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App download and 
registration of player
Connect your player to the internet, using either Wi-Fi or wired Ethernet. 
Log into the Google Play Store – you will have the opportunity to create an 
account here if you do not already have one. 

When you are logged into the Play Store,use the search function to search 
for DisplayMapper. Click on the DisplayMapper icon when it is found and 
click install, accepting the permissions. Once DisplayMapper is installed, 
you can then run the app, and showing the following screen. You may have 
requests for permission, which should be granted – this is device specific, 
not DisplayMapper. The code then shown is required to register the player 
against your account, so it is helpful to make a note of this. The keyboard 
and mouse may now be removed.

If at any stage you need to shut the app down, insert a mouse (your android 
device may have a remote control that emulates a mouse) and right click in 
the bottom left hand corner and select your required shutdown parameter 
from the pop up menu.

1. 
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Account registration
Go to www.displaymapper.com on a laptop, tablet or any web enabled 
device – do not use the DisplayMapper player. Select the Buy Now button 
and this will take you through to the Payments page as shown below.

Enter the number of licenses required, your VAT number and any promo 
discount code you have been given. Once this is complete select the 
Checkout button to go to the account creation screen.

Please note the username and password will be required for future login to 
the site and will be specific to you. If you wish to add additional users to 
the account, then please email support@displaymapper.com with the new 
user’s details.

2. 
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You will now be asked to complete a credit card payment authorisation form 
to complete the transaction.

This will bring you to the My Account tab on the Dashboard

Player registration on  
your account
Click on Devices and then Add new player. You will be presented with the 
following screen:

3. 



DisplayMapper User Guide 06

DisplayMapper.com

Enter a name for the player and then enter the player code from the android 
device – in this example case, this is pgu792.

Click Save Changes and you will see a pop up stating that you have 
successfully added a player. Close this pop up and you will be viewing the 
Dashboard. 

Licensing Manager
You will now need to license the player with the previously purchased 
license(s). Go to the My Account tab on the dashboard and scroll down to 
the bottom where you will find the licensing section

In the License Allocation section, you will need to tick each player you wish 
to be active. If a player is not ticked, then it will not show up under the 
devices tab.

If you wish to purchase additional licenses, or at any time in the future, 
then state how many in the quantity box under the Buy Additional Licenses 
heading and select buy. This will take you through to the purchasing screen 
to complete the transaction.

If you wish to view or download your previous purchase invoices, then 
select the View Invoices button under previous Purchases. This will provide 
a drop down menu box with your purchase history for you to select the 
required invoice.

4. 
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Extension or merging of existing licenses 
To extend a license select the relevant license from the Licensing section 
and then select the Extend button.

This will take you through to the purchasing screen to complete the 
transaction.

To merge two or more licenses into a single license then please tick the 
relevant licenses in the Licensing section and then select the Merge button.

This will take you through to the purchasing screen to complete the 
transaction. The product area will show which licenses are being merged 
and the start and end dates of this new license.
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Dashboard
This is the home page for DisplayMapper which defaults to the Devices tab 
and allows you quickly to see all the groups and players you have allocated 
to your account.

Groups can be created by selecting the Add Group button and then naming 
the newly formed group. Players may then be dragged into this group on 
then left hand side drop down. Groups can be a store, city, area or country. 
Groups may also have sub groups beneath them so you can build up a 
structure for content delivery that suits your needs. Groups can be deleted 
or renamed to suit your requirements.

Players are added using the Add Player button but will only show on the 
right hand player screen once they have been licensed, using the License 
Manager in the My Account tab.

Selecting any player will bring up that player’s information screen.

5. 
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The controls on this screen are dealt with in future chapters of this manual

Main Dashboard tabs – Content 
This allows you to see all the media assets that have been loaded onto your 
account, along with the date they were added. Where possible, a thumbnail 
of each piece of content is shown.

