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Configuring Overview

This section explains how to configure all the different devices that send data to disguise or receive data
from disguise.
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Configuring Overview

This section explains how to configure all the different devices that send data to disguise or receive data
from disguise.
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Audio overview 

disguise works with audio in two distinct ways: audio can be inserted directly onto the Track or added to
a layer on the timeline.

To achieve PA audio quality (including per machine patching) it is recommended to embed
uncompressed audio within a video file or to use the Audio Layer

Track audio (.mp3, .wav, or .aiff) can be quantised and used as a guide audio track, allowing a show to be
sequenced to the beat.

For file format information, see supported file formats.

Quantising a track and sequencing to the beat
An audio file can be attached directly to the Track. It is then possible to quantise the audio track.
Quantising involves editing a beatgrid to snap Track events to the beat, enabling content to be
sequenced to the beat.

For step-by-step instructions on how to quantise an audio track please see the below sub-chapter
Quantising an audio track.

Please note: at present only music with a 4/4 time signature is supported. These deficiencies
will be addressed to in a future release.

Outputting high quality audio
The 4U, Pro Range and Gx Range hardware can output balanced stereo from its professional RME audio
card. 

For more information please see the sub-chapter Outputting audio.

AudioAnalyser
The AudioAnalyser displays the audio waveform. For more information on using the AudioAnalyser, visit
this page.

Audio.htm
Supported-file-formats.html
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Quantising audio

Please note: Before proceeding with the steps listed below for quantising audio, please see
the sub-chapter Setup Quantising

Please note: a handy tip when you are quantising an audio track is to use the keyboard
shortcuts [ and ] to navigate the quantiser window left and right. To learn more useful
shortcuts please see the sub-chapter Keyboard Shortcuts.

Quantising an audio track
Quantising means dragging beatmarkers over the audio track to tell the disguise software where the
beats are. To quantise an audio track you need to open the quantiser window.

To open the quantiser window for the current audio track:

1. Hit Alt-Q. Hitting Alt-Q again closes the quantiser window once it is open.

Keyboard-shortcuts.html
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2. Play the track until you find the first beat and drag the closest marker to it.

3. Then drag the next marker to the following beat.

4. Now play forward; you will see a series of dotted markers that gradually drift offtime. The
dotted markers are autogenerated by the disguise software.

5. At any point, you can grab a dotted marker and drag it to bring it in line with the nearest beat. At
this point it becomes a solid line. Dotted markers between your manually positioned markers
move to space themselves equally.

6. At any time, you can zoom in or out using the mouse scroll wheel. This allows you to see more
detail and thus position the markers more accurately.
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7. The metronome button plays each marker as an audible beat to check how well the beatgrid
lines up. The Metronome button has a Volume control next to it. Left-click the white volume bar
or text field to modify the Metronome volume. You can fill in any number between 0 (mute) and
255 (full) in the text field. These are the minimum and maximum values.

8. Hit Alt Q to close the quantiser when you have finished quantising your track.

Please note: that the metronome will only output on the Director machine in a
Director/Actor/Understudy environment due to the quantiser only being drawn on the
Director.

Quantiser properties
The quantiser contains further editing options.

To open the Quantiser menu:
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1. Right-click the quantiser windows title bar.

The editing options are:

Unquantise : This option will delete any markers previously positioned over the track and close the
quantiser window.

Shift all markers one frame left : This option will take all of your positioned markers and move them one
frame to the left. This is useful if your markers are positioned too late in relation to the beats in the track
but you want to move all of the markers uniformly.

Shift all markers one frame right : This option will take all of your positioned markers and move them
one frame to the right. This is useful if your markers are positioned too early in relation to the beats in
the track but you want to move all of the markers uniformly.

Replace audio : This option will replace the current audio file in the track with another audio file. This is
useful if, for example, you are rehearsing a music show and the rehearsal crew want to test different
versions of the same song.

To replace audio:

1. Left-click replace audio from the Quantiser editor. This will open the AudioFiles manager which
displays a list of all of the audio files saved on your local hard-drive in the AudioFile folder.

See the Placing media files for a project sub-chapter to understand where to copy an audio file.
Also save the file to a supported file format.

Placing-media-files.html
Supported-file-formats.html
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2. Left-click the audio file you want to replace the current audio file. The name of the audio track
will be updated on the Track Player and quantiser windows title bars.

Set bpm: This option will reset the current tracks beats per minute to whatever value the user sets.
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Quantising audio
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Keyboard-shortcuts.html
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3. Then drag the next marker to the following beat.

4. Now play forward; you will see a series of dotted markers that gradually drift offtime. The
dotted markers are autogenerated by the disguise software.

5. At any point, you can grab a dotted marker and drag it to bring it in line with the nearest beat. At
this point it becomes a solid line. Dotted markers between your manually positioned markers
move to space themselves equally.

6. At any time, you can zoom in or out using the mouse scroll wheel. This allows you to see more
detail and thus position the markers more accurately.

7. The metronome button plays each marker as an audible beat to check how well the beatgrid
lines up. The Metronome button has a Volume control next to it. Left-click the white volume bar
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or text field to modify the Metronome volume. You can fill in any number between 0 (mute) and
255 (full) in the text field. These are the minimum and maximum values.

8. Hit Alt Q to close the quantiser when you have finished quantising your track.

Please note: that the metronome will only output on the Director machine in a
Director/Actor/Understudy environment due to the quantiser only being drawn on the
Director.

Quantiser properties
The quantiser contains further editing options.

To open the Quantiser menu:

1. Right-click the quantiser windows title bar.

The editing options are:
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Unquantise : This option will delete any markers previously positioned over the track and close the
quantiser window.

Shift all markers one frame left : This option will take all of your positioned markers and move them one
frame to the left. This is useful if your markers are positioned too late in relation to the beats in the track
but you want to move all of the markers uniformly.

Shift all markers one frame right : This option will take all of your positioned markers and move them
one frame to the right. This is useful if your markers are positioned too early in relation to the beats in
the track but you want to move all of the markers uniformly.

Replace audio : This option will replace the current audio file in the track with another audio file. This is
useful if, for example, you are rehearsing a music show and the rehearsal crew want to test different
versions of the same song.

To replace audio:

1. Left-click replace audio from the Quantiser editor. This will open the AudioFiles manager which
displays a list of all of the audio files saved on your local hard-drive in the AudioFile folder.

See the Placing media files for a project sub-chapter to understand where to copy an audio file.
Also save the file to a supported file format.

2. Left-click the audio file you want to replace the current audio file. The name of the audio track
will be updated on the Track Player and quantiser windows title bars.

Set bpm: This option will reset the current tracks beats per minute to whatever value the user sets.

