ ς a 

brisk jog through fundamentals including an overview of control surface categories and 

models, and their installation. 

 

× Part II ς The Control Surfaces 

 

o ¢Ǌƛ/ŀǎǘŜǊϰ урл CS & 450 CS: This section will familiarize you with two very 

similar control surfaces designed specifically to provide primary control of 

¢Ǌƛ/ŀǎǘŜǊϰ прл ŀƴŘ урл ƳƻŘŜƭ ƭƛǾŜ ǇǊƻŘǳŎǘƛƻƴ ǎȅǎǘŜƳǎΦ 

o ¢Ǌƛ/ŀǎǘŜǊϰ урл ¢²: Turn here for everything you need to know about this 

ǇƻǿŜǊŦǳƭ ƛƴǎǘŀƴǘ ǊŜǇƭŀȅ ŎƻƴǘǊƻƭ ǎǳǊŦŀŎŜ ŘŜǎƛƎƴŜŘ ŜȄŎƭǳǎƛǾŜƭȅ ŦƻǊ ¢Ǌƛ/ŀǎǘŜǊϰΦ 
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o ¢Ǌƛ/ŀǎǘŜǊϰ [/-11: A discussion of the primary control surface designed for 

ǳǎŜ ǿƛǘƘ ǘƘŜ ǎǘŀƴŘŀǊŘ ŘŜŦƛƴƛǘƛƻƴ ƳƻŘŜƭ ¢Ǌƛ/ŀǎǘŜǊ {ǘǳŘƛƻϰ ŀƴŘ ¢Ǌƛ/ŀǎǘŜr 

.ǊƻŀŘŎŀǎǘϰ ƭƛǾŜ ǇǊƻŘǳŎǘƛƻƴ ǎȅǎǘŜƳǎΦ 

o ¢ƛƳŜ²ŀǊǇϰ TW-42: This section wraps up our control surface coverage with 

a review of the original NewTek  ¢ƛƳŜ²ŀǊǇϰ ƛƴǎǘŀƴǘ ǊŜǇƭŀȅ ŎƻƴǘǊƻƭƭŜǊΦ 

bƻǘŜΥ ¢ƘŜ ƻǊƛƎƛƴŀƭ ¢Ǌƛ/ŀǎǘŜǊϰ w{-у όƻǊ ¢Ǌƛ/ŀǎǘŜǊϰ ±aύ ŎƻƴǘǊƻƭ ǎǳǊŦŀŎŜ ƛǎ ƴƻ 

longer in production and is not covered.  

 

A.1 A CONTROL SURFACE FOR EVERY NEED 

 

Figure 1 

This User Guide discusses multiple TriCasterϰ control surfaces, including ¢Ǌƛ/ŀǎǘŜǊϰ 850 CS and 

450 CS, ¢Ǌƛ/ŀǎǘŜǊϰ урл ¢²Σ ŀƴŘ several others.  

¢ƘŜ ŦƛǊǎǘ ǘǿƻ ƻŦ ǘƘŜǎŜ ό¢Ǌƛ/ŀǎǘŜǊϰ 850 CS and 450 CS) are virtually identical as respects 

operations and control layouts, and we will lead off by considering them together in Part II.  

Subsequent sections of the text will cover other models in turn. WŜΩǊŜ ǾŜǊȅ ŎƻƴŦƛŘŜƴǘ ȅƻǳΩƭƭ ŦƛƴŘ 

one or the other of these devices to be just excellent for your live production needs.  
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1.2 YES, YOU CAN 

In case you were wondering, the heading ŀōƻǾŜ ŀƴǎǿŜǊǎ ǘƘŜ ǉǳŜǎǘƛƻƴ ά/ŀƴ L ǳǎŜ Ƴȅ older 

NewTek control surface with my new TriCŀǎǘŜǊϰ ƘƛƎƘ ŘŜŦƛƴƛǘƛƻƴ ƭƛǾŜ ǇǊƻŘǳŎǘƛƻƴ ǎȅǎǘŜƳΚέ From 

Rev. 3 of the TriCasterϰ software for HD systems on, all currently offered control surfaces are 

supported on any systems.  

Of course, a control surface designed specifically for a specific system is the best choice but, with 

that said, generally speaking if you can plug it in you can use it* . 

* Some limitations may be encountered when control surfaces are paired with systems 

other than those they were designed for. 
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2 WELCOME AND SETUP 

 

 

This chapter introduces the different control surfaces offered by 

NewTek®, helping you to see how they complement your 

¢Ǌƛ/ŀǎǘŜǊϰ ŀƴŘ ōǊƛƴƎ ŀŘŘŜŘ ŀōƛƭƛǘȅ ǘƻ ȅƻǳǊ ǇǊƻŘǳŎǘƛƻƴ ǎŜǘǳǇΦ 

The section also includes brief notes on connecting TriCasterϰ 

control surfaces for use with your live production system. 

