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System Integration (from ChatGPT)
• System integration is the process of linking 

together different computing systems and software 
applications physically or functionally, to act as a 
coordinated whole.

• The systems to be integrated may be various software 
applications, databases, computing systems, or a mix 
of these. This process is complex and involves 
various steps, including: 
-- determining system requirements, 
-- selecting the appropriate systems, 
-- designing how the systems will connect, 
-- implementing the connections, and 
-- testing to ensure everything is functioning       
   correctly.

• The goal of system integration is to create a more 
efficient system that eliminates redundant processes 
and automates data flows, ultimately improving 
operational efficiency and productivity.

My process was this

Apologies if I make 
it look like this...

Or this

The process unfolded as a series of puzzlers 
presented by Sarah Weaver and members of the 
NowNet Hub ensemble.  The solutions to those 

puzzlers is the story for today.
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Puzzler-solutions

• Pretty Good JackTrip 
toolkit (PGJTT)

• Connect Players 
Script

• Gloria's cues
• VDO.ninja
• Custom cue-mixing
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Establish Mix

Agree on gainConnect

Record audio (pre-
mixer)

Apply FX & 
pan

Ride gain

Record audio (post-
mixer)

Record a two-channel 
mix 

(all-players + self)

Enable and balance self-mixesFrom 
Players

To 
Players 

Connect

Puzzler :  It was hard to set 
up a JackTrip server that 

could reliably host and mix 
a large ensemble
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Good 
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www.PGJTT.com



Desktop 
Launchers

Debian Linux (with the Xfce desktop, launchers for software & 
scripts, and utilities for file browsing & editing/system 

monitoring/etc. – delivered on a VNC remote-desktop (TightVNC) 

Task manager

Text 
editor



JackTrip, Jack and Qjackctl 

JackTrip

Jack and 
Qjackctl



Ardour DAW (with templates to launch 5, 10, 15, 20 and 25-player 
mixers and provide players with individualized monitor/cue-mixing) 

Ardour 
DAW



Text 
editer

JMess 
(for managing audio routing) 

JMess



A web server 
(preconfigured to provide a drop-box to export 

recordings and other files via the web)

File 
manager Web 

page



  Here are the scenarios the function can encounter when it evaluates a Player.  
 
    Player:          Action:
 
  1 in Jack? in Mixer?    - do nothing
 

  2 in Jack?  NOT in Mixer?  - determine receiving and sending connections to make
 

  2.a receive_2 connected?   - receiving stereo: assume we're also sending on 2 channels and:
                - connect player - 2 in x 2 out
                - add to current_Mixer_connections
                - check for Multi JMess file for this Player in /usr/local/etc/ and
                  run JMess against it if there is  
 
     receive_2 NOT connected? - receiving mono: determine how many channels we're sending
 

  2.b send_2 connected?     - we're sending 2 channels
                - connect player - 1 in x 2 out
                - add to current_Mixer_connections
                - check for Multi JMess file for this Player in /usr/local/etc/ and
                  run JMess against it if there is
 
    send_2 NOT connected?   - we're sending 1 channel
                - connect player - 1 in x 1 out
                - add to current_Mixer_connections
                - check for Multi JMess file for this Player in /usr/local/etc/ and
                 run JMess against it if there is
 

  3 NOT in Jack?  in Mixer?  - remove from current_Mixer_connections 
 
      
  4 NOT in Jack?  NOT in Mixer - do nothing
 

  5 in Jack TWICE? in Mixer?  - post duplicate-player alert, 
                - take the alert down when they disconnect
 

Connect-
Players 
script

Puzzler :  It was hard to 
bring people into the mixer 

and extra hard if they 
dropped off and needed to 

reconnect.  
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Player in 
Jack?

Ardour DAW 
connected?

Jack 
receive_2 

connected?

Jack 
send_2 

connected?

JMess multi 
file for 
player? Action:

yes yes --- --- --- do nothing

yes no yes --- no connect player - 2 in x 2 out

yes no yes --- yes connect player - 2 in x 2 out – multi-channel

yes no no yes no connect player - 1 in x 2 out

yes no no yes yes connect player - 1 in x 2 out – multi-channel

yes no no no no connect player - 1 in x 1 out 

yes no no no yes connect player - 1 in x 1 out – multi-channel

no yes --- --- --- do housekeeping

no no --- --- --- do nothing

yes TWICE --- --- --- --- post duplicate-player alert 

connect_PlayerN Function – Truth Table





Gloria's 
Cues

Puzzler :  It was hard for 
one person to cue and mix 
video and audio for various 

scenes/cues/FX during a 
performance
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Here's the 
director view



The path to cue an 
OSC scene- change



Rev 2 – a 
better way...