Placing-media-files.html
Supported-file-formats.html
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Setup quantising

Copying an audio file to the correct folder
To set up for quantising your audio, the audio files need to be copied into the AudioFile folder in the
specific Project folder. See the Placing media files for a project sub-chapter to understand where to
copy an audio file. Also save the file to a supported file format.

Adding an audio file to a track
A track containing non audio regions will display its bars in red and/or blue.

Non-audio regions for a track are displayed in red and/or blue

To add an audio file to the track:

1. Rightclick the first bar of the track and select set audio track from the popup menu. You will
then get an AudioTracks manager.

Placing-media-files.html
Supported-file-formats.html


21

2. Left-click the audio file you want and the display will change: the audio file becomes the guide
audio for the track. To indicate this, the bars will colour green and the name of the audio track
will be displayed on the title bar :
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Advanced quantiser settings

Inserting bars of silence
At any point, you can insert extra bars into your Track (for example if the audio file changes, but you
don't have access to a new version).

To insert bars of silence:

1. Right-click the bar at the point where you want to insert time. This will open the Track bars
menu.

2. Type the number of bars you want to add in the Insert Bars text field and hit Enterdisguise will
insert the appropriate number of silent bars for you. In this example we have inserted five bars
of silence.
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Insert Bars option from the Track bar menu (left), used to insert silent bars (right), opened by right-clicking a Track bar

Adding more than one audio file to a track
For some applications (for example rock shows), it makes sense to have one audio file per track. For
other shows (such as theatre) it makes more sense to have multiple audio files on the same track,
separated by silences. This allows smooth transitions from one musical section to another.

To add an audio track:

1. Extend the length of the track. For information on how to extend the length of the track, see the
Editing tracks sub-chapter.

2. Right-click an audio free section (shown as red or blue bars) to open the Track bars menu.

3. Left-click Insert Audio Track. This will open the Audio Tracks Manager.

4. Left-click the Audio Tracks Manager to add the audio file to the point of the currently selected
Track bar.

The-track-editor.html
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5. Move the cursor in that region and hit ALT Q to open the quantiser window.

Please note: It is recommended that you quantise the audio file before you start animating
content layers in the region. The software will re-time content events, but may not do so
perfectly accurately.

Duplicating Track bars
You can also select any number of bars and duplicate them:

1. Select a Timeline region by holding down the left Shift key and then dragging the cursor across
the bars at the bottom of the window.

2. Right-click the grey region and select Duplicate Bars:
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Removing bars
Select a timeline region by holding down the left Shift key and dragging the cursor across the
bars you want to remove, as illustrated in the previous section. Then rightclick the grey region
and select Remove Bars.

Please note: removing bars will remove all content layers and events within the removed
region. The undo function, CTRL-Z, is your friend.
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Setup audio output

Output devices
disguise offers the ability to patch timeline audio to various devices with flexibility.

Patching can be done per machine on a d3Net setup.

Particular patches can be monitored on local headphones/speakers.

External sound cards are auto-detected and made available to the patch.

Please note: At this stage audio input, LTC and quantised audio tracks cannot be patched.

Concepts
Audio output is managed by the Audio Output Patch Manager, accessible via the Devices menu item.

Audio Patches are essentially 'virtual slots' from which you can patch to physical audio for each machine
in your disguise setup. You can have as many Audio Patches as you wish. Each Audio Patch is two
channels; a stereo pair.
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Each Audio Patch (columns) can be configured per machine (rows) in the d3Net Manager set up. 

Clicking a cell in the table, presents you with the physical stereo pairs available on the machine. Audio
output devices listed are auto-detected over d3Net, including external audio devices. If the remote
machine is not currently connected, the list is derived from the Machine Type selected in d3Net
Manager and will present the outputs of the internal sound device. 

If the local machine is not part of a d3Net network, a single row for the local machine will be presented. 

Configuration - Step by step
To configure an Audio Patch follow these steps:

1. Ensure your audio output device source is connected correctly. (XLR connection etc.)

2. Right-click devices in the State editor.

3. Left-click Audio Output Patch.

4. Create an Audio Patch by pressing the + icon.

5. Enter a name for the patch and click OK.

A new column will have been created in the Audio Patch Manager.

6. In the cells under the column, use the drop down to select the audio output on the physical
audio device you wish to map the audio to.

7. You can now pipe Video Content Layer audio on the timeline into the Audio Patch which will
accordingly output it to the physical audio device output from the mapping.

LegacyVideo.html
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Please note: You can monitor Audio Output Patches using the Monitor Audio menu item in
the State menu. This will pipe the selected patch to the local machines Primary Audio
Device (as set by Windows).

Working with audio on the timeline
Audio can either be embedded in videos or added in an audio layer to be played back.

If embedded in a Video, then in the Video Layer under Audio, the Output field allows you to select the
Audio Patch you wish to output the audio to.

Sample rates
All audio outputs' sample rates should be set to match that of the content (and conversely, when the
output sample rate is fixed the content should be rendered to match).

The currently configured sample rate for the patched audio output is displayed in the Audio Output
Patch for each machine.

Below are details of how to change the sample rate on the RME audio interfaces in servers and generic
instructions for devices that use the Windows audio settings (which applies for most consumer audio
devices). For other professional audio devices, please consult the manufacturer's documentation.

Changing the sample rate
As of r15.2, changing the sample rate must be done outside of the disguise software in the RME audio
device settings. Pre r15.2, the sample rate is set in the disguise software audio patch editor.

Warning: It is important to set the sample rate to be the same across all machines.
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1. Right click on the "Hammerfall DSP" icon in the System Tray and select Settings.

2. Select the desired sample rate from the drop down menu.

3. Right click on the audio icon in the System Tray and select Playback devices.

4. Double click on the relevant audio device
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5. On the Advanced tab, select the desired sample rate from the drop-down list.
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Setup audio output

Output devices
disguise offers the ability to patch timeline audio to various devices with flexibility.
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Clicking a cell in the table, presents you with the physical stereo pairs available on the machine. Audio
output devices listed are auto-detected over d3Net, including external audio devices. If the remote
machine is not currently connected, the list is derived from the Machine Type selected in d3Net
Manager and will present the outputs of the internal sound device. 

If the local machine is not part of a d3Net network, a single row for the local machine will be presented. 

Configuration - Step by step
To configure an Audio Patch follow these steps:

1. Ensure your audio output device source is connected correctly. (XLR connection etc.)

2. Right-click devices in the State editor.

3. Left-click Audio Output Patch.

4. Create an Audio Patch by pressing the + icon.

5. Enter a name for the patch and click OK.

A new column will have been created in the Audio Patch Manager.

