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Emily Interface

The Emily Interface is used to execute commands, load plugins,
view Commands (Info), and adjust settings. Command

Execution Mode Active Plugin Top Bar
Manual Toggle

BeD@BA®=X

Design Manage Load Info Settings Hide Help Min Close

There are two Modes: Active (as shown) and Standby

: : o 1 STANDBY . Launcher
Changing modes can also be accomplished clicking the button or
by saying the Activate/Standby Commands: * " and
‘ ". Note: These commands can be customized in The Ultimate Voice Assistant

Settings.

In Active mode, Emily will execute any Command in the Active
Command Set, including Global Emily Commands and the Standby
Command.

In Standby mode, all Commands are ignored, except the Activate

Command.
Last Executed Command Active Command Set: | t Level
L. Launcher Base e HTIC ©
On startup, the Launcher Plugin is loaded by default.
The Launcher Plugin provides a Command Set to Load Games or
Apps and their associated Plugins, launch websites, or perform Diészﬁézﬁ Displays Active F——
Desktop tasks, all with a spoken phrase. Command Command Set Indicator Area




Emily Interface - Top Bar

The Top bar offers quick actions:

Select Design to launch the Plugin Designer. The Active Command
Set will be loaded for editing.

Select Manage to open the Plugin Manager to perform tasks such as
duplicating, importing/exporting, or creating a new Plugin. If the
Manage icon is replaced by the Plugin Update icon, then select it to
open the Manager. The Plugin that requires updating will be
marked.

Select Load to quickly load a Plugin. Loading Plugins can also be
accomplished with a Command via the Launcher Plugin.

Select Info to display all Commands available in each Command
Set of the Active Plugin. Keep this up on a separate screen to
quickly reference commands.

Select Settings to adjust various setting.

Select Hide to reduce the size of the Emily Interface to minimize
screen real estate. Expand to restore the size.

Select Help to access this User Guide, How-to videos, access to the
Emily Support Team on Discord® or to submit a support ticket.

/ Top Bar

BEsesbO@doAa@=X

Design Manage Load Info  Settings Hide Help Min

STANDBY . Launcher

The Ultimate Voice Assistant

Last Executed Command Active Command Set:

Launcher Base

Input Level HTTIC ©

Plugin Update Available
Bob@8®Aa@=X

Design Plugin Load Info  Settings Hide Help Min Close

STANDBY . Launcher




Emily Interface - HTTC/PFC s . Litinches

Hold to Talk for Comms (HTTC) and Push for Commands (PFC) are two
features that control when Emily executes commands based on how you
choose to communicate with others on in-game voice communication or
other communication Apps, such as Discord®.

The Ultimate Voice Assistant

The default setting is Disabled.

If you will be talking with other people while executing Commands with
Emily, then enable HTTC or PFC in Settings.

Last Execated Command Active Command Set: Input Lovel HTTC ©
Launcher Base

Select the Settings icon, then select the HTTC/PFC icon.

- S0z SEttings Version: 3.2.3
Follow the Setup Instructions to use HTTC or PFC in conjunction with
; -tup J 22 [Hold to Talk for Comms (HTTC) enabled
Discord® or in-game Commes. Genera
Emily will only execute Commands when an HTTC Key or HTTC D PFC D Mouse D
'& Button is released.
Comms Recommended Setup: Key D XBox D Joy1 D loy2 D
To prevent others from hearing Commands, assign the
@ same HTTC key or button to the Push-to-Talk function
Headset in any other communication App or in-Game Comms. HTTC Key 1 [ Insert ] ’ RECORD ‘
Streamers:
“ﬂ@; Assign additional HTTC Keys to other comms software HTTC Key 2 [ ] ’ RECORD ‘
T (e.g. OBS, Stream Deck).
S~ HTTC Key 3 [ ] ’RECORD‘
oDD
Suppo
PPt HTTC Release Time (ms] — +

Assign Keys, XBox, or Joystick buttons to operate HTTC.




Emily Interface - On-Demand Designer

The On Demand Designer (ODD) feature can be used while
designing a plugin. ODD reduces manual interaction with the
Emily Interface, Plugin Designer, and the Game or App.

When enabled, you can swap between the Game/App and the
Plugin Designer with two Commands: “Open Plugin Designer”
and "Close Plugin Designer”.

Press Alt-Tab is not required with ODD enabled.

Turn off ODD when not editing a Game Plugin.

Settings

Version: 2.1.5

Support

On Demand Designer orr (@ ) on
How to use ODD:

1. While in Game or using an App, say "Open Plugin Designer”.

2. When the Plugin Designer appears, make edits to the Plugin,

If recording a mouse move, 1) dick the record button and then 2) say "Record Mouse Position™ and the mouse
position is added to the Action list.

3. When finished, say "Close Plugin Designer®. Saving occurs automatically.

Note: The Active on Launch setting is now enabled and must remain enabled while using ODD.

Recommendations: Do not use ODD when talking with others and turn OFF when finished editing.

Note: ODD may not work with all Games or Apps. Set the Game to Windowed or Borderless to get some ODD
functionality. Else, use Alt+Tab.

Enables or disables the On Demand Designer feature.




Learn Commands via Quick Reference

Once a Plugin is loaded into the Emily Interface, you

can begin issuing Commands for the active
Command Set.

You can also learn the Commands using the Quick
Reference.

Select the Info icon on the Emily Interface.
Speak Commands with the Quick Reference open.

Filter Commands by Command Set and Category.
When you change Command Sets via Voice
Command, the listed Commands will also change.
Say the Global Command “Change Category to
“CATEGORY’, to filter the Commands by the
category.

Select a Command and the Description and Critical
Notes appear.

Two Print options are available:
* PDF - Detailed List of Commands
* Text - Only Commands by Category

Global Commands are also presented.