 

2.1 WELCOME 

NewTek TriCasterϰ systems provide 

unrivalled live production power.  

With a TriCasterϰ control surface in 

front of you, all of that power is right 

at your fingertips.  

 

 

These sleek yet rugged control 

surfaces deliver precise control 

over the video layers constituting 

your program. Quickly and 

confidently perform your switching 

operations.   

Advanced TriCasterϰ control surfaces manage transitions on a per layer basis, govern the 

background composition, overlay and overlay transitions, multi-layer virtual input configuration 
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and zoom, control multiple Media Players, record, stream and grab features, Auxiliary output, 

and even more. 

2.2 SOMETHING FOR EVERYONE 

¢Ǌƛ/ŀǎǘŜǊϰ ŎƻƴǘǊƻƭ ǎǳǊŦŀŎŜǎ Ŏŀƴ ōŜ ƎǊƻǳǇŜŘ ƛƴǘƻ ǘǿƻ ŎŀǘŜƎƻǊƛŜǎ ƻŦfering either primary switcher 

control or instant replay functionality. 

2.2.1 PRIMARY CONTROL 

At the time of writing, three devices fall into this category, as follows: 

ü ¢Ǌƛ/ŀǎǘŜǊϰ 850 CS: A full-ŦǳƴŎǘƛƻƴ ŎƻƴǘǊƻƭ ǎǳǊŦŀŎŜ ŘŜǎƛƎƴŜŘ ǘƻ ŎƻƳǇƭŜƳŜƴǘ ¢Ǌƛ/ŀǎǘŜǊϰ 

850 its feature-ƭŀŘŜƴ ǎƛōƭƛƴƎ ¢Ǌƛ/ŀǎǘŜǊϰ урл ϰ 

 

ü ¢Ǌƛ/ŀǎǘŜǊϰ 450 CS: Similar to the above but, being specifically designed for use with 

¢Ǌƛ/ŀǎǘŜǊϰ прл ŀƴŘ ¢Ǌƛ/ŀǎǘŜǊϰ прл ϰ όǿƘƛŎƘ ƘŀǾŜ ƭŜǎǎ ƛƴǇǳǘǎύΣ ǎƭƛƎƘǘƭȅ 

more compact. 

 

ü ¢Ǌƛ/ŀǎǘŜǊϰ [/-11: This control surface was designed for use with the standard definition 

¢Ǌƛ/ŀǎǘŜǊϰ {ǘǳŘƛƻ ŀƴŘ ¢Ǌƛ/ŀǎǘŜǊϰ .ǊƻŀŘŎŀǎǘ models, but can provide basic switcher 

control for the newer models too. 

2.2.2 INSTANT REPLAY 

 
NewTek provides potent instant replay solutions in the form of itǎ ŘŜŘƛŎŀǘŜŘ оtƭŀȅϰ ǎȅǎǘŜƳǎΣ ōǳǘ 
for less demanding installations many have found their TriCaster-ōŀǎŜŘ ¢ƛƳŜ²ŀǊǇϰ   ŎƻƴǘǊƻƭ 
ǎǳǊŦŀŎŜǎ όǿƘƛŎƘ ǘŀƪŜ ŀŘǾŀƴǘŀƎŜ ƻŦ ¢Ǌƛ/ŀǎǘŜǊΩǎ ƛƴǘŜƎǊŀǘŜŘ ǊŜŎƻǊŘƛƴƎ ŀƴŘ ǇƭŀȅōŀŎƪ ŎŀǇŀōƛƭƛǘƛŜǎύ 
quite valuable. 
 
ü ¢Ǌƛ/ŀǎǘŜǊϰ урл ¢²Υ ¢ƘŜ perfect complement to either ¢Ǌƛ/ŀǎǘŜǊϰ 850 CS ƻǊ ¢Ǌƛ/ŀǎǘŜǊϰ 

450 CS, this instant replay controller is equally capable of performing as a solo act 
alongside ŀƴȅ ƘƛƎƘ ŘŜŦƛƴƛǘƛƻƴ ¢Ǌƛ/ŀǎǘŜǊϰ ƭƛǾŜ ǇǊƻŘǳŎǘƛƻƴ ǎȅǎǘŜƳΦ  
 