6. In the cells under the column, use the drop down to select the audio output on the physical
audio device you wish to map the audio to.

7. You can now pipe Video Content Layer audio on the timeline into the Audio Patch which will
accordingly output it to the physical audio device output from the mapping.

Please note: You can monitor Audio Output Patches using the Monitor Audio menu item in
the State menu. This will pipe the selected patch to the local machines Primary Audio
Device (as set by Windows).

Working with audio on the timeline
Audio can either be embedded in videos or added in an audio layer to be played back.

LegacyVideo.html
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If embedded in a Video, then in the Video Layer under Audio, the Output field allows you to select the
Audio Patch you wish to output the audio to.

Sample rates
All audio outputs' sample rates should be set to match that of the content (and conversely, when the
output sample rate is fixed the content should be rendered to match).

The currently configured sample rate for the patched audio output is displayed in the Audio Output
Patch for each machine.

Below are details of how to change the sample rate on the RME audio interfaces in servers and generic
instructions for devices that use the Windows audio settings (which applies for most consumer audio
devices). For other professional audio devices, please consult the manufacturer's documentation.

Changing the sample rate
As of r15.2, changing the sample rate must be done outside of the disguise software in the RME audio
device settings. Pre r15.2, the sample rate is set in the disguise software audio patch editor.

Warning: It is important to set the sample rate to be the same across all machines.

1. Right click on the "Hammerfall DSP" icon in the System Tray and select Settings.

2. Select the desired sample rate from the drop down menu.
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3. Right click on the audio icon in the System Tray and select Playback devices.

4. Double click on the relevant audio device

5. On the Advanced tab, select the desired sample rate from the drop-down list.
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Output professional audio

The disguise software can play back a quantised audio file attached to the Track. However, to achieve
PA audio quality, it is recommended to embed uncompressed audio within a video file and play that
audio back as a Video layer. The audio can be either embedded in the same video file as the video
content, or as a separate 16x16px DXV video file.

Audio format restrictions when embedding audio into a video
file (pre r15.2)

44.1kHz, 16bit samples, stereo, uncompressed .wav embedded into a 16x16 pixel Quicktime .mov
( DXV preferably)

Playing back audio in a separate video file
The advantage of rendering the audio into a separate low-res video file, as opposed to embedding it in
the same video file as the video content, is that if the audio or video is updated the embedded video file
does not have to be re-rendered.

To play back audio in a separate video file:

1. Render the audio into a 16x16px black DXV video using for example Adobe After Effects. Make
sure to have the DXV codec installed.

2. Copy the video file with the embedded audio to the VideoFile folder in the specific Project folder.
See the Placing media files for a project topic to understand where to copy a video file.

3. Create a Video layer.

4. Select the video file containing the audio and drop it onto the Video key-frame editor.

5. Create a new screen of the type Screen and rename it to Audio dummy screen.

6. Set the resolution of the screen to 16x16px and set the offset values so it's positioned far away
from the other video screens in the Stage. This screen will only be used for audio output and has
therefore no visual function.

7. Select the mapping type used for theAudio dummy screen for the Video layer. This will direct the
Video layers output to the Audio dummy screen screen.

Placing-media-files.html
Video.html
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8. In the Output Feed level, add a Feed rectangle to the Audio dummy screen screen. This will copy
the Audio dummy screen screens content from the Stage level to a Feed scene in the Feed level.
Hit Enter or select the Play button to output the audio to a PA.

To play the audio in sync with video content, create a second Video layer, position the video file at the
same position on the Video key-frame editor as the video file containing audio, and map the second
Video layer to a separate screen.
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Output multi-channel audio

The RME audio card in the pro range, gx range (not gx1), plus range (optional) and classic range
machines supports up to eight channels of audio via ADAT over an optical TOSLink cable.

The ADAT outputs present themselves in stereo pairs. For example ADAT (1+2) ( RME HDSP 9632).

The process explained in the previous sub-chapter, Outputting audio can be used to output multi-
channel audio. However, each Video layer can only output two channels. Therefore, four Video layers will
need to be created to output the eight audio channels.
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Known limitations
Audio files do not currently support versioning.

Audio embedded in video files does not support more than two channels.

We cannot re-mix the channels inside the disguise software.

To output true multi-channel audio you need to set the RME interface into multi-channel mode.
This is done externally to the disguise software.

Outputting multi-channel audio with the Video
layer

1. Separate the audio track into 4 different video files, one for each stereo pair.

2. Map each channel depending on which ADAT channel the audio is to be assigned.

3. Render out a video for each stereo pair. The video file format is outlined in the previous sub-
chapter Outputting audio.

4. Follow the steps explained in the previous sub-chapter Outputting audio for each of the four
video files.
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One Video layer can output two channels of audio, therefore four Video layers are required to
output eight channels of audio.
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Outputting multi-channel audio with the Audio
layer
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1. Change the ADAT mode in the audio card software to multi-channel.
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2. Select the now visible, multi-channel ADAT device from the audio output patch.

3. Add an Audio layer and define your multi-channel audio file.

ASIO multi-channel audio with the Audio layer

Warning: Only one program can access ASIO at a time. Therefore using a program
such as Notch at the same time as the disguise softwareis not supported for this
workflow.

1. Select the ASIO audio device in the audio output patch editor.

For 5.1 audio use Adat 1 => Adat 6

For 7.1 audio use Adat 1 => Adat 8

2. Select output channels.

WASAPI multi-channel audio with the Audio layer
1. Select the WASAPI audio device in the audio output patch editor, it will have the name ADAT 1-

8.

2. Select output channels.
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Audio output patch editor with WASAPI outputs selected.

WASAPI channel numbering

LEFT - ADAT 1

RIGHT - ADAT 2

CENTER - ADAT 3

SUB - ADAT 4

SIDE LEFT - ADAT 7

SIDE RIGHT - ADAT 8

BACK LEFT - ADAT 5

BACK RIGHT - ADAT 6
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Output audio to DA converters

Single system
If you are working with one machine it is relatively straight forward to setup audio output

1. Run a optical cable from the sound card on the disguise system into your DA convertor

2. Set up the DA to receive sync clock from external device

You should now have 1-8 channels of analogue audio coming out of your DA converter

Multiple systems
If you are having a backup (understudy) there are 2 ways to do:

Do as described above utilizing a dedicated DA for the master and a dedicated DA for the
understudy.

Synchronise multiple machines to one DA or a Mixing Desk.

Please note: This presumes your DA has 2 ADAT convertors (RME ADI-8 QS, RME ADI-8 DS,
MOTU 2408mk3) i.e. the ability to output 16 channels of analogue audio. 