STANDBY . Launcher

B & O

Design Manage Load

=

Help Min Close

« Back [ﬁﬁﬂ.{m

Quick Reference

PDF Text Max
Category: | Power Targeting Shields Flight Weapons Systems Displays Camera Special Role Misc
Command Sets Commands Global Commands
o ) Get Ready Emily
Sz Lo Acknowledge ATC Select One View 3 Rl (Bl
51000 Interface . . Cancel Command
Adjust Flight Reference Select Seven Zoom In Full Be Quiet Emily
Pilot Call ATC Select Six Zoom Out Full Reset All Cumma"d_umks
Reset All Key Monitors
Check Primary Flight Display Select Three Oy Hig I P2z
Close Plugin Designer
Close ATC Select Two Change Category to [Category]
Show All Commands
Cockpit View Set Custom Cockpit Camera Command Description

External View
Heads Up
Landing View
Select Eight
Select Five
Select Four

Select Nine

Set Transponder
Toggle Checklist
Toggle Drone View
Toggle Map
Toggle Nav Log
View 1

View 2

Critical Notes

Listening Mode
Active

Active Command Set:
Pilot

Last Executed Command




Install an Official Emily Plugin or a Community Created Plugin

There are Official Emily Plugins and Community STANDBY . Launcher
designed plugins available at not cost.

@\mw@%@@x

Design |Manage | Load Info  Settings Help Min

. . L Plugin Manager
To install, select the Manage button on the Emily 7
o -y i Plugin Details
Interface to open the Plugin Manager. oo | | G [[[ . o) B . =
=|I}= FS Plugin HLL Plugin Launcher S Extra Starfield Pluginb Required Plugin Setup Instructions
Create DuhDeer
Select the Download button. e
Design
Select the Plugin you want and select the Install Sl
Load 1L
button 3 Wos Plugin
. r‘ 9
Dup!ate v1.00
To modify an Official Emily Plugin: Select Duplicate, 4
Edit
then select Design.
Delete
Community Plugins have been reviewed and a8 Plugin Desciption
approved by the Emily Software Team. =
Export
@iiz Select an action on the left.
Share




Setup an Official Emily Plugin

In this example, the “SC-Plugin” includes Required
Plugin Setup Instructions.

Adhering to these instructions ensures successful
Plugin functionality.

Be sure to read the Plugin Description for important
information.

Some Plugins include a Key Binding File, indicated by
the Key File icon. Select this icon to view the files.

Plugin Manager
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Smitator

FS Plugin

S@D

Starfield Pluginé

Plugin Details

Key File Print

STAR
T ®
HLL Plugin Launcher SCI-l"'ltZJ;n
DuhDeer -
Read the Setup
67 Instructions
_WoRLD_
WARGHIPS
WoWs Plugin

v1.00

Read the
Descriptions

Required Plugin Setup Instructions

** READ THE SC GUIDE FIRST BEFORE USING. **

 Press the key file icon to access the key file :
Nr:ilyxxxxmus_exported . Check out the SC-Plugin
Guide

ated in the Support Documentation folder, with
MFD key binds and other info. Failure to do so will cause
commands to fail. **

**NOTE** All command sets are base lined and may need
adjusting to meet your needs per ship or pc/internet or
game conditions.

3

A

(%)
o
8
®

Select an action on the left.

\ Plugin Description

The S&’Iugin is designed to work with Star Citizen®.

Warning that game is in development and some
commands may not work as expected .




Import a Plugin

If a friend has created a Plugin, it can be imported.
Likewise, any Plugin you create can be exported.

If you wish to create a Plugin, see the Create a Plugin
guide.

Plugins are exported as .zip files. The .zip files are not
password protected. Do not password protect the
zip file, as this will prevent your friend from being
able to import the .zip file.

- Back

Plugin Manager
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HLL Plugin Launcher SC Extra SC-Plugin
DuhDeer Official Emily Plug
vino V3242
__WORLD
WARHIPS
WoWs Plugin
i 7:\:1.0.0-

CAUTION

You are solely responsible for any damages caused by
importing a Plugin.

Make sure that you trust who created the Plugin.

The Plugin you are importing may contain viruses, malicious
content, or Copyrighted material, which is a breach of the
EULA.

Official Emily Plugins and approved User Created Plugins are
available by clicking the Get More Plugins button.

Only Plugins exported from this application are compatible.

o
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Click the folder icon. Select the Plugin ZIP file you wish to import.

I understand that | am solely responsible for any
damage caused by the Plugin. | have scanned the
Plugin with anti-virus software and it has been deemed
safe.

Cancel




Share a Plugin
Another excellent feature is the ability to share a
Plugin you have developed with the Community.

Select the Share button and note the instructions.

Once we review and approve your Plugin, it will be
available in the Plugin Manager for others to install as
well as list it on the Emily Website.

Plugin Manager

Help

S

FS Plugin

S@D

Starfield Plugint

STAR
Il @)
, S
- CITIZEN®
HLL Plugin Launcher SC Extra SC-Plugin
DuhDeer Dfficia Slug
vi.0.0 v32432
__Woulo _
WARSHIPS
WoWs Plugin
T oo

Enter details for the selected Plugin.

FS Plugin

1) Export your Plugin first.

2} Select Cancel, then select Export on the Menu Bar.

3} Next, select the Submit button to open the Emily Discord Channel.

4} Upload your Plugin to the plugin-submission Channel and we'll
review it.

Approved Plugins will be listed in the Plugin Manager for other Emily
users to install and will also be listed on our website.

Cancel Submit




Create a Plugin

Plugins are created in the Plugin Manager.

Select the Manage button.

-

. Launcher

The Ultimate Voice Assistant

)& A ® =X

Design Info  Settings Hide Help Min

Last Executed Command Active Command Set: Input Level
Launcher Base [ ]

HTTC




Create a Plugin

Select the Create button.
Enter and select information about the Plugin

Important notes:
The Primary Command Set is the first Command Set
that loads when the Plugin is loaded.

Select the appropriate type of Command Set based

on the Game or App:

* Select Character if the Game begins in with controlling a
character.

» Select Vehicle if the Game begins with controlling a
vehicle.

* Select Interface for Desktop Apps

* Select Misc for miscellaneous desktop tasks.

. )
- Plugin Manager
Help
d _ CTAR Enter Plugin Name
[ = [ LN | |
Download Sm“ hﬁm_ i @g
a S e Select Primary Command Set Type
[ FS Plugin HLL Plugin Launcher SC Extra SC-Plugin ag—— Y P
Create DuhDoar P Add Icon
V100 3242 Character Interface
= -
= 3 -]  Browse Vehicle Misc
Desig
" N :| . qb Wikl Enter Primary Command Set Name
e ~ WARSHIPS |
Starfield Pluginé WoWs Plugin . . .
[D fhicial E . Enter Required Plugin Setup Instructions
Duplicate viee
“Edit
[
Delete
EJ Enter Plugin Description
Import
%)
Export

Enter details for the new Plugin.

