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:
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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
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+ Add connection

When you want to control devices or software with Companion, you need to add a
connection to let Companion know how to communicate with whatever you want to
control.

Buttons

Add connection

Surfaces Companion currently supports over 659 different things, and the list grows
Label Module Disabled - Warning | Error | every day. If you can't find the device you're locking for, we have some
Triggers guidance on ways to get support for your device,
Variables & Refresh modules list Last updated: 2 hours ago
10 Available
Modules '
: playdeck
Setti You haven't set up any connections yet.
e s
Sy Try adding something from the list to the right.
Import / Export 1OY event & media: Playdeck zZOe
) Generic: SW-P-08; Ross Router; Snell ProBel Router; Grass
.Gl Valley Router: Lawo VSM: Calrec Router: NVision Router: Sony I'_7|' 00
B Broadcast Router; BNCS; DirectOut M.1k2
Interactive Buttons

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.


https://playdeck.tv/howto/companion/
https://github.com/semenovnick
https://bitfocus.io/companion
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When you want to control devices or software with Companion, you need to add a connection to let

Buttons Companion know how to communicate with whatever you want to control.

Surfaces Label Module Disabled [IBR] Waming [lEmor)
B Playdeck
Triggers - )
¥ Playdeck JOY event & media o
v4.1.0

Variables
Modules

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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= Pages ﬁ Presets Bt Recorder
The squares below represent each button on your Streamdeck. Click on them to set
Buttons a
up how you want them to look, and what they should do when you press or click on
Py Y youe Presets \
them.
Surfaces Ready made buttons with text, actions and feedback which you can drop onto
a button to help you get started quickly.
2 (Playout) Q & 7 B P you g quickly.
Triggers

Playdeck
JOY event 8 /

media: Playdeck

VEUELIE

Modules

Playnut Not every module provides presets, and you can do a lot more by editing

Settings the actions and feedbacks on a button manually.

Import / Export

Log

Interactive Buttons

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
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= Pages ﬁ Presets WM Recorder
The squares below represent each button on your Streamdeck. Click on them to set
uimm: up how you want them to look. and what they should do when you press or click on -
Presets

them.

Surfaces Playdleck
2 (Playout) Qa A /s B
a

\

Channel 2 Channel 3

Channel 4 Channel 5

Channel & Channel 7

Variables

Modules Utils

Pl
Settings et
Import / Export

Log

Interactive Buttons

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).

itfocus Companion v4.0.3

Connections Buttons o —

£ Pages % Presets B¢ Recorder
The squares below represent each button on your Streamdeck. Click on them to set up how you

Buttons want them to look, and what they should do when you press or click on them.
Presets

Surfaces Plavdeck € -

Surace 2 (Playout) a A /7 B tayrleck | Channel
Standard

Triggers

Variables

Modules

Playout

Settings

Import / Export

Log

Interactive Buttons

4. The PLAY Button also shows the remaining Clip Time during Playout:
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2 Pages % Presets B¢ Recorder

The squares below represent each button on your Streamdeck. Click on them to set up how you

Buttons want them to look. and what they should do when you press or click on them.

Presets
Surfaces Playdeck Ol 1
> 2 (Playout) > IECYE I Toyteck | Chenne

- Standard

Triggers

Variables
Modules
Playout

Settings

Import / Export

Leg

5. Some Buttons need more Information for you, like the START OVERLAY Button.
It needs to know, which Overlay(s) should be started:
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The squares below represent each button on your Streamdeck. Click on them to set up how you
Buttons want them to look, and what they should do when you press or click on them. ﬂ o

Surfaces 2 (Playout) a A /4 B Button text string $ &
a #1START OVERLAY

Triggers

Font size Text BG Topbar

10 - Follow Default

PNG

Progress Rotary Actions

Variables

Modules

wowm ow g
g

Settings

Import / Export

Log \ ‘) a
Interactive Buttons Step 1 Feedbacks + L.
Press actions HH
Playdeck: ASSETS - START OVERLAY 4 R W@

START one or more OVERLAYS. You can define multiple Overlays with "3+7+12"

a
¥ CHANNELID: 1

OVERLAY: $ @ 1+3+4

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

Browse Actions

Search ...

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 deont
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. Also warks, 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...