In the scenario of multiple machines and one DA, the audio sample clocks of the master and
understudy both needs to be synchronised with the DA convertor.
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This is how to do it:

1. Your external DA is going to be the audio sync clock master so make sure the clock source
is internal You will probably also have to set your correct sample rate and bit depth.

2. Your RME settings in your machine should be set to Clock source: ADAT IN, however it should
auto detect if not otherwise is specified.
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3. Both of the optical cables needs to be connected; one is for signal and one is for sync
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4. The bottom outlet (grey) is the signal output from the disguise system and goes into input on
the DA convertor.

5. The output on the DA converter (sync) is going into the top input on the disguise system (Black)

6. You should see in the RME settings menu on the disguise system that it is receiving sync signal
over the optical cable

7. Repeat this step for the understudy as well and you should be good to go

Troubleshooting

Audio playing inthe disguise software/windows but no audio
is converted in the DA convertor or very small sporadic
instances of audio is coming out of the DA

Check the sample rate and bit depth of the entire signal path and make sure they are all set the
same parameters (44.1/48 16 bit)

Clicks and pops are heard in the audio from either of the
machines

The audio sampling is not synced correctly, please check the entire signal path for
synchronization e.g. ADAT clock internal on, clock receive ADAT in.
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d3Net overview

Director/Actor operation allows you to sequence shows whose output requirements are greater than a

single machines maximum.

The goal of Director/Actor operation is to allow you to sequence the entire show on a single machine
(possibly a laptop) and then run the show on a network of machines. This network is called d3 Net.

There are 4 types of machine roles within a d3Net setup:

Director Machine

Actor (output machines)

Understudy (backup machines)

Editors - which can be any PC/Laptop running Designer.

Only one Director is allowed on a network. Multiple Actors, Understudies and Editors are permitted.

Every Director & Actor is configured to output video to its assigned Feed scene. Please see the chapter
Output Feeds for more information on Feed scenes. For example:

The Director machine is outputting to 1 GUI monitor and 3 projectors.

Actor 1 outputs to projectors 4,5,6,7, no GUI. Actor 2 outputs to projectors 8, 9.

The understudy machine should not have any specific Feed scene assigned to it as it should be
able to take over from any other machine.
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The Director machine
A Director machine can either be Dedicated or Non-Dedicated. If a Director is not outputting to any
screens other than the GUI, it should be set to Dedicated.

If a machine is Non-Dedicated, that means the machine controls all other Actors in the network but
also outputs video through its remaining outputs. Dedicated means that the machine controls Actors,
but does not output video to the stage; it is used only for visualisation and show sequencing.

The distinction is important because a Director that is Non-Dedicated will only play content destined
for its output feed, the so called Feed Scene, for efficiency purposes. If you need to see all content in
the visualiser, set the Director to Dedicated, or else ensure that all content in the project appears in the
feed assigned to the Director.

Actor machines
Actor machines automatically follow the Director machine's timeline, regardless of what the Director is
doing. Therefore, there is no need to input any MIDI timecode (or any other external trigger signal) to
the Actors; the Director is responsible for passing these on.

If an Actor relies on external automation signals or audio inputs, you will need to ensure that these
signals are also sent to the machines; at present the Director will not distribute these signals
automatically. The same is true for live video signals.

Understudy machines
Designating a machine as an Understudy allows it to take over from any machine in the network if that
machine fails, including the Director machine. The Understudy can be set to do this automatically or
manually. It can also send a matrix present command to a matrix as it replaces the other machine. This
can be useful for shows that need to run unattended but cope with potential machine failure.
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Editors
MultiEdit allows multiple people to edit a project simultaneously, without manually merging projects.
Edits from each Editor are propagated to all other machines via the Director in real time. Each editor
machine can work on a different track, or on different regions of the same track, at the same time;
Editors can also take control of the Director timeline position and control the stage.

Distributing signals
The Understudy machine should also receive MIDI timecode or any other external trigger signal
that the Director receives, in case it is needed to replace the Director machine.

If controlling the Timeline with Art-Net there is also no need to split the Art-Net signal to any
other machine other than the understudy.

If inputting SDI, split and distribute the SDI signal to all servers in the network.

If inputting MIDI from a control surface such as the BCF2000, split the signal into all servers.
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d3Net overview
Director/Actor operation allows you to sequence shows whose output requirements are greater than a

single machines maximum.

The goal of Director/Actor operation is to allow you to sequence the entire show on a single machine
(possibly a laptop) and then run the show on a network of machines. This network is called d3 Net.

There are 4 types of machine roles within a d3Net setup:

Director Machine

Actor (output machines)

Understudy (backup machines)

Editors - which can be any PC/Laptop running Designer.

Only one Director is allowed on a network. Multiple Actors, Understudies and Editors are permitted.

Every Director & Actor is configured to output video to its assigned Feed scene. Please see the chapter
Output Feeds for more information on Feed scenes. For example:

The Director machine is outputting to 1 GUI monitor and 3 projectors.

Actor 1 outputs to projectors 4,5,6,7, no GUI. Actor 2 outputs to projectors 8, 9.

The understudy machine should not have any specific Feed scene assigned to it as it should be
able to take over from any other machine.
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The Director machine
A Director machine can either be Dedicated or Non-Dedicated. If a Director is not outputting to any
screens other than the GUI, it should be set to Dedicated.

If a machine is Non-Dedicated, that means the machine controls all other Actors in the network but
also outputs video through its remaining outputs. Dedicated means that the machine controls Actors,
but does not output video to the stage; it is used only for visualisation and show sequencing.

The distinction is important because a Director that is Non-Dedicated will only play content destined
for its output feed, the so called Feed Scene, for efficiency purposes. If you need to see all content in
the visualiser, set the Director to Dedicated, or else ensure that all content in the project appears in the
feed assigned to the Director.

Actor machines
Actor machines automatically follow the Director machine's timeline, regardless of what the Director is
doing. Therefore, there is no need to input any MIDI timecode (or any other external trigger signal) to
the Actors; the Director is responsible for passing these on.

If an Actor relies on external automation signals or audio inputs, you will need to ensure that these
signals are also sent to the machines; at present the Director will not distribute these signals
automatically. The same is true for live video signals.

Understudy machines
Designating a machine as an Understudy allows it to take over from any machine in the network if that
machine fails, including the Director machine. The Understudy can be set to do this automatically or
manually. It can also send a matrix present command to a matrix as it replaces the other machine. This
can be useful for shows that need to run unattended but cope with potential machine failure.
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Editors
MultiEdit allows multiple people to edit a project simultaneously, without manually merging projects.
Edits from each Editor are propagated to all other machines via the Director in real time. Each editor
machine can work on a different track, or on different regions of the same track, at the same time;
Editors can also take control of the Director timeline position and control the stage.