Each Plugin requires a Primary Command Set, which is loaded first whenever the Plugin is loaded.

Cancel Confirm




Create a Plugin

Select the Design button to begin designing the
Plugin’s Primary Command Set.

Important Note:

The Plugin Designer will always open the Primary

Command Set.

Example Plugin Structure

Command Set Type
(e.g. Character)

]

Plugin
|
A\ 4 A 4
-
Command Set Type P
(e.g. Vehicle) [—
|

A\ 4

A

A

4

Command Set

Command Set

Command Set

(e.g. Prop Planes) (e.g. Jet Planes) (e.g. Pilot)
Commands Commands Commands

Plugin Manager

Sl

FS Plugin

./’-.-\\-.
A

Starfield Pluginé

I

HLL Plugin Launcher
DuhDeer

v1.0.0 vi242

SC-Plugin

i
WARSHIPS
‘WoWs Plugin

¥1.00

Plugin Details

Required Plugin Setup Instructions

Plugin Description

Select an action on the left.




Design a Plugin - Plugin Designer Overview

When the Plugin Designer is opened, th

e last edited

Command Set is loaded, unless, in this case, where

only one Command Set exist, the Prima
Set will load.

ry Command

The Plugin Designer is organized in 3 major areas:

* Top Bar

e Command List, Actions & Details, and Action List

* |nstructions Bar

Command List

Instructions Bar

button is clicked

Content changes after any

Plugin Name

Primary
Command Set
Indicator
Command Set Command Set
Name | Type Options

/

- Save and Close

Commands

W Filter

-+ Commana

A Y A Y =
AH-64 Apache | Vehicle IE, o}

Active Command Se Primary Optrers

New Action Action List of:

re
DCS Plugin 555 g @
Mansge  Hefp

't

e

Create the first Command and then Actions will become
available,

Command Description

Empty

Critical Notes

Empty

/

/

v 4

Click on the Simult

As you select each Commfind, the Action List will display the respective Actions.
Right-clic)/a Command to display additional options.
s Event lcon or Command Lock lcon to edit those functions,

/

Actions &
Details

Action List




Design a Plugin - Create a Command

Select the Create Command button to create the first

s e @ sove and Close ALEGS Apache | Vehicie @ k DCS Plugin acs .‘}% ;’g
Commands [ hoieiflly (“'“"“"“’] Action List of: 3t
After the Create Command Button is selected, the | | e
center of the Designer interface will display the Edit |T°ggf;0':'a[?Execmnhbm_ |
Ar‘ea, XBox D Joystick 1 D Joystick 2 D
Select a Category
Commands can be executed with a spoken phase Power  Targeting  Shiekds ~ Flight
(i.e. Command Name) or with an Xbox Controller, Weapans” |“Systerns” [N | Comera
Joystick, or Mouse. The Command will execute R SN W
based on the selected button action type: Press or Cancel /

Release. /

T h € CO mman d LI St can be fl |te re d by Se | eCtI n g th € Commands are the spoken phrase you #ill say to execute the sequential actions and any associated Simultaneous Events.
F| |te r b utto n Wh |C h can ma ke |o Catl ng a CO mman d The Command should: be spelled correctly fith each word beginning with a capital letter (e.g. Primary System, not primary system).

You may also ghnsider adding a dash between words to improve recognition.
much easier.

To show all commands after filtering by Category, Command Structure
select the Reset button. Edit Area

A\ 4

Command Simultaneous Event
Select the Add button in the Edit Area to add the l

Command to the Command List.

\ 4

Actions Actions
(sequential) (sequential)




Command Options

Right-click on a Command to reveal several options:

‘@ a8l 23 T

Edit  Duplicate CopyTo  Create Lock Link Delete

Duplicate the Command.
* Helpful for creating multiple Commands with the same task, but slightly different Action variations, for example, selecting menu items.

Edit the Name and Category assigned to the Command.

Copy the Command to a different Command Set in the current Plugin or a different Plugin.
* Helpful when there are two or more Command Sets with similar commands.
Associated Simultaneous Events and Execute Command Actions are also copied.

Create a Simultaneous Event that executes at the same time as the Command.
e Click this icon to create additional events.
e Click this icon on the Command to view all events.

Pair the selected Command with an opposite Command to Lock Command execution if you have already said the Command.
* Assign reminder Audio Cues that the Command has already been executed.

Link two related Commands together, such that when one Command is executed, the linked Command’s Actions are stopped and vice
versa.

* Great for quickly changing modes or adjusting parameters when used with a button.

Delete the Command, it's Simultaneous Events, and any Locked or Linked Commands.



Design a Plugin - Add Actions

Commands require at least one Action.

In this example, the Key Action is added to the Action
List.

Select the Key button.

The Key Action has four (4) types. Select the
appropriate type (e.g., Press and Release).

Adjust parameters as required.
Press a Key (i.e., the key binding in the Game or App).

Select the Add button to add the Key Action to the
Action List of the selected Command.

. Save and Close AH-64 AP?Ch‘ I veh'd. 9 DCS Plugin &S g @
<tive Comnim Primary  Optioms Manage  Help
Commands Ve - Commaed Mew Action Action List of: Toggle HMD it
; gl HAD Key J Mouse Wait Audio File
Load App :;';;;.";; Send Text  Change To
el Load Plugin
Command Description
Critical Motes
The Key action is used to press a key or a combination of keys that are bound to a function in the Game or App.
Use Press and Release to toggle a key binding in a Game or App.
« Save and Close AH-64 Apa.Ch' I veh'de E 9 DCS Plugin &5 g @
gt Primary  Optioms Help
Commands ubbicille 2] Action List of: Teggle HMD it
Toggle HMD | Select Key Action Type '
Craplorys M""f'c<%‘zr. Press and
Release Hold Key Combo
_Key Release Delay
Press a Key 5 7 + —
H Repeat
il + —
Monitor D Reset All Monitors D
Cancel Add

The Key action is used to press a key or a combination of keys that are bound to a function in the Game or App.
Use Press and Release to toggle a key binding in a Game or App.




Design a Plugin - Action List Details

Now the first Action is available in the Action List.

Actions are performed sequentially, from top to
bottom.

As you select each Command, the Action List will
display the respective Actions.