Rev 2 – a 
better way...



For 
Director:

Scene Cues 
and Player-

mutes

For Players:
Current 

scene, tech-
status and 

who's-muted 
info

For Ops:
Technical 

cues 



1 2 3 4



Server

Chrome – room – director 

&push 
(once per extra 

camera)
OBS

Cameras
Cameras

Cameras
Cameras

Cameras
Camera 
(bandwidth can vary by 
content – this last is a 
video artist, sending bigger 
feed, others are players 
preserving bandwidth for 
audio)

Chrome – room – director  

Sources
Sources

Sources
Sources

Sources
Source

&room + &push 
(once per player)

Connection 
management

Scenes
video mix, FX, 
etc.

Camera

Stream

Record

Meshcast

&view

Vimeo, 
Twitch, 

etc

Director's feed

&room + 
&directoronly (&do) 

or &broadcast

Large-group option
(less outbound load, 

more latency) 

Local 
disk

&director

&push or... 

&push + 
&meshcast 

Network 
connections

Option: OBS Source Record 
(separate recordings of 

scenes, for post/remix) not 
stable yet.  Use VDO 
&autorecord instead

&vb=200-500

&vb=500-1000 

&vb=3000-5000 

Local 
disk

&autorecord
+ &record=  

SNAP – v7 
mike@haven2.com
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Puzzler:  Zoom video is...  
Zoom video.  How could 

we get beyond that?  
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VDO.ninja

OBS

Google spreadsheet

Brings network video into OBS
and sends OBS video mix back to players

Mixes and streams video



Google 
spreadsheet



Google 
spreadsheet



Puzzler:  Performers wanted 
custom cue (monitor) mixes.  They 
rely on them in peer-to-peer apps 

like Sonobus (and recording 
studios).  

Custom 
cue/monitor-mixing

players &
directors

audience

VDO.ninja

OBS

Ardour
DAW

JackTrip

Scripts

Google
sheet

Bitfocus
Companion

Pure
Data



Consists of two parts:
• A "Foldback" mix in the 

Ardour DAW



Consists of two parts:
• A "Foldback" mix in the 

Ardour DAW



Consists of two parts:
• A "Foldback" mix in the 

Ardour DAW
• A desktop interface for 

each Player (a PD patch 
derived from Gloria's 
Cues)
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Multichannel examples 
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Player2Player 
sending pre-fader

Player receiving

Player3

-a Player3

Player multi in, 
sending pre-fader

1 – Mix-minus (L)
2 – Mix-minus (R)
3 – Player1 (L)
4 – Player1 (R)
5 – Player2 (L)
6 – Player2 (R)
7 – Player3 (L)
8 – Player3 (R)
9 – Player4 (L)
10 – Player4 (R)
11 – Player5 (L)
12 – Player5 (R)
13 – Player6 (L)
14 – Player6 (R)

Player4
-a Player4

Player skipped, 
occupied by Player 3 

Player1Player 
sending post-fader

Mix minus

Mix minus

Player8

-a Player6
Player multi in, 

sending post-fader

Mix minus

Player7
-a Player7

Player skipped, 
occupied by Player 6

-a Player8

–multi Player3

-a Player2 Mix minus

-a Player1

–multi Player4

–multi Player6

–multi Player7

Player51 
2  

1 
2  

1 
2  

1 
2  

Player5
-a Player5

Player not 
sending 

or receiving multi

Mix minus

–multi Player5

–multi Player1

–multi Player2

–multi Player8

Mix minus

Mix minus

1 
(L)
2 
(R
)
3 
(L)
4 
(R
)

Mix minus

Player6
1 
(L)
2 
(R
)
3 
(L)
4 
(R
)

Player8

(mute to p3)

(mute to p6)

1 
2  

1 
2  

1 
2  

1 
2  

1 
2  

1 
2  

JackTrip receive Ardour mixer Multi-channel JackTrip send

- green box – player's JackTrip connection 
(inbound and outbound)

- grey box – not in use

- purple box – Player mixing channels – Ardour

- red box – Player multi channels – Ardour

- blue solid line – connection made by the 
connect_players script when the player 
connects

- red dotted line – Player connection made by 
the connect_players script if a JMess XML file 
for the player exists in /usr/local/etc/  (it's 
possible that players will send AND receive)

Multi 
Channel

Puzzler:  Hybrid 
performances and complex 

compositions needed 
reliable bi-directional multi 
channel audio connections.  
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Player in 
Jack?