ü ¢Ǌƛ/ŀǎǘŜǊϰ ¢²-42: ¢Ƙƛǎ ƛǎ bŜǿ¢ŜƪΩǎ ƻǊƛƎƛƴŀƭ ¢ƛƳŜ²ŀǊǇϰ ŘŜǾƛŎŜΦ ²ƘƛƭŜ ƻǊƛƎƛƴŀƭƭȅ 
supplied for use with the standard definition TriCaster lineup, it also provides 
ǿƻǊƪƳŀƴƭƛƪŜ ƛƴǎǘŀƴǘ ǊŜǇƭŀȅ ŦǳƴŎǘƛƻƴŀƭƛǘȅ ǿƛǘƘ ƘƛƎƘ ŘŜŦƛƴƛǘƛƻƴ ¢Ǌƛ/ŀǎǘŜǊϰ ƳƻŘŜƭǎΦ 
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2.3 INSTALLATION 

2.3.1 MAKING THE CONNECTION 

Simply connect the TriCasterϰ control surface unit to your NewTek TriCasterϰ using the USB 

cable supplied.  There is no need to install driver, or configure the software.  Recognition of the 

control surface is automatic. 

POWER CONSIDERATIONS 

The power requirements of TriCaster control surfaces vary, but generally speaking are not 

inconsequential.  The power supplied to the surface by the system will be diminished 

proportionally if you find it necessary to connect the unit using a USB cable longer than the one 

originally supplied.  You should be aware that insufficient power can cause connection or 

operation failures, or even damage the device.   

To avoid problems in such cases, we strongly recommend that the control surface be connected 

to a powered USB hub using a short USB cable, in turn connecting the USB hub to a USB port on 

the TriCasterϰ.  (See also Section 3.2.1.) 

Important Note: So-called USB extenders are not recommended, having proven less reliable than 

long USB cables (with powered hub, as discussed above).  This is because each added connector in 

ǘƘŜ ŎƛǊŎǳƛǘ ƛƴǘǊƻŘǳŎŜǎ ΨǊŜŦƭŜŎǘƛƻƴǎΩ ǘƘŀǘ Ŏŀƴ ŘŜƎǊŀŘŜ ǘƘŜ ǎƛƎƴŀƭ. In this configuration, the control 

surface may seem reliable for some time, but then fail unexpectedly. (If this should happen, 

disconnecting and reconnecting the control surface may temporarily restore functionality).  
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3 ¢wL/!{¢9wϰ 850 CS & 450 CS 

 

 

One of these two control surfaces is the perfect complement to 

ȅƻǳǊ ¢Ǌƛ/ŀǎǘŜǊ ϰ урл ŀnd 850 ϰΣ ƻǊ ¢Ǌƛ/ŀǎǘŜǊ ϰ прл 

and 450 ϰΣ ǊŜǎǇŜŎǘƛǾŜƭȅΦ 

This chapter provides a quick hands-on tour of the major 

components and functions ƻŦ ȅƻǳǊ ¢Ǌƛ/ŀǎǘŜǊϰ ŎƻƴǘǊƻƭ ǎǳǊŦŀŎŜΣ 

followed by more detailed information.  In a very short time, you 

will be a master of all aspects of its use. 

 

Figure 2 

The principle difference between these two proud ƳŜƳōŜǊǎ ƻŦ ǘƘŜ ¢Ǌƛ/ŀǎǘŜǊϰ ŦŀƳƛƭȅ ƻŦ control 

surfaces is the number of channels ǎǳǇǇƻǊǘŜŘ ōȅ ǘƘŜƛǊ ƴŀƳŜǎŀƪŜ ¢Ǌƛ/ŀǎǘŜǊϰ ƭƛǾŜ ǇǊƻŘǳŎǘion 

system. CƻǊ ǘƘƛǎ ǊŜŀǎƻƴΣ ¢Ǌƛ/ŀǎǘŜǊϰ 850 CS is a bit wider than its sibling, providing control for the 

additional channels ƻŦŦŜǊŜŘ ōȅ ¢Ǌƛ/ŀǎǘŜǊϰ урл. As well, a few control groups are in slightly 

different locations on the two control surfaces 

Apart from these distinctions, the features of both of the control surfaces considered in this 

chapter correspond very closely, allowing us to treat them simultaneously in our discussion. ²ŜΩƭƭ 
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begin with a brisk walkthrough to get you up and running, then follow up with the finer detail in 

ensuing sections. 

3.1 WALKTHROUGH 

We discussed connecting your control surface to TriCasterϰ back in Section 2.3.  (Please take 

time to review this information if your installation requires use of a longer USB cable than the 

one supplied with your control surface.) 