Use the UP/DOWN arrows to change the position of
the Action

Right-click the Action to access additional options.

1 D @

Edit Duplicate Delete

Add more actions to the Actions list, as required.

- Save and Close

AH-64 Apache | Vehicle |E f@?

DCS Plugin ECS g ®

Active Command Se1 anaty Opm W H*
Commands V' Fier 4 Command New Action Action List of: Toggle HMD 3t
Toggle l Key Mouse Wait Audio File Press and Release: Down Arrow ’_i’ ﬁ y

Displays ! 5 0

Load Ap Launch SendText  ChangeTo
P Website "9
Execute .
G Load Plugin

Command Description

Critical Notes

/.

Adjust the number of times to Press and Release thy Key by changing the Repeat value. Example: A value of 2 will press and release the key twice,

Adjust the duration of time b

pressing down on the key and releasing the key by changing the Delay value.

Right click Zin the Action in the Actions List to Edit, Duplicate, or Delete.

v 4

Add Description of the
Command + Critical
Notes (as required)




Design a Plugin - Action Options

Some Actions have in-list adjustable parameters. Select the respective
box and type in the new value:

- For Press and Release Actions, this is the duration of time from
pressing the Key or Mouse button down and releasing. If the Action is
not performing as intended, adjust this to compensate for serve lag,
game animations, etc.

The exception to this rule is the Execute Command Action, where
Delay is the sum of all Actions within the Command.

Only increase the Delay value to ensure that Execute Commands
Actions occur sequentially.

— This value indicates the number of times the Action should
repeat. Example, a value of 2 would process the Action two times.

Action List of: Toggle HMD

1

Press and Release: Down Arrow

rﬁ

Delay

Repeat

T

J




Command Lock - Example

Prevent a Command from executing if you already issued it with Command Lock.
Create two Commands that toggle the state of something.

Example use of Command Lock:

Create a Landing Gear Deployed Command, then create a Landing Gear Retracted Command.

Right-click one of these two Commands, and select Lock.

I@EI“_TI al| @

Duplicate  Edit CopyTo Create Lack Delete

Select the Opposite toggle Command from the list.
Select both reminder audio files.
Reminder audio files will play if the respective state has already been toggled.

Important Notes:
The lock states are cleared when switching between Command Sets or Plugins.

The lock state can be manually reset by saying the Global Command *

Example

Select the Opposite Command

Accept Flight Plan

Retract Search Light

Select Primary Command reminder audio:

| Affirmitive.m4a ID]
Load

Select Opposite Command reminder audio:
Retract Search Light

‘ Affirmitive.m4a | m
Load

Cancel Add




Simultaneous Events - Example

Achieve complex tasks concurrently and quickly with Simultaneous Events.

Example use of Simultaneous Event
Create a Primary Command called: Approach to Hover. Add an Audio File and a Key Action.

Select Create from the right-click menu to create each Simultaneous Event.

Duplicate  Edit Copy To Lock Delete

Name the first Simultaneous Event: Adjust Cyclic. Add a Key Action, then adjust the Delay to
equal the duration to hold the Key down.

Select Save when all Actions are added. Several Actions can be added, just like the Primary
Command.

Repeat this process for all Simultaneous Events. Each must be added separately.

Important Notes:
All Simultaneous Events execute at the same time when the Primary Command is spoken.

Add Wait Actions to delay their execution, if required.

Actions in each Simultaneous Event Action List occur sequentially, just like the Primary
Command, from top to bottom.

Example

- _
CarvnaalF = s s T T A
SiMuUuitaneoLlls !.‘: Vents

| Approach to Hover - Adjust Cyclic

| Approach to Hover - Raise Collective

\( Save

Approach to Hover - Toggle Anti-
Collision Lights




Commands Link

Use Command Link to group two related Commands together such
that when one Command is executed, the linked Command’s Actions
are stopped and vice versa. Use in conjunction with Command by
Button to control variable ranges, such as increasing and decreasing
a value or to change modes (see Example).

Example: Dynamic Mode Change

We have two Modes. Power Mode will increase our engine output, along with tapping the
boost for 3 secs, while decreasing shield power and weapon power. Power Mode is used
when the target is not in sight and we are maneuvering away. Attack Mode will decrease
the engine output, while increasing shield power and weapon power. Attack Mode is used
when the target is in sight and you are about to fire.

Create both Commands and assign the same button, with Power as a Press Type and Attack
as a Release Type. Right-click on Attack Mode and select Link. Then, select Power Mode in
the list, then link.

Now the two Commands are linked, with the Link icon shown.
Now when the button is pressed and held down, Power Mode will be active, and when
released, Attack Mode is active.

Example: Parameter Adjustment

Similar to the Dynamic Mode Change example, we will use a button to change a parameter.
We will create two commands for each adjustment. We want to press and hold the button
to increase a value and release the button stop increasing that value. Likewise, to decrease
the value, we use a different button. Our Commands are: Increase, Stop Increasing,
Decrease, Stop Decreasing. Once the two buttons are assigned, we want to add Wait
Actions between the other actions to control the speed of the adjustment.

For example, let’s scroll the mouse to adjust a speed limiter. Adding 500ms Wait Actions
between each Scroll Action will adjust the value slowly.

Commands

W Filter ID @ - L 3?

Edit

Attack Mode
Special

Duplicate CopyTo Create Link

Delete

X

Power Mode
Special

]

Commands

57 Filter

~+ Command

Select a Command to link

Power Mode

Cancel

Link

Attack Mode

Power Mode

0+
+0

Important Note:
Select the Link icon on the Command to Unlink.




Commands used to Change To Another Command Set - Example

Easily load another Command Set in the Active Plugin using a
Command.

Example use of Change To Action:
Create a Command to load the HMD Interface Command Set.

Select the HMD Interface Command Set from the list.

Now the Change To icon appears next to the Command.

Toggle HMD =
S

Displays

Important Notes:
Add a similar Command to the other Command Set to change back
and forth between the two.

Select the “Change To Last Command Set”, which will load the Last
loaded Command Set. This is useful for switching to/from another
Command Set to briefly issue Commands, for example, using an
Inventory in a game.

Select Clear All Key Monitors option if the Command Set being
loaded has Key Actions that are being monitored in the current
Command Set. See Actions — Key for more details.