Ardour DAW 
connected?

Jack 
receive_2 

connected?

Jack 
send_2 

connected?

JMess multi 
file for 
player? Action:

yes yes --- --- --- do nothing

yes no yes --- no connect player - 2 in x 2 out

yes no yes --- yes connect player - 2 in x 2 out – multi-channel

yes no no yes no connect player - 1 in x 2 out

yes no no yes yes connect player - 1 in x 2 out – multi-channel

yes no no no no connect player - 1 in x 1 out 

yes no no no yes connect player - 1 in x 1 out – multi-channel

no yes --- --- --- do housekeeping

no no --- --- --- do nothing

yes TWICE --- --- --- --- post duplicate-player alert 

connect_PlayerN Function – Truth Table A special case of the 
Connect_Players script



Player in 
Jack?

Ardour DAW 
connected?

Jack 
receive_2 

connected?

Jack 
send_2 

connected?

JMess multi 
file for 
player? Action:

yes yes --- --- --- do nothing

yes no yes --- no connect player - 2 in x 2 out

yes no yes --- yes connect player - 2 in x 2 out – multi-channel

yes no no yes no connect player - 1 in x 2 out

yes no no yes yes connect player - 1 in x 2 out – multi-channel

yes no no no no connect player - 1 in x 1 out 

yes no no no yes connect player - 1 in x 1 out – multi-channel

no yes --- --- --- do housekeeping

no no --- --- --- do nothing

yes TWICE --- --- --- --- post duplicate-player alert 

connect_PlayerN Function – Truth Table
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Multichannel examples 
mike@haven2.com

Player2Player 
sending pre-fader

Player receiving

Player3

-a Player3

Player multi in, 
sending pre-fader

1 – Mix-minus (L)
2 – Mix-minus (R)
3 – Player1 (L)
4 – Player1 (R)
5 – Player2 (L)
6 – Player2 (R)
7 – Player3 (L)
8 – Player3 (R)
9 – Player4 (L)
10 – Player4 (R)
11 – Player5 (L)
12 – Player5 (R)
13 – Player6 (L)
14 – Player6 (R)

Player4
-a Player4

Player skipped, 
occupied by Player 3 

Player1Player 
sending post-fader

Mix minus

Mix minus

Player8

-a Player6
Player multi in, 

sending post-fader

Mix minus

Player7
-a Player7

Player skipped, 
occupied by Player 6

-a Player8

–multi Player3

-a Player2 Mix minus

-a Player1

–multi Player4

–multi Player6

–multi Player7

Player51 
2  

1 
2  

1 
2  

1 
2  

Player5
-a Player5

Player not 
sending 

or receiving multi

Mix minus

–multi Player5

–multi Player1

–multi Player2

–multi Player8

Mix minus

Mix minus

1 (L)
2 (R)
3 (L)
4 (R)

Mix minus

Player6
1 (L)
2 (R)
3 (L)
4 (R)

Player8

(mute to p3)

(mute to p6)

1 
2  

1 
2  

1 
2  

1 
2  

1 
2  

1 
2  

JackTrip receive Ardour mixer Multi-channel JackTrip send

- green box – player's JackTrip connection 
(inbound and outbound)

- grey box – not in use

- purple box – Player mixing channels – Ardour

- red box – Player multi channels – Ardour

- blue solid line – connection made by the 
connect_players script when the player 
connects

- red dotted line – Player connection made by 
the connect_players script if a JMess XML file 
for the player exists in /usr/local/etc/  (it's 
possible that players will send AND receive)





Status buttons:

No actions

Background-
color and 
button-text 
changes are 
sent from 
buttons on 
other pages.



Who's-muted? 
buttons:

No actions.  

Background-color 
changes are sent 
from buttons on 
another page.