2. In PLAYDECK we open the COMMANDS LIST to review, which Command we want to



use

File Settings Shortcuts View | Documentation | Support License

BLOCK END BLOCK REMAIN

Online Manual with PDF-Download and Search

Online Troubleshooting Guide 02 c 0 1 - 27 00 :00 5 27

Clip-Run Logs MAN_190126.mp4 00:27

Commands List - All PLAYDECK Commands ‘ STOP ‘ ‘ FADE > NEXT
Events List - All PLAYDECK Events e

APl / WebSocket - Develop your own User Interface

CHANNEL 1 CUE ‘
—- e > b dx

Duration Cut Loop Audio Trans. Overl. Com. Planned

» 4 Clips O v

3. We decide that we want to start multiple Overlays on several Channel and
after that start 2 Streams:

<startoverlay|1l|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.
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B Edit Button 2/2/3 = Pages % Presets W4 Recorder
The squares below represent each button on your Streamdeck. Click on them to set up how you
Buttons want them to look, and what they should do when you press or click on them, B &
Surfaces
2 (Playout) . QA A /£ B Button text string $ 4
Triggers STREAMS
Font size Text BG Topbar

Variables

10 - Follow Default

Modules

Playout
PNG

Progress Rotary Actions

Settings

Import / Export

m \ O @
Interactive Buttons Step 1 Feedbacks + @
Press actions HH
Playdeck: UTILS - Custom Command ¢ W @

\ Seod cuciom command
| comMmanD: $ @ <startoverlay|1[1+3> <startoverlay|2|1+5> <star

5. Another good example is starting 2 Channel synchronized:
<cue|l><cue|2><wait|1000><play|1l><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”

a8
H
-

Main Program »7 Clips
. NEW_180825.mp4 00:30 0,0 dB
. Roller Coaster.mp4 00:30 0,0 dB
. Sonepar_190817.mp4 00:10 0,0dB
. Stadionpartner_1920.mp4 00:23 0,0 dB

1
2
4
5

. Stadionprogramm_Intro.mp4 00:09 0,0 dB

. Unibet_PSG_Nov_255ek_Wel 00:23 0,0 dB

. Wiedemeyer_170819.mp4 00:10 0,0dB
PAUSE 02:16

L S SR SR SR S S

~N o

2. Now we add a new Button to Companion and assign the CONTROL PLAY FLEX
Action to the Button.
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The squares below represent each button an your Streamdeck. Click on them to set up how you
E i want them to look. and what they should do when you press or click on them. B C
Surfaces
> 2 (Playout) Qa A 7 B Button text string $ 4
T PLAY BLOCK
Font size Text BG Topbar

Variables

14pt - Follow Default

Modules
Playout

o
z
@

Settings

E

PLAY
BLOCK P

Import / Export

rogress  Rotary Actions

a»

Log

] 8

Interactive Buttons Step 1 Feedbacks + o

Press actions

[ D

Playdeck: CONTROL - CUE Flex

| Playdeck: CONTROL - PLAY Flex |
-

Playdeck: CONTROL - FADE-IN Flex

+ Add duration group

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):
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The squares below represent each button on your Streamdeck. Click on them to set
uiiamz up how you want them to look. and what they should do when you press or click,on O
()
Surfaces AlN
Button text string $ & MAIN
2 (Screen) Q A ¢ B
Triggers MAIN A |
Variables Font size Text BG Topbar T_e'xt
MAIN 14pt - Follow Default =

Custom Variables

Screen

PNG
:

Progress Rotary Actions

Internal

Playdeck

Modules ‘) c’
Settings PR
Settings Step 1 Feedbacks + 0
Import / Export Press actions HH
Log Playdeck: CONTROL - PLAY Flex HINL I W o]
- PLAY a Clip/Block by PATTE Will skip inactive Clips.
Interactive Buttons -
¥ CHANNEL ID: 1
PATTERN: $ @ b:main c#1
+ Add action

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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The squares below represent each button on your Streamdeck. Click on them to set up how you
Buttons want them to look, and what they should do when you press or dlick on them. a -
Surfaces ™
(@l 2 (Playout) i Q A 4 B Button text string $ €}
Triggers PLAY BLOCK
Variables Font size Text BG Tophar
14pt - Follow Default
Custom Variables
Playout
PNG