Commands

Y Filter <} Command

Accept Flight Plan
Approach to Hover

Deploy Search Light

Retract Search Light

- D)

Teggle HMD

Display

Select a Command Set

HMD Interface

OR

Change To Last Command Set I

Clear All Key Monitors [:]

Cancel Add




Command Sets

Command Sets make up a Plugin.

A Command Set is made up of Spoken Commands and their respective
actions.

Example:
In the WoWP Plugin, there exist aircraft with propeller engines

and aircraft with jet engines. Both share similar commands, but
also have distinct commands to control systems. We can create
two Command Sets and quickly switch between them via a
Command using the Change To Action (discussed latter). Both are

Vehicle Type Command Sets. We can also switch to a “Pilot”

There is no limit to the number Command Sets in a Plugin.

Use multiple Command Sets to keep your Commands organized and to
optimize Emily’s performance. There are four (4) Types of Command Sets that
help logically organize Spoken Commands:

* Character - Used to control character actions.

* Vehicle - Used to control vehicle functions.

* Interface - Used for interacting with Inventory, Map, MFDs, etc.
* Misc - Used for Desktop Apps or anything else.

Each Command Set Type has categories to help organize Spoken Commands.

See the Change To Action for more info on seamless transition between
Command Sets.

Plugin Structure

Command Set which is used to control a Character.

Plugin

A\ 4

-
Command Set Type
(e.g. Vehicle)

\ 4

\ 4

\ 4

[ Command Set Type

(e.g. Character) ]

\ 4

[

Command Set
(e.g. Prop Planes)

I

Command Set
(e.g. Jet Planes)

I

Command Set
(e.g. Pilot)

A\ 4

[Commands]

A\ 4

[Commands]

\ 4

[Commands]




Command Set Options

There are several options for managing Command Sets in the
Plugin Designer.

Select the Options icon to reveal the menu.

2 + D132 3 @

Switch  Create Duplicate  Ednt import Export  Delete

Select Switch to switch to a different Command Set for
editing.

Select Create to create a new Command Set.

Select Duplicate to create a duplicate copy of the Active
Command Set.

Select Edit to change the name of the Command Set or set the
Active Command Set as the Primary Command Set.

Select Import to add a Command Set from another Plugin or
from another Emily user. Select Export to the Active

Command Set with others.

Select Delete to permanently delete the Active Command Set.

. Save and Close

Shi Vehicle §08
AAR?C-I- E #

e nand St Cplazers
¥

Primary

Commands 7 Fitte’ - Command New Action Action List of: ahead Hank i &
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Actions

Each Command performs Actions.
There is no limit to the number Actions in a Command.

Most Commands perform a single action, such as Pressing a key or
launching a website.

Some Commands perform multiple actions to accomplish repetitive and
complex tasks. See Example.

Each will be described in this guide.

Remember to look for helpful information in the Instructions Bar at the
bottom of the Plugin Designer.

Each Action is performed sequentially in the order you place it in the Action
List.

Action List of: Perform Preflight Checks

... Start Up Protcals Repeat
Play Audio File: ~ ..
ay AUCIO IS nitiated. m4a 0
Delay Repeat
Press and Release: E 5 10
Delay Repeat
Press and Release: Y
) 0
Wait: 2000
. .. Poweris Repeat
Play Audio File: ]
el Normalized.m4a
; Repeat
Modifier Combo: Left <CTRL> + K
Wait: 1000

Play Audio File: Ready Ding.m4a




Key Action

Perform various types of Keyboard actions, including Key Combos.

There are four types:

* Press and Release - Includes Down/Up Delay, Repeat, Monitor, and Reset Monitors options

* Press and Hold - Only holds the Key down

* Release - Only releases the Key

» Key Combo - Includes up to 3 modifier keys and a Main Key, and three distinct delay
adjustments to obtain the perfect execution.

Select the Type and then press a Key on the keyboard. Select Options as required.
Select the F+ Key option, then press the corresponding F Key to access F13-F24.

Select Monitor to instruct Emily to not press this Key if it has already been manually pressed or
pressed via a Command (see Key Monitoring section for details).

Select Reset All Monitors to create an Action that clear the monitoring memory when the Action
executes.

Select Reset All Command Locks to create an Action that clear all active Command Locks.

Emily only supports US QWERTY keyboards.

Select Key Action Type
Press and Press and
Release Hold Release Key Combo
Key Release Delay

Pressal(e? + —

= G D ERTt —

Reset All Monitors D
Monitor D

Cancel Add

Reset All Cmd Locks D

Select Key Action Type

Press and Press and
Rt Release Hold Key Combo
PressaKey Key Release Delay

BE —_

Press or select modifier(s)

Left Shift Right Shift
Left Ctrl Right Ctrl
Left Alt Right Alt
Delay before pressing Key Modifier Release Delay

N — -+ —

Cancel Add




Key Monitoring

Use the Monitor Action to check if the key has already been pressed.
If so, then it is skipped. Else, the key is pressed and released.

Say the command "RESET ALL KEY MONITORS" to reset the Monitor until the key is pressed again
either manually or via Command.

If testing the command, you must reset any game states, then Say the command "RESET ALL KEY
MONITORS".

Example use of the Monitor option:

The “F1” Key is used to open/close the Interface. The Interface has specific sections, which are accessed by
selecting a button on the Interface. There exist a Command called “Open Comms” that opens the Interface and
clicks on a button that opens the “Communication” tab. A command that closes the Interface should press and
release the Key (not Monitor the Key) to “Reset” its state.

When this command is spoken, two possibilities exist:

If the Interface is closed, the Interface will open (pressing the F1 Key) and the Communication tab is selected.
If the Interface is open, then the F1 Key will not be pressed because it is Monitored the Communication tab is
selected.

Select Key Action Type

Press and Press and
Release Hold

Press a Ke
Left <CTRL> Edit

Release Key Combo

Key Release Delay
G+ —
Repeat

o+ —

Reset All Monitors B

Monitor D

Cancel Add

Reset All Cmd Locks B

&
g

Press and Release: F

Monitor: F1

7




Mouse Action

Perform various types of button actions, scroll, and move actions.