Player-name 
button-text 
changes are sent 
via a Pd script 
(currently Sarah's 
Mixer)



Scene-cueing buttons:

Actions:

obs: Set Program Scene

obs: Set Preview Scene

internal: trigger a local button 
to clear the background color 
of the all the status buttons on 
the Status page

internal: set background color 
of the status button on the 
Status page



Player-mute buttons:

Actions: Step 1

obs-Ardour: send OBS 
– path is /strip/mute
arguments are 
Player's channel 
number, mute-on (1)

internal: set 
background color of 
the mute button on 
the local-page

internal: set 
background color of 
the mute button on 
the the Who's 
Muted? page

Actions: Step 2

obs-Ardour: send OBS 
– path is /strip/mute
arguments are 
Player's channel 
number, mute-off (0)

internal: set 
background color of 
the mute button on 
the local-page

internal: set 
background color of 
the mute button on 
the the Who's 
Muted? page



Reminder/status 
buttons:

Actions: Step 1

internal: set 
background color of 
the button on the 
local page

internal: set 
background color of 
the button on the the 
Status page

internal: set button 
text on the local page

internal: set button 
text on the Status 
page

Actions: Step 2

internal: set 
background color of 
the button on the 
local page

internal: set 
background color of 
the button on the the 
Status page

internal: set button 
text on the local page

internal: set button 
text on the Status 
page



Ardour – toggle Record

obs-Ardour: send OBS – 
path is /rec_enable_toggle

obs-Ardour: send OBS – 
path is /transport_play

Ardour – Save the Session

obs-Ardour: send OBS – 
path is /save_state

OBS – toggle Virtual 
Camera

OBS – toggle Video 
Recording

OBS – toggle 
Streaming



Connections:

Example – OSC connection to 
Ardour

Use the "osc Generic" 
module

Rename it – "osc-Ardour" in 
this example

Specify IP address and port







Server

Chrome – room – director 

&push 
(once per extra 

camera)
OBS

Cameras
Cameras

Cameras
Cameras

Cameras
Camera 
(bandwidth can vary by 
content – this last is a 
video artist, sending bigger 
feed, others are players 
preserving bandwidth for 
audio)

Chrome – room – director  

Sources
Sources

Sources
Sources

Sources
Source

&room + &push 
(once per player)

Connection 
management

Scenes
video mix, FX, 
etc.

Camera

Stream

Record

Meshcast

&view

Vimeo, 
Twitch, 

etc

Director's feed

&room + 
&directoronly (&do) 

or &broadcast

Large-group option
(less outbound load, 

more latency) 

Local 
disk

&director

&push or... 

&push + 
&meshcast 

Network 
connections

Option: OBS Source Record 
(separate recordings of 

scenes, for post/remix) not 
stable yet.  Use VDO 
&autorecord instead

&vb=200-500

&vb=500-1000 

&vb=3000-5000 

Local 
disk

&autorecord
+ &record=  

SNAP – v7 
mike@haven2.com



Here's how to build one...



Attributes that might appeal to producers...
Repeatable/Reliable/Stable
Flexible/Familiar/Feature-rich
Inexpensive/Open-source

Attributes that might appeal to players
Invisible/Transparent
Nuanced/Interactive



  Here are the scenarios the function can encounter when it evaluates a Player.  
 
    Player:          Action:
 
  1 in Jack? in Mixer?    - do nothing
 

  2 in Jack?  NOT in Mixer?  - determine receiving and sending connections to make
 

  2.a receive_2 connected?   - receiving stereo: assume we're also sending on 2 channels and:
                - connect player - 2 in x 2 out
                - add to current_Mixer_connections
                - check for Multi JMess file for this Player in /usr/local/etc/ and
                  run JMess against it if there is  
 
     receive_2 NOT connected? - receiving mono: determine how many channels we're sending
 

  2.b send_2 connected?     - we're sending 2 channels
                - connect player - 1 in x 2 out
                - add to current_Mixer_connections
                - check for Multi JMess file for this Player in /usr/local/etc/ and
                  run JMess against it if there is
 
    send_2 NOT connected?   - we're sending 1 channel
                - connect player - 1 in x 1 out
                - add to current_Mixer_connections
                - check for Multi JMess file for this Player in /usr/local/etc/ and
                 run JMess against it if there is
 

  3 NOT in Jack?  in Mixer?  - remove from current_Mixer_connections 
 
      
  4 NOT in Jack?  NOT in Mixer - do nothing
 

  5 in Jack TWICE? in Mixer?  - post duplicate-player alert, 
                - take the alert down when they disconnect
 

Multi 
Channel

Puzzler:  Hybrid performances and 
complex compositions needed 

reliable bi-directional multi channel 
audio connections.  
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It's hard to reliably host, and impossible to mix, a large 
ensemble in JackTrip

It's hard to bring people into the mixer and extra hard if they 
drop and need to reconnect.  