Internal
Progress Rotary Actions

O @ s

Playdeck

Modules

Stepl | Feedbacks +
Settings
Feedbacks
Import / Export ( . 4
valu v -

Log

internal: Variable: Check value

Interactive Buttons

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:
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The squares below represent each button on your Streamdeck. Click on them to set up how you
E e want them to look, and what they should do when you press or click on them. ﬂ c
Surfaces - PLAY
. 2 (Playout) M Q A S B Button text string $ & BLOCK
Triggers PLAY BLOCK
AR Font size Text BG Topbar
14pt - Follow Default
Custom Variables
PNG
Internal

Progress  Rotary Actions

o @ o

Playdeck

Modules
Step 1 Feedbacks + o
Settings
Feedbacks H
Import / Export
internal: Variable: Check value # ¥ @ § @

Log Change style based on the value of a variable

Invert (@ ]

Variable @ block name] v

Interactive Buttons

Operation Currant block name on channel #1

(Playdeck:channel_1_block_name)

“»

Value

Current block name on channel #2

(Playdeckichannel_2_block_name)
Change style properties

Current block name on channel #3
(Playdeck:channel_3_block_name)

6. We then add TEXT as new STYLE PROPERTY, since our intention is to show the
remaining Block Time:
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The squares below represent each button on your Streamdeck. Click on them to set up how you
Gaitans want them to look, and what they should do when you press or click on them. B &
Surfaces PLAY
. 2 (Playout) . Q A 4 B Button text string & 4} BLOCK
Triggers PLAY BLOCK Al
Variables Font size Text BG Topbar
14pt - Follow Default
Custom Variables — === =] =
Playout : I ) B
PNG

Internal

Progress  Rotary Actions

Playdeck

Modules /
Step1 | Feedbacks + o
Feedbacks H
Import / Export _
internal: Variable: Check value (0 W @

Log

Change style based on the value of a variable

Invert (@ ]

Interactive Buttons

Variable @ Current block name on channel #1 (Playd...

- Operation =

-
Value Main Program
Change style properties ‘ Color X Background X ~

Font Si
* What's New ontsize
+ Add feedback PNG l
Getting Started

Text Alignment

7. Add “$(Playdeck:channel 1 block remain)” as BUTTON TEXT STRING, and our
Button is finished:
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The squares below represent each button on your Streamdeck. Click on them to set up how you
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Surfaces ¢ 5 .
2 (Playout) Q A /7 B Button text string $ &
Triggers PLAY BLOCK
Variables Font size Text BG Tophbar T_ext_ _ P_NG_ _
14pt - Follow Default S e
Modules =
Playout -
PNG

Settings

Progress Rotary Actions

Import / Export

o «© @
Interactive Buttons Step 1 Feedbacks + m
Feedbacks HH
internal: Variable: Check value ran L N e

Change style based o alue of a variable

Invert »

Variable 9 Current block name on channel #1 (Playd...
Operation =

S+ Value Main Program
Change style properties Color X Background X Text X

Button text string $ &

$(Playdeck:channel_1_block_remail E ‘

* What's New

Getting Started

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:
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Surfaces remain
Triggers Variable Description Value 4
o $(Playdeck:channel_1_block_remain Current block remain on channel #1 T 00:23:48
Custom Variables $(Playdeck:channel_1_clip_remain) (@ Current clip remain on channel #1 T 20:06 (@
Internal $(Playdeck:channel_2_block_remain) @ Current block remain on channel #2 T o
Playdeck . .
$(Playdeck:channel_2_clip_remain) @ Current clip remain on channel #2 T @
Modules $(Playdeck: channel_3_block_remain) @ Current block remain on channel #3 T o
Seitings $(Playdeck:channel_3_clip_remain) @ Current clip remain on channel #3 T o
Import / Export .
bpery Eee $(Playdeck:channel_4_block_remain) @ Current block remain on channel #4 T o
Log
$(Playdeck:channel_4_clip_remain) @ Current clip remain on channel #4 T ™
Interactive Buttons
4(Plavdack:channal & hlack remain) @& Firrnnt hlark ramnin an rhannal 26 ™ &