Distributing signals
The Understudy machine should also receive MIDI timecode or any other external trigger signal
that the Director receives, in case it is needed to replace the Director machine.

If controlling the Timeline with Art-Net there is also no need to split the Art-Net signal to any
other machine other than the understudy.

If inputting SDI, split and distribute the SDI signal to all servers in the network.

If inputting MIDI from a control surface such as the BCF2000, split the signal into all servers.
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Setup d3Net

The d3Net manager
The d3Net manager is used to set up a Director/Actor network.

To open the d3Net manager:

1. Open the Program Settings menu by right-clicking d3 from the d3 State editor (bar at the top of
the screen).

2. Left-click d3Net manager in the d3Net tab.
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d3Net manager properties

The d3Net manager can be configured to contain all of the disguise machines in the Director/Actor
network. These machines are represented by virtual machine objects.

The Actors, Understudies and main sections of the d3Net Manager (described in greater detail below)
are used to create an Actor, Understudy or Director machine.

To create a disguise machine:

1. Open the Machines manager by either left-clicking Director, or left-clicking the + button under
the Actors or Understudies section. The Machines manager displays a list of all of the machines
you have created.
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2. Type the machine name into the New Machine text field, for example Director, and hit Enter.
The machine name should describe the role of the machine in the network (such as "Actor1"),
rather than the name of the physical machine ("d3r0082"). The machine name will be displayed
at the bottom right corner of each machine's GUI.

This will open the Machine Editor. Add the new machine to the Machines manager and assign
it to a role within the d3Net manager. The Actors and Understudies can be removed from the
d3Net Manager by click-dragging them to the - button. This will remove the machine from the
d3Net network but not delete it; it will still be in the Machines manager.

Director

Specifies which machine is used as the Director machine controlling the Actors and the Understudy (or
multiple Understudies).

Director type

Controls how the Director machine outputs content. Set to Dedicated for the Director to control the
Actors and not output any content; When the Director is set to Non-Dedicated, it can output content via
its own outputs as well.

Please note: if the Director Type property is set to Non-Dedicated, the Director will only
show content on screens included in its assigned Feed scene. This is an optimization
feature enabling the machine only to process content assigned to its Feed scene. Set the
Director machine type to Dedicated to view content on all screens in the Director machine's
visualiser.

Actors

Specifies which machines are to be used as Actors. Each Actor will output according to its
assigned Feed scene. The first output on the Actor machine, which is usually used for a GUI monitor on
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the Director machine, can also be used as a display output.

Understudies

Designating a machine as an Understudy allows it to take over from any machine in the network in case
the machine fails, including the Director machine. The machines the Understudy should take over can
be chosen from the Understudy targets section of the machine editor. For more information please
scroll down to the section Understudy targets below.

Timeout

The amount of time in seconds until the Understudy automatically takes over from the failed machine.
Note that the value 0 disables this function. 

Normal preset

The default matrix preset when all machines are functional and outputting their assigned Feed scenes.
Read more about matrix presets in the Matrix & Switchers sub-chapter.

Machine editor
To open the Machine editor, right-click the machine from the Machines manager or the d3Net
manager.
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Host Name

The Hostname of the machine. This can be selected from a list of discovered machines in the d3Net
network, opened by left-clicking the arrow. 

Please note: the Actor and Understudy machines must be running the d3Net launcher in
order to appear in the list

Network manager monitors the health of the Actors using their frame rates

The failover section of the Network manager monitors the health of the Director and all of its Actors
using frames-per-second readouts. For more information on frame-rate readouts please scroll down to
the section 'Monitoring Actors' below.

Type

Each machine can be set as a certain type. Changing this value sets the capabilities of the machine
for Video Input Patch and Audio Output. The value is auto-detected, when the disguise machines are
connected. When machines are disconnected (for example when building your project in disguise
Designer) you can specify the type manually.
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Feed

Assigns a specific Feed scene to the machine. The Feed scene contains specific outputs and can be
created directly from the d3Net manager. Alternatively, Feed scenes can be created and configured
before assigning them to a machine using the Output Feeds level. Please see Switching Feed scenes
for more information.

Audio

Controls how audio is outputted from the machine. 

off disables all audio from the machine, 

timeline only plays audio from the Timeline, 

video files only plays audio from video clips only,

on enables all audio.

Typically this property is used to allow audio from video clips to play through a PA whilst suppressing
the Timeline audio, which is used for reference purposes on the Director only.

Please note: in order to output audio in a Director-Actor network the video file containing the
audio needs to be mapped to a screen. The screen then needs to be assigned to a Feed
scene, which in turn needs to be assigned to the machine which will output the audio. If
using a separate low-res DXV videofile (16x16 pixels) which only contains audio and no
video, create a low-res 'dummy screen and assign it to the Feed scene. Read more about
outputting audio in the Outputting audio sub-chapter.

GUI

Controls whether to start up with the GUI; options are off when Actor, always on and always off.
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Matrix Control

This is a preset number to be automatically sent to the Matrix by the Understudy when one of the
machines fails. A preset number should only be set in the Director and Actor machines. In case of a
machine failure, that machine's preset number will be sent to the matrix by the Understudy.

You can also enter the information for which input on the matrix each head on the machine is
connected to for Direct Matrix routing. For more information please see the Direct Matrix routing sub-
chapter.

If there are multiple matrix devices the disguise software will send the same preset to all matrix
devices in the Devices manager list. For step-by-step instructions on how to create a device please
see the Creating devices sub-chapter.

Warning: automatic preset switching is currently only available when using one
understudy. If using multiple understudies, the matrix needs to be switched
manually.

Alternate feed

Specifies the alternative Feed scene the Understudy should switch to if one of the machines fail. If set
to None, the Understudy will switch itself to the standard Feed scene specified in the previous
property. This is mainly used if the Understudy's Feed scene has different output head size settings
than the machine it is replacing. Please see the explanation of the Feedproperty above for information
on how to create Feed scenes using the Output Feeds level.

Understudy targets

The machines the Understudy should take over can be chosen from the Understudy targets section of
the Machine editor. However, in order to see this section:
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1. Create an Understudy Machine. When creating an Understudy, leave the Feed property
(described below) blank. This is because it should be able to use any other Feed
scene assigned to the failed machine.

2. Close and reopen the Machine editor. A new section called Understudy targets will now exist at
the bottom of the editor.

Understudy targets section of the Machine editor is used to add machines the Understudy should
take over

If no machines are added to this list, then the Understudy will take over from any machine on the
network.