Please oǇŜƴ ŀ ¢Ǌƛ/ŀǎǘŜǊ ǎŜǎǎƛƻƴΣ ŀƴŘ ƭŜǘΩǎ proceed to gain some hands-on experience.   

3.1.1 SWITCHER ROWS 

 

Figure 3 ς ¢Ǌƛ/ŀǎǘŜǊϰ 450 CS 

Let us focus our attention on the main Switcher rows first.  For both ¢Ǌƛ/ŀǎǘŜǊϰ 450 CS and 850 

CS, yƻǳΩƭƭ ƴƻǘƛŎŜ ǘƘŀǘ ǘƘŜǎŜ ŎƻǊǊŜǎǇƻƴŘ ŜȄŀŎǘƭȅ ǘƻ ǘƘŜƛǊ ǳǎŜǊ ƛƴǘŜǊŦŀŎŜ ǊŜǇǊŜǎŜƴǘŀǘƛƻƴǎ ƻƴ ǘƘŜ Live 

Desktop. 

IƛƴǘΥ DŜƴŜǊŀƭƭȅ ǿŜΩƭƭ ǳǎŜ ¢Ǌƛ/ŀǎǘŜǊϰ 450 CS to illustrate points involving the Switcher rows, for the 

simple reason that the images can be larger if we do so. 

Just like the corresponding Live Desktop rows, the PGM (Program) and PVW (Preview) rows are 

longer than the UTIL (Utility) row, in order to accommodate the Virtual Input buttons ς four of 

the latter for ¢Ǌƛ/ŀǎǘŜǊϰ 450 CS, and for its larger sibling. 
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1. Press the control surface button for Camera 1 on the PGM Ǌƻǿ όƛŦ ȅƻǳ ŘƻƴΩǘ ƘŀǾŜ ƭƛǾŜ 

sources connected at the moment, it will be fine to substitute a Media Player with a 

suitable video clip cued up for this exercise). 

2. Select Camera 2 (or a different Media Player) on the PVW row. 

3. In the Live Desktop, add a title page to the Graphics ό¢Ǌƛ/ŀǎǘŜǊϰ прлύ ƻǊ Stills (Tri/ŀǎǘŜǊϰ 

850) Media Player ς choose something like a lower third (anything that does not 

completely obscure the screen will do for now). 

4. Add a similar title page to DDR 2 ό¢Ǌƛ/ŀǎǘŜǊϰ прлύ ƻǊ Title ό¢Ǌƛ/ŀǎǘŜǊϰ прлύ Media Player. 

5. Back on the control surface, press DSK 1 in the UTIL BUS DELEGATE control group. 

6. Press Graphics or Still (whichever you used in Step 3) on the UTIL row.  This assigns the 

Stills module to DSK 1. 

7. Press the DSK 2 button in the UTIL BUS DELEGATE control group. 

8. Press DDR 2 or Title (from Step 4) on the UTIL row, assigning it to DSK 2. 
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3.1.2 TRANSITION 

bƻǿ ǿŜΩǊŜ ǊŜŀŘȅ ƴƻǿ ǘƻ test the Transition controls, to the right of the Switcher rows. The 

Transition controls on TriCaster the control surface are slightly simplified as compared to the 

same controls in the user interface.  

 

Figure 4 

 

Figure 5 

3.1.3 LOCAL CONTROLS 

[ŜǘΩǎ ōŜƎƛƴ ƻǳǊ ŜȄǇƭƻǊŀǘƛƻƴ ƻŦ ǎǿƛǘŎƘƛƴƎ ǿƛǘƘ the local video layer controls. 

 

Figure 6 
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Notice first that while TǊƛ/ŀǎǘŜǊΩǎ Live Desktop includes local transition controls for the BKGD 

(Background) layer, the Transition control group on the control surface does not. 

9. Click the local Auto button for the DSK 1 layer.  Not surprisingly (since the Still or Graphic 

module is assigned to DSK 1) the currently selected item in its playlist transitions in to 

appear above the BKGD layer on Program Output. 

Another obvious difference is that the Live Desktop shows transition bins for the first three 

primary video layers, but the control surface does not.  Even so, you can adjust the local video 

layer transition settings in various ways as follows. 

10. Click the BKGD delegate ōǳǘǘƻƴ ŀǘ ΨǳǇǇŜǊ-ƭŜŦǘΩ ƛƴ ǘƘŜ ŎƻƴǘǊƻƭ ǎǳǊŦŀŎŜ TRANSITION 

DELEGATE group. 

 

11. Twist the Select knob (just above the main Take button) to cycle through the current 

entries in the BKGD Transition Bin. 