There are nine (9) types of Mouse Actions:

* Press and Release - Includes Down/Up Delay and Repeat option
* Press and Hold - Only holds the Mouse button down

* Release - Only releases the Mouse button

* Scroll - Includes Repeat option

* Move Absolute - Moves the mouse to a position on the screen

* Move Relative from Center - Moves the mouse to a position relative from the Center

of the screen

* Move and Recenter - Moves the mouse to a position relative from the Center of the
screen and then returns to the Center of the screen

* Move Start to End - Moves the mouse from the center of the screen to a start
position and back, then to an end position and back to the center of the screen

* Move Relative from Last Point

Select the Type and follow the instructions.

Select Options as required.

Important Note:

Manually moving the mouse when issuing a Command that contains Mouse Move

Actions will override the Action. If override is required, say the Global Command
“Cancel Command”.

Select a Mouse Action Type

Press and Press and

Release Hold Release Scroll
Mowve Move Relative Mowve and Mowve Start
Absolute from Center Recenter to End
Mowve Relative

from Last Point

Cancel




Mouse Move Relative from Center Action

Moves the mouse to a position relative from the Center of the screen.

Use exclusively in Games to move the mouse to one position on the screen
and then perform another mouse action, such as a button press and release.

Record the Mouse Position, then test that the mouse moves from the center
screen to the recorded position.

Wait Actions should be added after the Mouse Move to account for game
animations, so that subsequent actions execute correctly.

Example use of Move Relative:

The Cockpit in your spacecraft has an Multi-Function Display (MFD) that you can interact
with using the mouse, but in order to do so, you must zoom into the MFD. In the
example, the F Key is held down to enable free-look, a Wait Action accounts for Game
animation, the A key is pressed to snap the characters view left, and the Middle Mouse
Button is pressed to zoom in to the MFD. After accounting for Game animation, the
mouse is moved to the Power button on the MFD, Clicked by the Left Mouse Button, and
then the F Key is released.

Important Notes:
In some Games, there may be boundaries, where mouse acceleration is
different than other parts on the screen.

If required, right-click the Move Relative Action to manually fine tune the
position using the directional arrows.

Example

Action List of: Select Power

1

Press and Hold: F

Wait: 800
Delay peat
Press and Release: A 5 ’ ‘ 0 ’
Middle M Delay Repeat
Press and Release: sl aiia s ’ ‘ |
Button 5 0
Wait: 800
Move Relative from Center: -644,-416
Wait: 5
Delay Repeat
Press and Release: Left Mouse Button 5 0




Mouse Move and Recenter Action

Moves the mouse to a position relative from the Center of the screen and then back to the
center of the screen.

Use exclusively in Gamed to move the mouse from center to several different positions.

Important Notes:

After recording the mouse position, four (4) Actions are added to the Action List:

* A Move to Position, which moves the mouse to the position you recorded

« A 20 ms Wait Action (adjustable)

* A Return to Center Position, which returns the mouse to the center of the screen

« A 20 ms Wait Action (adjustable); provides time between multiple Move and Recenter
Actions

The Wait Actions account for CGame Lag, server Lag, etc. Do not delete these Actions. Test
the Mouse move in the game and adjust the Wait Actions as required.

If required, right-click the Move to Position Action to manually fine tune the position using
the directional arrows. The Return to Center Position will automatically update.

Another option to optimizing the accuracy of the Mouse Move is to apply a Scaling Factor. If
using an Official Emily Plugin, look at the Plugin Details in the Plugin Manager to see if there
are recommended Scaling Factors. If so, be sure to enter them for each Move and Recenter
Action. Otherwise, Scaling Factor is not likely required.

How to Determine Scaling Factor is covered later in this guide.

Example

Action List of: Bank Left 10

1

Move to Position: -370,20

Wait: 20

Retumn to Center Position: 370,-20

Wait: 20




Mouse Move Start to End Action Example

Let's say that the goal is to move things in an inventory in the Game using a
Command that moves an item in the inventory to the character’s backpack.

Create a Move Start to End Action. Make sure to set the scaling factor, if one is
provided (for Official Emily Plugins). Record the Start Position and End Position.
Return to Center Actions and Wait Actions are automatically created to allow for
Game animations.

Create a Mouse Press and Hold Action (Left Button). This action will grab the item
at the Start Position, before moving to the End Position.

Create a Mouse Release Action (Left Button) to drop the item in the backpack.

Add a Wait action of 20ms between the Press and Hold Action and the move
Actions, and between the Release Action and the Move Actions.

Test the Command in the Game. If the mouse moves to the correct positions, but
the item is not moved, adjust the Wait Actions. If required, right-click the Mouse
Start Position or Mouse End Position to manually fine tune the position using the
directional arrows. The respective Return to Position will automatically update.

Important Notes:
After recording the mouse position, eight (8) Actions are added to the Action List.

Do not delete these Actions.

Example

Action List of: Hellfire Setting Bravo w‘ t

Mouse Start Position: -212,-95

Wait: 20

Delay Repeat
Press and Release: Left Mouse Button ’ 5 | ‘ 0
Wait: 5

Return to Center Position: 212,95

Wait: 20

Mouse End Position: -69,39

Wait: 20

Do not delete the last Wait Action in the list, which
is crucial if you wish to repeat this Command
several times (see Execute Command Action).




Mouse Move Relative from Last Point

Moves the mouse to a position relative from the last mouse position, with the

first being relative form the Center of the screen.

Use exclusively in Games to move the mouse to one position on the screen
and then perform another mouse action, such as a button press and release

and then move the to another point to perform additional actions and so on.

This action automatically inserts a “centering” mouse move of -1,1. Do not
delete this action.

Wait Actions should be added after the Mouse Move to account for game
animations, so that subsequent actions execute correctly.

Say the command Stop Recording when all mouse positions have been
recorded.

It is often easier to record the mouse positions and then add in the other
actions.

Important Notes:
In some Games, there may be boundaries, where mouse acceleration is
different than other parts on the screen.

If required, right-click the Move Relative Action to manually fine tune the
position using the directional arrows.

Example

Action List of: Select Map Button

-
|

Press and Release: F1

Wait: 800

Wait: 20

Move to Absolute Position: -1,1

Wait: 20

Move Relative from Last: 11,-202

Wait: 20

Move Relative from Last: -408,153




How to Determine the Scaling Factor

Determining the Scaling Factor will save time as it can be applied to each subsequent Action. Scaling Factors are only used for Games,
not Desktop Apps.

Make sure the Game Resolution is the same as the screen resolution. Horizontal and Vertical Scaling Factors may be different.

Scaling Factor can be determined by:

1.
2.
3.

CH

©

1.