It's hard for one person to cue and mix video and audio for 
various scenes/cues/FX during a performance

Zoom video is...  Zoom video.  How can we get beyond that?

Hybrid performances and complex compositions need 
reliable bi-directional multi channel audio.

Performers need custom monitor mixes and are used to them 
in peer-to-peer apps like Sonobus (and recording studios).  

Puzzlers...



Here's the path to cue a 
Zoom-chat scene-change



sources...

structuring/translating/routing/filtering/timing
destinations...

Software
DAW (midi)
Keystroke scripting (midi)
Shot-box scripting (midi, OSC)
Video editing (OSC)

Hardware
Audio interface (OSC)
Midi control-surface (midi)

Video editing
(OSC)

Shot-box scripting 
(midi, OSC)

Keystroke scripting
(midi)

DAW
(midi)

Midi control-surface
(midi)

Audio interface
(OSC)





OSC

PD

VDO.
ninja

jacktrip

Ardour

OBS

players

audienceComponents

The process unfolded as a 
series of puzzlers presented 

by Sarah Weaver and the 
NowNet Hub.  The chronology 
of those puzzlers is the story 

for today.
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Multichannel examples 
mike@haven2.com

Player2Player 
sending pre-fader

Player receiving

Player3

-a Player3

Player multi in, 
sending pre-fader

1 – Mix-minus (L)
2 – Mix-minus (R)
3 – Player1 (L)
4 – Player1 (R)
5 – Player2 (L)
6 – Player2 (R)
7 – Player3 (L)
8 – Player3 (R)
9 – Player4 (L)
10 – Player4 (R)
11 – Player5 (L)
12 – Player5 (R)
13 – Player6 (L)
14 – Player6 (R)

Player4
-a Player4

Player skipped, 
occupied by Player 3 

Mix minus

Mix minus

Player8

-a Player6
Player multi in, 

sending post-fader

Mix minus

Player7
-a Player7

Player skipped, 
occupied by Player 6

-a Player8

–multi Player3

-a Player2 Mix minus

–multi Player4

–multi Player6

–multi Player7

Player51 
2  

1 
2  

1 
2  

1 
2  

Player5
-a Player5

Player not 
sending 

or receiving multi

Mix minus

–multi Player5

–multi Player2

–multi Player8

Mix minus

Mix minus

1 (L)
2 (R)
3 (L)
4 (R)

Mix minus

Player6
1 (L)
2 (R)
3 (L)
4 (R)

Player8

(mute to p3)

(mute to p6)

1 
2  

1 
2  

1 
2  

1 
2  

1 
2  

Player1
-a Player1

–multi Player11 
2  

JackTrip receive Ardour mixer Multi-channel JackTrip sendExample file: Player1, sending post-fader
(Replace 'MultiExample' with a session name) 
/usr/local/bin/MultiExample_JMess_Player1_multi.xm
l

<jmess>
  <connection>
    <output>ardour:-a Player1/audio_out 1</output>
    <input>ardour:-multi Player1/audio_in 1</input>
  </connection>  
  <connection>
    <output>ardour:-a Player1/audio_out 2</output>
    <input>ardour:-multi Player1/audio_in 2</input>
  </connection> 
</jmess> 
 
test connections running JMess against the file name, eg:
jmess –c  /usr/local/bin/MultiExample_JMess_Player1_multi.xml

- green box – player's JackTrip connection 
(inbound and outbound)

- grey box – not in use

- purple box – Player mixing channels – Ardour

- red box – Player multi channels – Ardour

- blue solid line – connection made by the 
connect_players script when the player 
connects

- red dotted line – Player connection made by 
the connect_players script if a JMess XML file 
for the player exists in /usr/local/etc/  (it's 
possible that players will send AND receive)
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sending post-fader
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2  

1 
2  

Multichannel examples 
mike@haven2.com

Player receiving

Player3

-a Player3

Player multi in, 
sending pre-fader

1 – Mix-minus (L)
2 – Mix-minus (R)
3 – Player1 (L)
4 – Player1 (R)
5 – Player2 (L)
6 – Player2 (R)
7 – Player3 (L)
8 – Player3 (R)
9 – Player4 (L)
10 – Player4 (R)
11 – Player5 (L)
12 – Player5 (R)
13 – Player6 (L)
14 – Player6 (R)