Assets may also be deleted from the account by pressing the X Delete 
button to the right of each piece of content. If an asset is currently in use, 
then it may not be deleted. 
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My Account  
This is used for the purchasing, extending, merging and managing of 
licenses, your account details and a password change/reset facility.

Error Logs 
These record any events which DisplayMapper cannot resolve, projector 
control issues, camera faults etc. Those in red are the latest unseen error 
messages
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Content Manager
This is used to add new and existing media to player schedules, single 
video, interactive or web feeds.

With the device tab selected on the Dashboard, select which player(s) you 
wish to add media or reschedule by ticking the box to the right of each 
player, then select the Content Manager from the menu row above.

The first screen will allow you to define what type of content you will be 
working with. We will step through each type.

6. 
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Single media playback – non interactive 
Select the Video button, this will bring up the Add media window:

You can either schedule existing media by selecting the required media 
from the Existing Media drop down menu, or you can add new media by 
selecting the Add New Media button, then inserting a file name, choosing 
the media and uploading it. 

Once new media has been uploaded successfully a media uploaded ok will 
appear – do not click away until you see this window, it may take a minute 
or two whilst the content is verified. Once the content has been successfully 
uploaded it will appear in the existing media drop down window. 
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Now select next, this will take you to the Scheduler.

Select the required date and time for the media to be played and then 
select next. If you wish the media to start playing now, then just select next.

Remember that all times will be in that of the local player.

When this has been done successfully an All done message will appear:
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Interactive media playback 
Select the Interactive option from the Select Type menu, this will bring up 
the interactive media window.

The background media will play by default when no interactive trigger has 
been set off, or 0 has been pressed.

Each of the trigger numbers relates to a USB keyboard press – or an 
emulation by an external trigger, please see the hardware section for 
information on this. Please ensure you select the correct trigger point 
depending on how your system is wired.

If you are to create an interactive schedule based on existing media then 
select the media from the Please Choose media drop down box, otherwise 
click the Browse button to add new media from your PC, Tablet or Phone 
– this media will automatically be uploaded – with a progress bar shown 
below the relevant trigger point.

Then select next and schedule the interactive media as before. Any new 
assets will be downloaded to your player.
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When this has been created successfully the All Done message will appear, 
as per the single video scheduling.

Web content 
For web media then select the Web Content button which will bring up the 
relevant pop up window

Insert the required URL, pressing preview to check it is the correct one. 
Schedule as per the single video scheduling.
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Reversing a content change 
If, at any time, you need to revert to a previously scheduled piece of media, 
this can be done by clicking onto the relevant player; on the player window 
you may delete the media by clicking on the X to the right of the content 
scheduled date and time. The player will automatically revert to the media 
shown above this deleted item.

This function can also be used to delete any old media that will no longer be 
required.
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7. Media Draw Tool
We will now walk through the process of creating templates and mapping 
the media to a particular shape and saving this map to the selected player.

Firstly, select the player and then select the Map media function from the 
player info screen.

If this is the first installation for this player, then this will bring up the Select 
Template screen.
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Here you will be able to select a new blank template, 2 demo templates 
(media and line up grids are automatically made available for you) or any of 
the templates created by yourselves and saved in previous sessions.

If this player has been mapped before it will bring up the current saved map 
at stage 4 of the process – Mapping. If you wish to load a previous map, 
then select Load and select the correct mapping from the drop down box. If 
you wish to create a new template and re map the projector, then press the 
Back key to go to the Choose Template screen.

Selecting a blank template will come up with the following screen:

Controls:

The 2 left buttons will step you forward and backwards through the Drawing 
Tool and Mapping process.

The load button in Draw Tool mode will allow you to load a previously saved 
template, in Mapping mode this will allow you to recall any previously saved 
mapping.

The Save button in Draw Tool mode will allow you to name and save your 
template and have it available in the My templates section. In mapping 
mode this will save the current mapping and it will be available for that 
player by using the Load button.



DisplayMapper User Guide 19

DisplayMapper.com

These buttons control the screen mode in Drawing Tool and the Projector 
output during the mapping stage.