If a Matrix device has been added to the system, the Understudy can be configured to send a preset
command to the connected matrix device.
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File distribution in a Director-Actor network

Once the d3Net manager has been set up correctly, copy the specific Project folder to all of the Actor
and Understudy machines in the network. The video files must be distributed in such a way that every
machine has all of the content files it will need to play during the show. For information on where the
specific Project folder is located please see the sub-chapter Projects location.

Remote control service

The disguise machines are installed with a Windows services, named d3Service. When starting the
disguise softwareon the Director, the Director automatically sends out a start disguise network
command, which attempts to start the Actor(s) with the specific project. When the Actor machine
starts, it looks at the d3Net manager, identifies itself in the list and switches automatically to its
assigned role and Feed scene.

Please note: d3Service installs as part of the installer and no activation is required.

Monitoring Actors

The Director machine can monitor the health of all of its Actors. By default, the bottom right corner of
the disguise screen contains a frame-rate readout showing the number of frames the disguise
softwareis outputting per second (fps).

60 fps is the optimum frame rate and indicates a healthy machine by showing in green;

<60 fps is unhealthy and shows in red.

If you select a 50Hz output mode, a smooth 50 fps shows as green).

Project-location.html
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Number of frames the disguise software is outputting per second, in this example a healthy 60 fps

In Director mode, the frame readout will be accompanied by a readout for each Actor. If the Actor is
not running for any reason, the readout will be in red with a - instead of a number.

In Director mode the Director machines readout will be accompanied by a readout for each Actor.
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Setup Editors
MultiEdit allows multiple people to edit a project simultaneously, without manually merging projects.

Edits from each machine are propagated to all other machines in real time. Each editor machine can
work on a different track, or on different regions of the same track, at the same time; editors can also take
control of the Director timeline position and control the stage.

There are a few ground rules for MultiEdit that must be observed:

The Director must be running
The Director machine is authority for show state; therefore, the disguise software must be running on the
Director for a multiedit session to work. If you shut down the disguise software on the Director, all
connected editors will be kicked out of the session. If you're uncertain how to set up a Director/Actor
read the setup d3net page. 

The Director is the authority over show state
When an editor joins a session, it copies the project file over to the local machine. Any edits made on the
local machine while it was offline will be overwritten. Therefore, if an editor makes edits to the project
while disconnected, the only way to get the edits into the main project is to run a standard project
merge.

Edits are first-come, first-serve
When an editor attempts to make a change to any object, it locks that object for a short time (a tenth of a
second). During this time, if another editor tries to change that object, the change will be locked out.
Locking is 'fine-grained' - it is, for example, possible for two people to edit different properties of the
same layer at the same time; but edits to the same property will be first-come-first-served. 

Director session control
The Director is the final authority on show state, and is responsible for show safety. Since unsupervised
connection of editors at showtime introduces a risk, the Director has the ability to disallow any editors
from connecting. It also has the ability to prevent editors from taking control of transport (the position of
the cursor on the timeline). This is done using the network status widget on the Director.
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Send Transport Commands
This means that Actors are following the Director's timeline position. Clicking on this button changes the
setting to disabled; show state will be propagated to Actors, but they will not follow if the Director jumps
to a different part of a track, or jumps to a different track. This allows you to 'park' your Actors at a static
position while editing continues on the Director.

Editors are allowed 
Means that editors are allowed to join the session. Clicking on this button changes the state to editors
blocked; existing editors will be kicked off the session, and new editors will be disallowed.

Synchronising the project
To join a session, the editor machine needs to first copy the entire project folder from the Director
machine (including all media assets). Once this is done, the .d3 project file will be synchronised
automatically; however any new media files must currently be synchronised manually using a third-party
synchronisation utility. 

Joining a session
To join a session, open the d3Manager and find the project session in the project list. If the session is
running, you'll see the session icon next to the project name.

Manager-Overview.html
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Double click the project to launch, and when prompted, choose Join Session.
Or alternatively;

Right-click on the project name, and select Join Session. This will pop up a dialog box warning
you that any local edits will be overwritten (they will be copied into the history folder, so they're
safe); clicking OK will start the disguise software in editor mode and synchronise the project file;
you'll see synchronising project file in the startup sequence. 

For more options how to join a session see the d3Manager page. 

Once you're running, you'll know you're an editor if you see the independent button at the bottom right
of the disguise GUI.

Manager-Overview.html
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Editing objects
Once you're in the session, you'll find editing is pretty much the same as when you're running as a
Director or solo machine, with a couple of exceptions:

you can't edit the Director/Actor configuration itself.

you can't control any of the Director properties in the (dashboard). 

Timeline control

By default, the editor machine maintains its own transport position (position on timeline, and which track
is selected). This means that you can freely jump from one track to another, making edits, without
affecting the Director or the Actors. Sometimes, however, you'll want to take control of the transport from
the editor. 

To do this, press the independent button on the timeline title bar. If the Director has allowed editors to
take transport control (see Director session control above), the button will show locked to Director and
flash green.

Clicking on a different bar of the track, pressing play/stop or next/prev section, or switching to another
track, will be reflected on the Director and the Actors. Conversely, any transport control movements
(including those generated by other editors, or external transport devices such as lighting desks or OSC)
will be followed by the local editor machine, on a first-come, first-served basis.
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Network Adapter
It may be necessary to manually assign a network adapter to the disguise softwarein complex network

scenarios, or with machines that have multiple network connections.

This can be done in d3Manager before starting a project. Selecting a network adapter will then ensure
disguise net always uses that connector. 

To select the adapter, choose it form the dropdown list and then click the Set Network Adapter
button. Once you have selected a network adapter, disguise will prompt you to restart your machine.
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Windows network settings

General preparation

1. Download and install the latest disguise release version onto all machines in the network.

2. Run the same disguise installer on all machines.

3. Do not run a checkpointed version of the disguise project when you are working in a
Director/Actor configuration. For information on checkpoints, including how to disable a
checkpoint, please see the Running a project from a checkpoint sub-chapter.

4. Ensure that the disguise machines have no third-party programs installed which may cause a
reduction in performance or other unwanted actions.

5. Disable all popup windows and auto-update functions.

Set up IP addresses
To use the disguise softwarein a Director/Actor configuration, every disguise machine needs to be set
to a static IP address within the same network. When proving DMX input/output the DMX LAN port also
needs to be set to a static IP address. To do this:

1. Open the Windows Network and Sharing Center (Start menu > Control Panel > Network and
Sharing Center ). This window can also be opened by selecting the network icon in the task-
bar (bottom right-hand corner of the screen) and selecting Open Network and Sharing Center
.