Player4
-a Player4

Player skipped, 
occupied by Player 3 

Player1Player 
sending post-fader

Mix minus

Mix minus

Player8

-a Player6
Player multi in, 

sending post-fader

Mix minus

Player7
-a Player7

Player skipped, 
occupied by Player 6

-a Player8

–multi Player3

Mix minus

-a Player1

–multi Player4

–multi Player6

–multi Player7

Player51 
2  

1 
2  

1 
2  

1 
2  

Player5
-a Player5

Player not 
sending 

or receiving multi

Mix minus

–multi Player5

–multi Player1

–multi Player8

Mix minus

Mix minus

1 (L)
2 (R)
3 (L)
4 (R)

Mix minus

Player6
1 (L)
2 (R)
3 (L)
4 (R)

Player8

(mute to p3)

(mute to p6)

1 
2  

1 
2  

1 
2  

1 
2  

1 
2  

Player2Player 
sending pre-fader

–multi Player21 
2  

JackTrip receive Ardour mixer Multi-channel JackTrip sendExample file: Player2, sending pre-fader
(Replace 'MultiExample' with a session name) 
/usr/local/bin/MultiExample_JMess_Player2_multi.xm
l

<jmess>
  <connection>
    <output>Player2:receive_1</output>
    <input>ardour:-multi Player2/audio_in 1</input>
  </connection>  
  <connection>
    <output>Player2:receive_2</output>
    <input>ardour:-multi Player2/audio_in 2</input>
  </connection> 
</jmess> 
 
test connections running JMess against the file name, eg:
jmess –c  /usr/local/bin/MultiExample_JMess_Player2_multi.xml

- green box – player's JackTrip connection 
(inbound and outbound)

- grey box – not in use

- purple box – Player mixing channels – Ardour

- red box – Player multi channels – Ardour

- blue solid line – connection made by the 
connect_players script when the player 
connects

- red dotted line – Player connection made by 
the connect_players script if a JMess XML file 
for the player exists in /usr/local/etc/  (it's 
possible that players will send AND receive)
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Multichannel examples 
mike@haven2.com

Player2Player 
sending pre-fader

Player receiving

1 – Mix-minus (L)
2 – Mix-minus (R)
3 – Player1 (L)
4 – Player1 (R)
5 – Player2 (L)
6 – Player2 (R)
7 – Player3 (L)
8 – Player3 (R)
9 – Player4 (L)
10 – Player4 (R)
11 – Player5 (L)
12 – Player5 (R)
13 – Player6 (L)
14 – Player6 (R)

Player1Player 
sending post-fader

Mix minus

Mix minus

Player8

-a Player6
Player multi in, 

sending post-fader

Mix minus

Player7
-a Player7

Player skipped, 
occupied by Player 6

-a Player8

-a Player2 Mix minus

-a Player1

–multi Player6

–multi Player7

Player51 
2  

1 
2  

1 
2  

1 
2  

Player5
-a Player5

Player not 
sending 

or receiving multi

Mix minus

–multi Player5

–multi Player1

–multi Player2

–multi Player8

Mix minus

Mix minus

Mix minus

Player6
1 (L)
2 (R)
3 (L)
4 (R)

Player8

(mute to p3)

(mute to p6)

1 
2  
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1 
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1 
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1 
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Player3Player multi in, 
sending pre-fader

Player4
-a Player4

Player skipped, 
occupied by Player 3 

-multi Player3

-multi Player4

1 (L)
2 (R)
3 (L)
4 (R)

1 
2  

JackTrip receive Ardour mixer Multi-channel JackTrip sendExample file: Player3, sending 4-chan multi-in pre-
fader
(Replace 'MultiExample' with a session name) 
/usr/local/bin/MultiExample_JMess_Player2_multi.xml

 <connection>  
    <output>Player3:receive_1</output>
    <input>ardour:-multi Player3/audio_in 1</input>
  </connection>  
  <connection>
    <output>Player3:receive_2</output>
    <input>ardour:-multi Player3/audio_in 2</input>
  </connection> 
   