 
In Drawing Tool operation: 
Wireframe – this is the drawn template grid with no other media showing, 
on the screen of the device you are using the drawing tool on.

Line Up – this will show a dimmed version of your line up grid (usually a 
frame of the video content) and will be a png or jpeg file on the screen of 
the device you are using the drawing tool on.

Media – this will allow you to select and play/pause the video you wish to 
display; on the screen of the device you are using the drawing tool on.

URL – this will allow you to open a webpage to draw around, on the screen 
of the device you are using the drawing tool on.

 
In Mapping operation: 
Wireframe is not used in mapping mode as this will give a blank screen.

The remaining buttons will project that media source onto the projection 
area but will not change the screen of the device you are using to map from.

These buttons, in Drawing Tool mode only, will allow you to add Quad or 
Triangles to your image to allow you to create a template over the top of 
the line-up image – a full explanation on the use of these controls follows 
this section. The individual polygons can be selected and moved around 
the screen as required. To deselect a polygon click on the point of another 
polygon.
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These controls will allow you to move individual points, select how far each 
button press moves a point – fine is 1 pixel and course is 6 pixels – and 
select next or previous points.

Creating a template from a blank screen using Drawing Tool

Step 1 Template selection 
Starting from a blank screen you will need to add your line up image first by 
selecting the Line Up mode then using the Upload button to browse to the 
image required and uploading it. Once it has appeared it will look dim, this 
is to allow you to see each point as you draw them onto the image.

You will then need to decide how you draw around the shape using the ADD 
QUAD and ADD TRIANGLE buttons.

The shape shown consists of a variety of triangles so we will add the 
necessary polygons to draw around the line-up image. 
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When you add a polygon it will automatically be in drag mode so that 
you can move it to the correct position on the line up grid. To end this 
movement, you will need to click on any point on any other polygon, then 
select the point you wish to move.

Step 2 Adding your first polygon 
Select Add TRIANGLE, this will place a new triangle in the middle of the 
screen.

The triangle can now be moved to the correct area on the drawing, but 
points are not able to move until a second polygon is added (Quad or 
Triangle).

Step 3 Adding a second and subsequent polygons 
Add a second triangle and again move it to the required position.

Now click on any point on the first triangle and you will now be able to 
move that point to its correct position. Click on the next point and again 
move it to the correct position, then the last point of this triangle. Now 
select any point on the second triangle and repeat the process to move all 3 
points to the correct place.

As you bring 2 points together they will snap together and create a merged 
point. If this point needs to be un merged, then you will need to select that 
polygon by clicking on the relevant polygon and moving it away from the 
area – this will break all merged points with that polygon and will require 
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each of the 3 or 4 points to be mapped in again.

If any polygons are incorrect, i.e. you needed a triangle rather than a quad, 
then select them in the polygon scroll menu and click on the X to the right of 
the polygon number to delete that polygon.

Now continue to add polygons and move the points to complete the 
template

At any time, you are able to add a previously saved template to your screen 
by clicking on the Load button and selecting the template you wish to use.

Step 4 Checking and saving your template 
If you now select wireframe mode, you will see the template without any 
background image.

If you wish to check that your video media is correctly covered then click on 
the MEDIA tab in the screen mode section and then select your video and 
then use the play/pause buttons to control it. This will only be played on 
the screen of the device you are using the drawing tool on. Points may be 
moved if required to fine tune your template.

Once you are happy with your template then select the Save button on the 
top line control bar, this will bring up a save window. Insert a name for your 
template and click Save. 



DisplayMapper User Guide 23

DisplayMapper.com

This template will now be saved to your account and will be available to all 
players on your network from the Choose Template screen, located in the 
My Templates section at the bottom of the screen.

Once the template has been saved, you will be taken into the Mapping 
section of DisplayMapper. If you wish to exit at this point then select 
Dashboard from the very top line of DisplayMapper to go back to the home 
page, or Logout if required as your progress to this point has been saved for 
use later.