Checkpointing-projects.html
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2. Select Change Adapter Settings in the left hand pane.
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3. Right-click the Data port and select properties.
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4. Untick the TCP/IPv6. This disables IPv6.

5. Select Internet Protocol Version 4 (TCP/IPv4) and select Properties .
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6. Select Use the following IP Address and use something appropriate, like 10.0.0.1 or 192.168.0.1,
and set the Subnet Mask to 255.255.255.0.
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7. Make sure to keep all disguise machines on the same range, for example 10.0.0.xxx or
192.168.0.xxx, where xxx is any number from 1-254.

8. Leave the DNS server fields blank.
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Set up sharing
Set the same time, date and timezone to all machines in the network. To do this:

1. Open the Date and Time window (Start menu > Control Panel > Date and Time ).

2. Select Change date and time to open the Date and Time Settings window, adjust the date and
time accordingly and select OK .

It may be useful to rename all computer names to what they represent in the Director/Actor
network. For example, Actor 1 may be outputting to projectors 1 to 4 and should have a
computer name Actor 1 . In addition, all computers should be set to the same Workgroup.

3. To change a computer's name and workgroup open the System Properties window (Start menu
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> Control Panel > System > Change settings )
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System Properties window is used to change the computers name and workgroup

In addition, the computer's sharing settings should be configured. To do this:

1. Open the Network and Sharing center (Start menu > Control Panel > Network and Sharing
Center ).

2. Select Change Advanced Sharing Settings .

3. Change the settings to those shown below and select Save changes .
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Share folders
It is very important that the specific disguise Project folder is shared with the other computers on the
network. To do this:

1. Open the File Sharing window by right-clicking the specific Project folder and selecting
Properties > Sharing > Advanced Sharing. For information on where the specific Project
folder is located please see the sub-chapter Projects location.

2. Set the Permission Level of the users d3 , Everyone and Guest to Read/Write .

3. Right-click the d3 Projects folder and select properties from the context menu.

4. Click the Advanced Sharing... under the sharing tab.

Project-location.html
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5. Tick the Share this folder box and set an appropriate share name.

6.  Ensure sharing permissions are set to Read/Write for the users which have access. Please add
a dedicated user if you want more granular control.

Network settings
Please ensure that the HomeGroup of the computers is set to the same network. This will make it easier
when using a Director/Actor configuration, as it will enable files to be shared between the computers
on the network.

To change the HomeGroup:



84

1. Open the Network and Sharing center (Start menu > Control Panel > Network and Sharing
Center ).

2. Select HomeGroup (bottom left corner of screen) > What is a network location? > Work
network.

3. Ensure that the computers are set to the same network

Verify connections
The Windows Command Prompt can be used to check the connections of the machines. To check the
connections:

1. Open the Windows Command Prompt by selecting the Start menu (bottom left corner of
screen), typing cmd into the text field, and selecting cmd.exe .

2. Use one of the disguise machines, preferably the Director machine, to verify that all of the
machines are responding by typing in a prompt according to the format:

ping[space]IPAddress

for example
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ping 10.0.0.65

3. Hit Enter .

4. If the machines are responding correctly, the line Reply from 'IP address: bytes=32 etc will
appear. If there is an error, it will prompt Request timed out .

5. On the Director machine type Ping followed by its IP address and hit Enter, if the machines are
responding the reply line as shown in this example will appear

6. To check the current machines IP address type ipconfig/all and hit Enter.

Please note: If using a Mac/OS X, you may access the shared folders on another
machine by using the hotkey combination CMD+K and then typing in the connection
server address using this syntax:

smb://Guest:@<d3_server_name>/d3 Projects
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Create shortcuts
1. Use the Director machine to access the specific Project folder for all of the Actor and

understudy machines. For information on where the specific Project folder is located please
see the sub-chapter Projects location.

2. Create a shortcut of the specific Project folder onto the Director machines desktop, clearly
labelled with the project name and machine function. An example of a short-cut name would
be MyProject on Actor 11 and MyProject on Understudy.

3. Repeat the process for all of the Actor machines in the network, i.e. create a shortcut to the
Director machines specific Project folder onto the desktop of every Actor machine. A quick
way to access the machines in the local network is by selecting the Windows Start menu and
typing in the machines IP address into the text field and hitting Enter .

4. On the machines desktop, remove all of the icons that are not needed. Ideally, the only icons
showing will be the machine name at the top left and the Windows bin (which cannot be
removed). You may also want to create a custom background to the Directors desktop to
highlight all of the shortcut folders.

5. Set the desktop background of all of the Actor to black, showing no disguise logo at least
during show-time.

Project-location.html
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Educational license
disguise can work with educational establishments to provide an educational license.

This works by placing the license on a networked host which then validates a defined number of seats,
thus removing the need for supplying, overseeing and managing a number of physical dongles for the
student population

For further information please contact disguise sales.

Warning: Launching the disguise software without this initial networking setup will
report a lack of license on the client machines and not run. Once successfully setup
as above, the disguise software will launch correctly on the machines permitted in the
procedure outlined here.

Setting up the educational license
The following assumes:

a connected network with machines connected and able to ping each other

Designer installed on each machine. The latest version can be downloaded here

The educational license is supplied on a Designer dongle. 

../../Configuring/Networking/sales@d3technologies.com
https://download.disguise.one/
https://www.disguise.one/en/products/designer/
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Once inserted into the host machine -

1. On the host, access the WebAdmin control panel from the CmContainer in the System Tray

This WebAdmin panel can also be accessed by selecting localhost:22350 in your browser

2. Make the license available through Configuration> Server >ServerAccess, select the check
boxes and Apply
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3. Client side settings
All clients on the local network should find the server automatically. Should this not work (for
example your server is in a different subnet, or you are connecting remotely through the
Internet) then you may need to specify the server’s hostname or IP address on the client:

a. open WebAdmin

b. Configuration > Basic > Server Search List

c. add the host server to the Server Search List
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This field may have multiple entries and the client searches for available licenses in the
presented order. It only searches for the specified server if the list is populated.

Access Control
With the default settings all computers on the same local network (same subnet) may use a license
from the server. Should you wish to restrict access:

1. Open WebAdmin

2. Navigate to License Monitoring > Sessions

3. Select the CmContainer with the Education license

4. View Borrowed Licenses
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Where the Clients’ list is empty, anyone on the local network can use a license.

Where at least one entry is specified, only the specified entry(s) will be granted a license.

Please note: If the server is public or you wish to restrict access then ensure that this list is
populated correctly to avoid unwanted license usage.

Usage monitoring
To see who is using a license:

1. open WebAdmin on the host server

2. navigate to Server> User tab

which will enumerate the current client usage.