  <connection>  
    <output>Player3:receive_3</output>
    <input>ardour:-a Player4/audio_in 1</input>
  </connection>  
  <connection>
    <output>Player3:receive_4</output>
    <input>ardour:-a Player4/audio_in 2</input>
  </connection> 
     
  <connection>
    <output>Player3:receive_3</output>
    <input>ardour:-multi Player4/audio_in 1</input>
  </connection>  
  <connection>
    <output>Player3:receive_4</output>
    <input>ardour:-multi Player4/audio_in 2</input>
  </connection>
  
test connections running JMess against the file name, eg:
jmess –c  /usr/local/bin/MultiExample_JMess_Player3_multi.xml

- green box – player's JackTrip connection 
(inbound and outbound)

- grey box – not in use

- purple box – Player mixing channels – Ardour

- red box – Player multi channels – Ardour

- blue solid line – connection made by the 
connect_players script when the player 
connects

- red dotted line – Player connection made by 
the connect_players script if a JMess XML file 
for the player exists in /usr/local/etc/  (it's 
possible that players will send AND receive)
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Multichannel examples 
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Player2Player 
sending pre-fader

Player receiving

1 – Mix-minus (L)
2 – Mix-minus (R)
3 – Player1 (L)
4 – Player1 (R)
5 – Player2 (L)
6 – Player2 (R)
7 – Player3 (L)
8 – Player3 (R)
9 – Player4 (L)
10 – Player4 (R)
11 – Player5 (L)
12 – Player5 (R)
13 – Player6 (L)
14 – Player6 (R)

Player1Player 
sending post-fader

Mix minus

Mix minus

Player8

-a Player6
Player multi in, 

sending post-fader

Mix minus

Player7
-a Player7

Player skipped, 
occupied by Player 6

-a Player8

-a Player2 Mix minus

-a Player1

–multi Player6

–multi Player7

Player51 
2  

1 
2  

1 
2  

1 
2  

Mix minus

–multi Player1

–multi Player2

–multi Player8

Mix minus

Mix minus

Mix minus

Player6
1 (L)
2 (R)
3 (L)
4 (R)

Player8

(mute to p3)

(mute to p6)

1 
2  

1 
2  

1 
2  

1 
2  

Player5
-a Player5

Player not 
sending 

or receiving multi

–multi Player51 
2  

JackTrip receive Ardour mixer Multi-channel JackTrip sendThis player has no JMess file because they're not 
sending or receiving multi-channel audio

- green box – player's JackTrip connection 
(inbound and outbound)

- grey box – not in use

- purple box – Player mixing channels – Ardour

- red box – Player multi channels – Ardour

- blue solid line – connection made by the 
connect_players script when the player 
connects

- red dotted line – Player connection made by 
the connect_players script if a JMess XML file 
for the player exists in /usr/local/etc/  (it's 
possible that players will send AND receive)
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Multichannel examples 
mike@haven2.com

Player2Player 
sending pre-fader

Player receiving

1 – Mix-minus (L)
2 – Mix-minus (R)
3 – Player1 (L)
4 – Player1 (R)
5 – Player2 (L)
6 – Player2 (R)
7 – Player3 (L)
8 – Player3 (R)
9 – Player4 (L)
10 – Player4 (R)
11 – Player5 (L)
12 – Player5 (R)
13 – Player6 (L)
14 – Player6 (R)

Player1Player 
sending post-fader

Mix minus

Mix minus

Player8

Mix minus

-a Player8

-a Player2 Mix minus

-a Player1

Player51 
2  

1 
2  

1 
2  

1 
2  

Player5
-a Player5

Player not 
sending 

or receiving multi

Mix minus

–multi Player5

–multi Player1

–multi Player2

–multi Player8

Mix minus

Mix minus

Mix minus

Player8

(mute to p3)

(mute to p6)

1 
2  

1 
2  

1 
2  

1 
2  

-a Player6
Player multi in, 

sending post-fader

Player7
-a Player7

Player skipped, 
occupied by Player 6

–multi Player6

–multi Player7

Player6
1 (L)
2 (R)
3 (L)
4 (R)

1 
2  

JackTrip receive Ardour mixer Multi-channel JackTrip sendExample file: Player6, sending 4-chan multi-in post-fader
(Replace 'MultiExample' with a session name) 
/usr/local/bin/MultiExample_JMess_Player2_multi.xml