Mapping the template to the 
required shape
This is carried out in 2 stages, firstly Perspective Adjustment then the 
Mapping.

Step 1. Perspective adjustment 
This is used to correct any error created by the difference in projector 
position from the position that the content was created on. Most content is 
produced front on where as the projector tends to be mounted higher and 
therefore looks at the canvas differently. Using perspective adjustment, you 
can align the projector output over the required projection area and ensure 
it is roughly correct in size and to ensure that circles are not ellipses and 
squares are not rectangles.

8. 
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If you have previously saved a template and wish to use this to create your 
mapping from then please Choose the template and save it again – do not 
change the name, this will bring you to the Perspective Adjustment screen:

Click on the Line up mode to change the projector output to the line-up 
image.

Move each corner point so the image appears in the correct place in the 
display, and sizing is correct. Check that circles are round and squares are 
correct. This will require moving round each point several times, once you 
are roughly in position you will need smaller and smaller adjustments to 
complete the process. 

When you are satisfied that the image is in the best possible position select 
Next from the top line menu to take you to the Mapping stage.

If at any stage you wish to recall a previous mapping then select the Load 
button, this will produce a drop down menu showing all previous saved 
mappings.

Step 2. Mapping points 
This is used to ensure that each point on the line-up image and/or video is in 
the correct place.
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Select each point that requires positioning and using the controls, or mouse, 
move the point to the required position. 

Check that the video content plays correctly by selecting the Media tab and 
then choosing the correct video to play.

When you have created the correct mapping for your application select 
Save from the top line menu and give the mapping a name for future 
reference.
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If you are opening a mapping session on a device already in operation then 
you will automatically go to step 2. Mapping Points. If you wish to start again 
with a new template then press the back key to go to the Choose Template 
screen to start the process again.

Player controls
The user has access to several player controls from the dashboard, these 
being: Reboot, Schedule Tasks, Projector on/off and Photos.

Reboot 
Multiple player reboots require the user to select each player needing a 
reboot using the tick box on the right hand side, then selecting the Reboot 
Player button at the top of the player list:

For a single device you can use the Reboot button on the player’s individual 
information screen.

Schedules – tasks 
Schedules may be set by selecting the Schedules option and then filling in 
the screen with the required information. You do not have to fill out every 
box, just the ones you require.

9. 
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For projector control you will need to ensure the RS232 commands are set 
up and tested.

Projector control 
Projectors requiring control will firstly need to be set up in the Control 
section of the Projector window:
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When you open the control function you will see:

You will need to have the RS232 commands for the projector you are using 
(some popular ones are found in our FAQ section). Firstly, set the Baud rate 
to that required by the projector manufacturer. Then Insert the command 
string into the relevant On or Off command box, press test and wait for the 
response. When you have a successful response then copy this result from 
the Live Response box into the Expected response box and then press save. 
If you have no response, then add or remove the null modem and repeat the 
steps above.

The Info command can be used to query the projector for other commands 
such as lamp life, status requests etc.

Please note that these RS232 commands can be used to switch any RS232 
device, not just the projector.

When you have completed all the required tasks then select the Dashboard 
key from the top menu to return to the home screen.

On each player window you will see individual on & off buttons wvhich will 
now be operational.
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Photo control 
Select the player information screen and you will be presented with the 
photo control section on the bottom right. 

To take a single photo you can press the Take picture button and in a few 
seconds an image from the camera will appear. If this image is too light or 
too dark, then open the Show controls function and select the right hand 
drop down menu

To make the image darker then select a number towards the top of the drop 
down menu; to make the image lighter, select a number towards the bottom 
of the drop down menu.

If you wish to take multiple photos of the projection, for mapping or 
maintenance purposes then the Photo Stream button will provide this 
action. Once pressed the camera will take and send pictures every 4 to 5 
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seconds, until it either times out after 5 minutes or the Stop Stream button is 
pressed.

To make the image larger, press the enlargement arrows on the top right 
hand corner.