12.

Create a Command called TEST HORIZONTAL MOVE
Using a Move and Recenter Action, capture a precise position on the Game Screen, such as the graphic that does not change.
Once captured, increase the Wait Action between the Move to Position and Return to Center Position from 20 to 2000. This allows
ample time to see where the mouse is moving to before it returns to center.
Close the Plugin Designer and return to the Game. Make sure that the mouse is dead center of the screen.
Test the Command in the Game.
If not correct, set the Horizontal value to 0.5. Then record the same position.
a. Do not adjust the Vertical Scaling Factor yet

Close the Designer and test the Command in the Came. Note the difference in Horizontal movement.
a. If the mouse moved to far horizontally, then decrease the Horizontal Scaling Factor from 0.5 to 0.4.
b. If the Mouse did not move far enough horizontally, then increase the Horizontal Scaling Factor from 0.5 to O.6.

Repeat until the mouse is moving to the same horizontal plane as the desired position.
Once the Horizontal Scaling Factor is determined, write it down.

. Create a Command called TEST VERTICAL MOVE.

Repeat Steps 2-8, noting the vertical position of the mouse and adjusting the Vertical Scaling Factor only.
a. Note: the Horizontal Scaling Factor can be entered, but it is not required.
Write down the Vertical Scaling Factor. Delete the both Commands and use the Scaling Factor for all other mouse moves in the

Command.




Play Audio Action

One of the best features is the ability to play an Audio File to confirm that a Command or
Action has processed.

There are two options:
e Any supported Audio File
e Emily Voice Pack Audio File

There are four (4) recommended ways to add an Audio File.
1. Add the Audio file at the beginning of the list to get confirmation before other Actions

occur (e.g. Command = Deploy Gear, Audio = Deploying)

Add the Audio file somewhere between other Actions to get confirmation of progress.

3. Add the Audio file at the end of the Action List to get confirmation of all actions
complete. (e.g. Command = Deploy Gear, Audio = Deployed)

4. If time is critical, and immediate confirmation is required while other Actions are
occurring, add the Audio File to a Simultaneous Event.

)

Select the option to Play Randomly when there are two (2) or more desired responses.

1. If the Audio Files must play immediately, then create a Simultaneous Event with the
audio files. Right click on the Command to create the Simultaneous event.

2. If the Audio must play to get confirmation of progress, then create a Simultaneous
Event with the audio files and then add a Wait Action at the top, which has a value that
matches to approximate position in the Command’s Action List.

3. Add all of the Audio to the end of Action List.

The Repeat option is also available, if for example, a tone must be repeated twice, set
Repeat to 2.

Select an Audio File to Play

Confirmed.m4a ﬂ:ﬂ
Load
Supported formats include:
mp3, .m4a, .wma, .wav
The default file location is the Emily Vioice Pack. however, you can
load files from other locations.

A copy of the file will be saved with the Plugin in the .mp3 format.

Large files may take some time to appear in the selection window.

Repeat
) Play Randoml
o 4+ — ot
Cancel Add




Wait Action

Use the Wait Action to allow for Game animations, server lag, or to simply perform e e s niL S

actions after the specified duration of time. \ Milliseconds

Start typing numbers.
c c . c Tap the Enter Key when finished.
The example shows two methods of adding wait durations for a Pressing and g Y '

Releasing a key.

Cancel Add
» The first Action is a Press and Release Key Action with the delay of 2000ms. This
means that the F Key will be pressed and held down for 2000ms and then
released.
* Use the Press and Hold + Wait + Release combo if you need to add other Actions Example: Emote
before or after the Wait Action. Action List of: Delay Example 3t

Delay Repeat
| 2000 | | 0|

Press and Release: F

Also use the Wait Action at the beginning of a Simultaneous Event to delay its .
execution slightly, as required. Press and Hold: F

Wait: 2000

Release: F




Launch Website Action

Use the Launch Website Action to launch a website or Apps that rely on a URL.

First, copy the web address, then select Paste, then Add.

Load App Action
Use the Load App Action to load an App.

In the Launcher Plugin, use the Load App Action and Load Plugin Action together.

Select the Load button to find the App to load.

Note the use of Launch Website for some apps.
Example

Action List of: Load Star Citizen

1

Paste a Web Address

https://www.google.com

i

Paste

Cancel Add

Select an App to Load

RSI Launcher.Ink ] D
Load

Note: If loading a Steam App, browse to the Steam directory,
typically located at:

C\Program Files (x86)\Steam\steamapps\common\
Alternatively, create a Launch Website Action using the URL of the

Game (i.e., Right-click on desktop icon, select properties, copy the
URL path).

Cancel Add

Load App: RSI Launcher.Ink

Play Audio File: Loading.m4a

3

(o]

Load Plugin: SC-Plugin




Send Text Action

Use the Send Text Action to paste text anywhere that accepts typing, such as
a chat window in a game.

This is a great option to quickly send canned messages to team members
that are not on Voice Comms.

To create dynamic messages, see the Game Chat Action.

Also, use for emotes that must be typed in a chat window.

Example: Team Message

Action List of: Move to Bravo 31
Delay Repeat
Press and Release: Enter ‘ 5 ’ ‘ 0 I
Wait: 5
Repeat
Send Text: Move to Bravo! 0
Delay  Repeat
Press and Release: Enter 5 0

Enter Text to Send
Jwave

Repeat

Cancel Add

Example: Emote

Action List of: Wave Emote

1

Delay Repeat
Press and Release: Enter 5 ‘ 0 l
Wait: 5
Repeat
Send Text: /wave @
Delay Repeat
Press and Release: Enter ‘ 5 l ‘ 0 J
Change To: Last Active Command Set




Change To Action

Use the Change To Action to easily switch between Command Sets with a Command.

Select the Command Set to be loaded. You can go back to the previous Command Set
explicitly as well or use the Change To Last Command Set option.

Example use of Change To Last Command Set
There are two Command Sets, Pilot and G1000 Interface.

In the Pilot Command Set, a Command called: “Adjust Flight Reference” uses a Change
To Action to open the G1000 Interface Command Set.

In the G1000 Interface Command Set, the command IDENT has a Change To Last
Command Set Action at the end of the Action List.