 <connection>  
    <output> ardour:-a Player6/audio_out 1</output>
    <input>ardour:-multi Player6/audio_in 1</input>
  </connection>  
  <connection>
    <output> ardour:-a Player6/audio_out 1 </output>
    <input>ardour:-multi Player6/audio_in 2</input>
  </connection> 
   
  <connection>  
    <output>Player6:receive_3</output>
    <input>ardour:-a Player7/audio_in 1</input>
  </connection>  
  <connection>
    <output>Player6:receive_4</output>
    <input>ardour:-a Player7/audio_in 2</input>
  </connection> 
     
  <connection>
    <output>ardour:-a Player7/audio_out 1</output>
    <input>ardour:-multi Player7/audio_in 1</input>
  </connection>  
  <connection>
    <output>ardour:-a Player7/audio_out 1</output>
    <input>ardour:-multi Player7/audio_in 2</input>
  </connection>
  
test connections running JMess against the file name, eg:
jmess –c  /usr/local/bin/MultiExample_JMess_Player6_multi.xml

- green box – player's JackTrip connection 
(inbound and outbound)

- grey box – not in use

- purple box – Player mixing channels – Ardour

- red box – Player multi channels – Ardour

- blue solid line – connection made by the 
connect_players script when the player 
connects

- red dotted line – Player connection made by 
the connect_players script if a JMess XML file 
for the player exists in /usr/local/etc/  (it's 
possible that players will send AND receive)
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Multichannel examples 
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Player2Player 
sending pre-fader

Player1Player 
sending post-fader

-a Player2

-a Player1
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2  

1 
2  

Player5
-a Player5

Player not 
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(mute to p6)
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2  

1 
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1 
2  

 <connection>
    <output>ardour:-multi Player1/audio_out 1</output>
    <input>Player8:send_3</input>
  </connection>
  <connection>
    <output>ardour:-multi Player1/audio_out 2</output>
    <input>Player8:send_4</input>
  </connection>  
  
  <connection>
    <output>ardour:-multi Player2/audio_out 1</output>
    <input>Player8:send_5</input>
  </connection>
  <connection>
    <output>ardour:-multi Player2/audio_out 2</output>
    <input>Player8:send_6</input>
  </connection>  
  
  <connection>
    <output>ardour:-multi Player3/audio_out 1</output>
    <input>Player8:send_7</input>
  </connection>
  <connection>
    <output>ardour:-multi Player3/audio_out 2</output>
    <input>Player8:send_8</input>
  </connection>  

 <connection>
    <output>ardour:-multi Player4/audio_out 1</output>
    <input>Player8:send_9</input>
  </connection>
  <connection>
    <output>ardour:-multi Player4/audio_out 2</output>
    <input>Player8:send_10</input>
  </connection> 
   
  <connection>
    <output>ardour:-multi Player6/audio_out 1</output>
    <input>Player8:send_11</input>
  </connection>
  <connection>
    <output>ardour:-multi Player6/audio_out 2</output>
    <input>Player8:send_12</input>
  </connection> 
  
  <connection>
    <output>ardour:-multi Player7/audio_out 1</output>
    <input>Player8:send_13</input>
  </connection>
  <connection>
    <output>ardour:-multi Player7/audio_out 2</output>
    <input>Player8:send_14</input>
  </connection> 

Player receiving Player8
-a Player8

–multi Player81 
2  

–multi Player7

–multi Player6

-multi Player3

-multi Player4

–multi Player5

–multi Player1

–multi Player2

1 – Mix-minus (L)
2 – Mix-minus (R)
3 – Player1 (L)
4 – Player1 (R)
5 – Player2 (L)
6 – Player2 (R)
7 – Player3 (L)
8 – Player3 (R)
9 – Player4 (L)
10 – Player4 (R)
11 – Player5 (L)
12 – Player5 (R)
13 – Player6 (L)
14 – Player6 (R)

Player8

Example file: Player8, receiving 12-chan multi-in
(Replace 'MultiExample' with a session name) 
/usr/local/bin/MultiExample_JMess_Player8_multi.xml

Mix minus

Multi-channel JackTrip send

- green box – player's JackTrip connection 
(inbound and outbound)

- grey box – not in use

- purple box – Player mixing channels – Ardour

- red box – Player multi channels – Ardour

- blue solid line – connection made by the 
connect_players script when the player 
connects

- red dotted line – Player connection made by 
the connect_players script if a JMess XML file 
for the player exists in /usr/local/etc/  (it's 
possible that players will send AND receive)