 

12. Click the DSK 1 button in the TRANSITION DELEGATE group. 

 

13. Again, twist the Select knob, and choose a different transition for DSK 1 ς choose one 

that is in a different numeric place in the bin than the BKGD selection below. 

 

14. Now press the BKGD and DSK 1 delegate buttons together, multi-selecting them. 

 

15. Twist Select again, slowly, click by click ς observe that the Transition Bin selections for 

BKGD and DSK 1 ŦƛǊǎǘ ΨǎȅƴŎ ǳǇΩΣ ŀƴŘ ǘƘŜƴ ŀŘǾŀƴŎŜ ǘƻƎŜǘƘŜǊΦ 

 

16. Rotate the nearby Rate knob (just above the main Auto button), and keep an eye on the 

Transition Duration time displays in the Live Desktop. Observe that the transition 

duration for both delegates changes as you do so. 

 

17. Now push the Rate knob a few times (as though it was a button).  As you do so, watch 

the Transition speed of both selected delegates in the user interface. The settings will 

cycle through the presets (in the Speed menu) each time you press Rate. 
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18. In the user interface, click the Transition Options button (gear) for the BKGD layer to 

open the settings panel for the currently selected transition. 

 

19. Push the Select knob (as though it was a button).  Doing so toggles the Normal/Reverse 

ǎǘŀǘŜ ŦƻǊ ǘƘƛǎ ǘǊŀƴǎƛǘƛƻƴΤ ȅƻǳΩƭƭ ōŜ ŀōƭŜ ǘƻ ǎŜŜ ǘƘƛǎ ƛƴ ǘƘŜ Transition Options panel you 

opened. 

 

20. !ǘ ǘƘŜ ǘƻǇ όŦǳǊǘƘŜǎǘ ŦǊƻƳ ȅƻǳύ ŎŜƴǘŜǊ ƻŦ ǘƘŜ ŎƻƴǘǊƻƭ ǎǳǊŦŀŎŜΣ ȅƻǳΩƭƭ ǎŜŜ SHIFT, CTRL and 

ALT buttons, just to the left of the Record group. 

 

Press ALT and continue to hold it down, and the watch the Transition Options while you 

push Select several times in succession. You should see the Ping Pong switch for the 

current transition toggle on or off each time you push Select. 

Note: Overlay Transitions, as used to hide or show the two DSK video layers, always Ping 

Pong. Hence their options panels have no Normal, Reverse or Ping Pong switches. 

MAIN CONTROLS 

Having seen how local Transition ŎƻƴǘǊƻƭǎ ǿƻǊƪΣ ƭŜǘΩǎ move on to their main counterparts. 

21. If necessary, adjust the Live Desktop monitoring view to show the Preview monitor (next 

to Program). 

 

22. On the control surface, press the BKGD button in the TRANSITION DELEGATE group, 

resulting in it alone being selected in the group. 

 

23. Press the main Auto button (below Rate on the control surface), or operate the T-bar to 

perform a BKGD transition. 

 

24. Earlier, we displayed DSK 1, using its local Auto button.  The BKGD transition we just 

performed did not affect it, so it should still be displayed (if you removed it from view 

while experimenting, please restore it before continuing). 

 

25. Press the BKGD, DSK 1 and DSK 2 delegate buttons all together, multi-selecting them.  
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Take a look at the progress gauge beneath the Delegate button for DSK 1 in the user interface.  It 

currently indicates that DSK 1 is fully displayed.  In contrast, the gauge beneath DSK 2 tells us that 

video layer is hidden. 

 

Figure 7 

Now cast your eyes over the Preview and Program monitors (Figure 7), and consider how these 

displays relate to your current Transition Delegate selections: 

¶ The Program monitor shows DSK 1 (which has Stills assigned to it) over the current 

BKGD layer. 

 

¶ The Preview monitor shows DSK 2 (which has Titles assigned to it) over the current 

Preview row selection.    

The Look Ahead Preview monitor (or simply, Preview) is showing us the composition that will 

result if we perform a Take or Auto operation right now. 

26. Press the DSK 1 and DSK 2 buttons in TRANSITION DELEGATE (so that BKGD is no longer 

selected). 

Note that, when you do this, the Preview monitor ƴƻ ƭƻƴƎŜǊ ǎƘƻǿǎ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Preview row 

selection.  Why not? 

Having de-selected the BKGD delegate, only the DSK 1 and DSK 2 buttons remain lit.  Thus only 

those two video layers will be affected by a main Take or Auto. The end result of either of those 

operations will be as follows: 

¶ DSK 1, currently seen on Program out, will be removed from view (but will re-appear on 

Preview). 










































































