Example
Action List of: Adjust Flight Reference 1 Action List of: IDENT ' 2 )
Dela Repeat Dela Repeat
Execute Command: View 1 @ Execute Command: Eight
Wait: 800 Wait: 500
. . Right Mouse Delz Repeat i Dela Repeat
Press and Release: Button r;j Press and Release: F @

Move to Absolute Position: 0,0 Change To: Pilot

Play Audio File: Ready.m4a

~f

Change To: G1000 Interface

Set Core as a Master Command Set. D

Select a Command Set

Cockpit Camera

G1000 Interface

Change To Last Command Set D

Change To Last Master Command Set D

Clear All Key Menitors D

Cancel Add




Change To Action - Command Set Layers & Master Command Sets

Select the Set ___ as a Master Command Set option if you are designing multi-layered
Command Sets that enable interactive decision paths that may not always lead back to
the desired Command Set. This will designate the current Command Set as a Master
Command Set.

In the final Command Set or last Layer, select the Change To Last Master Command Set
option to automatically return to the Master Command Set.

For example, a Display interface has multiple layers of information, each with similar

bezel keys (1, 2, 3, etc.) that are assigned to Commands (Select 1, Select 2, Select 3, etc.).

On each Layer, the bezel keys represent different options as soft keys on the display. In
Layer 1, the ENTER soft key is the #3 bezel key, where in Layer 2, the ENTER soft key is
the #6 bezel key.

So, the Command Set for the first Display Layer has a Command called Enter, which
moves the mouse to the #3 bezel key and clicks it, where in the Command Set for the
second Display Layer has a Command called Enter, which moves the mouse to the #6
bezel key and clicks it.

Each Enter Command in either Command Set could have a Change To Action that loads
the Last Master Command Set, in this case, Pilot.

All Change To Actions are eligible to be Master Command Sets, so the possibilities are
interesting.

[ Set Core as a Master Command Set. D]

Select a Command Set

Cockpit Camera

G1000 Interface

Change To Last Command Set D

[Change To Last Master Command Set J

Clear All Key Menitors D

Cancel Add

Example

=
el X8
el EX8




Execute Command Action

Use the Execute Command Action to add a Command to the Action List.

This can be helpful by adding common functions to that need to be
performed across different commands.

Select the Command to add to the Action List.

Example use of Execute Command
There is a need to arm five (5) missiles on the ship. Doing this requires a
repetitive task.

Create a command called: Arm Missile. Add the actions required to Arm
one (1) missile.

Create another Command called Arm 5 and add an Execute Command
Action.

Repeat the Action five (5) times.

Important Notes:

The appropriate Delay time is automatically calculated. Do not decrease
this value. Increase this value if other Commands require adjustment to
Wait times. If the Base Command (i.e. Arm Missile) is modified, edit and
save the associated Execute Command Action to recalculate the Delay.

Example: Arm Missile

Action List of: Arm Missile

Delay Repeat
Press and Release: D ‘ B | ‘ 0 ’
Wait: 150
: Delay Repeat
Press and Release: Middle Mouse ] [
Button 5 0
Example: Arm 5
Action List of: Arm 5 31
- Delay  Repeat |
Execute Command: Arm Missile 209 | 5




Load Plugin Action

Use the Load Plugin Action to load a Plugin as the last Action in the Action
List.

This Action is typically used in the Launcher to load a Plugin and the
respective Game or App with one Command.

However, the Load Plugin Action can be used to switch between Apps by
creating the respective Commands in each App Plugin.

Example: Load a Game + Plugin

In the Launcher, create a command called: Load Star Citizen.

Add the “Loading” Audio File from the Emily Voice Pack.

Add a Load App Action that loads the Game, in this case Star Citizen®.
Add a Load Plugin Action to load the SC-Plugin.

Example: Load a App + Plugin from another App

In the Word Plugin, create a command called: Load PowerPoint.
Add the “Loading” Audio File from the Emily Voice Pack.

Add a Load App Action that loads the App, in this case Microsoft
PowerPoint®.

Add a Load Plugin Action to load the PPT Plugin.

Important Notes:
Other actions can be added to the Action List after the Load App Action to
perform tedious tasks such as clicking buttons or entering credentials.

Example: Load a Game + Plugin

Action List of: Load Star Citizen 31

Load App: RSI Launcher.Ink

S - Repeat
Play Audio File: Loading.m4a @

Load Plugin: SC-Plugin

Example: Load a App + Plugin from another App

Action List of: Load Power Point ‘ t
at

Re
Play Audio File: Loading.m4a @

Load App: PowerPoint.Ink

Load Plugin: PPT Plugin




Game Chat Action

Use the Came Chat Action to generate messages to send via a Game chat
box. This Action has two sub-types: Load Emily Game Chat and Close
Emily Game Chat.

Create a Command and add any required key press to prepare the Game
chat box. This is typically the Enter key in most games. Then add a Load
Emily Game Chat Action. You can also add any other Actions, such as an
Audio File or a keypress that unhides the Game chat box prior to pressing
the Enter Key (e.g. F12). When the Command executes, the Emily Game
Chat window wiill appear, as well as the Microsoft Voice Access app. Start
talking to compose your message.

Next, Create a Command that will send the message you have just
generated. Add the Close Emily Voice Chat Action, then add the required
key press Action to send the message after it is pasted in the Game chat
box. This is typically the Enter key in most games. When the Command
executes, the message in the Emily Game Chat window will be copied, then
the window, as well as the Microsoft Voice Access app, will close, and then
Emily will paste the message into the Game chat box.

An alternative method to use the Game Chat Action is to assign the same
mouse, joystick, or Xbox button to both Commands, with New Message
executing on button “Press” and Send Message executing on button
“Release”. This allows you to hold down the button, then speak the
message, and then release the button to paste and send the message.

Example: New Message

Action List of: New Message lv ‘.‘
Delay Bepeat
Press and Release: Enter | 5 | | 0 |
Dela
Load Emily Game Chat 500

Example: Send Message

Action List of: Send Message .v ‘.‘
. Dela
Close Emily Game Chat 500
Delay Repeat
Press and Release: Enter | 5 | | 0 |

Important Notes:

e The first time you use Voice Access, you may have to
accept Terms of Use.

e Voice Access will also type the Command name you
say, but this will not be copied into the Game Chat
window.

e The 500 ms Delay in Close Emily Voice Chat Action is
the amount of time Emily will wait to Paste the
message into the Game chat box. This helps account
for Game animations. Adjust as required.
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