Confirming the network license has been applied
To see whether your networked license has been applied correctly you can check:

on the Host's WebAdmin control panel> Server> Cluster> Details will itemise those machines
connected

on the clinet machine's WebAdmin control panel> Content> Licenses will report the license
correctly. (If not applied, it will simply state that no CmContainer is found.)
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Devices overview

Devices in the disguise software represent external devices that connect to the software, either for signal

input or output.

Examples of devices are:

Live video capture devices (external or internal)

Audio input

DMX input and output

Serial, telnet and UDP protocol devices. Primarily for use with the Control Layer.

OSC controlled devices

DVI matrices and switchers

VISCA remote-controllable cameras

MIDI control surfaces

Screen automation / tracking systems

Control.html
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Creating devices

Creating a new device
1. Right-click devices from the dashboard. This will open the Device Manager, which contains a

list of active devices.

2. Select + to open the Device library. This lists which internal or external devices are available.

3. Type in the name of the new device into the new device text field.

4. Hit Enter. This will open a list of device types available in the disguise software.

5. Select the appropriate device type.

The new device will be added to the Device Manager's active device list, and to the Device library. The
device's editor will also open. 
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Please note: Always right-click on the default device object to add devices to it. If left-
clicking you will be prompted to create a whole new device manager which is rarely
required. 
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Motion control systems

Overview
disguise has the ability to receive positional data from various motion control systems using the
PositionReceiver device type. This data can be used to animate screens or props within the Stage level.
This device will be the main interface between disguise and the various motion control systems that are
currently supported. It is possible to have multiple PositionReceiver devices. Depending on the system
used objects in a stage can be moved and rotated in all three axes, matching the actual objects real
world position. This provides an accurate toolkit for pre-visualising a stage and visualising dynamic
content mapping at show-time.

Which motion control systems are supported?
Currently the disguise software can interface with the following motion control systems:

CPSDriver - Legacy Driver

CameraTrackerTester

D3SSIDriver - Internal system driver

DmxScreenPositionDriver

FreeDDriver

DMXSPD - Generic DMX Driver

HmcDriver - Hudson HMC protocol

Kinesys (Vector & K2) - http://www.kinesys.co.uk/

LCPUSB - Inclinometer

MoSysF4Driver

MoveCat - http://www.stage-kinetik.de/en/

NG360 - http://www.seika.de/english/html_e/NG360_e.htm

http://www.kinesys.co.uk/
http://www.stage-kinetik.de/en/
http://www.seika.de/english/html_e/NG360_e.htm
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NatNetDriver - https://optitrack.com/software/natnet-sdk/

NavigatorDriver - http://www.taittowers.com/tait-navigator/

OscDriver

PSNDriver - PosiStageNet - http://www.posistage.net/

PRGDriver - UDP receiver for PRG Screen Automation protocol

PRGStageCommandDriver - https://www.prg.com/technology/products/automation/stage-
command-system

RTTrPMDriver

Simotion - http://www.taittowers.com/live-event/stage-tech/

STS - http://www.stsonstage.com/en/home

StypeDriver

UnicanOpenCue - http://www.unican.de/

VisualAct - http://visualact.se/

Raynok Motion Control System by Niscon Inc. – http://www.raynok.com

Position Drivers
The PositionDriver is the object in disguise that decodes the data sent from the motion control system.
Most of the time a driver is bespoke for a particular system. The following diagram gives an overview of
how the system works and the flow of data:

https://optitrack.com/software/natnet-sdk/
http://www.taittowers.com/tait-navigator/
http://www.posistage.net/
https://www.prg.com/technology/products/automation/stage-command-system
https://www.prg.com/technology/products/automation/stage-command-system
http://www.taittowers.com/live-event/stage-tech/
http://www.stsonstage.com/en/home
http://www.unican.de/
http://visualact.se/
http://www.raynok.com/
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Diagram illustrating the flow of data from a motion control system to screens/props in disguise

The motion control system sends data over the network (via UDP ).

1. The system receives the data and passes it onto the PositionReceiver device and onto the
PositionDriver.

2. The PositionDriver decodes the data and passes it onto the PositionAxis objects.

3. The PositionAxis object, named 'A, sends the position straight to the defined parameter of
Screen / Prop A .

4. The PositionExpression object takes the values from both axes, 'B and 'C, and evaluates it using
the expression ((Axis B + Axis C) / 2) and sends the result to the defined parameter of Screen /
Prop B .



99

Axes

The Axes section of the PositionReceiver editor is used to create PositionAxis objects which control the
movement of individual screens or props along each axis.

Axes are discrete objects themselves, but can be automatically created by reading the axis data the
automation system is sending to the disguise software.

Example

Creating PositionAxis objects
To create a PositionAxis object:

Select the + button within the Axes section of the PositionReceiver editor, type the name of the
new object into the text field and hit Enter.
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Or alternatively;

Click the Create Axes button to automatically read the incoming axes from the Automation
driver.

PositionAxis properties

Configuration

Status
Axis ‘Engage’ and ‘Disengage’ options. Allows the user to allow/disallow stage objects being updated
in the visualiser. Can also be used during calibration to prevent automation data passing through to the
stage objects.
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ID
The unique identifier for the axis normally being sent by the automation system. In r14.2 onwards you
shouldn’t have to edit this field.

Object
The Screen that the automation is affecting, ie Surface 1.

Property
Which property of the stage object will be automated. E.g. offset.x, offset.y, offset.z, rotation.x,
rotation.y, rotation.z.

Graphing Enabled
Allows the user to switch on/ off the graphing/ monitoring of incoming packet data (position/ velocity)
and filtered position data.

Range
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Minimum/Maximum Input
Maximum/ Minimum Input: Set the Min and Max Input in the disguise software to the real world values
coming into the software from the automation system. The set button for Maximum and Minimum Input
fields can be used to mark the in and out positions (range) of the automated object. This will reference
the current Input Value and therefore when pressed it will paste the current input value into the field.
Therefore, making it easier to set these values. the disguise software works in metres and degrees so
the user should set appropriate scaling if the received values are not in metres.

Minimum/Maximum Output
The Minimum and Maximum Output fields allow the user to scale the input range to a local range in the
visualiser.

Wrap Input
Wrap input allows the user to specify that the automated object has rotary motion and the data will
wrap. For example, a revolve going from 0-359 and wrapping back to 0.

Filter
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Enabled (override)
Default - Off

When switched on, filter parameters override the parent devices parameters.

Movement threshold
Minimum change needed before updating output value. This helps when data has unwanted
movement when intended to be static. 0 means no threshold (disabled).

Number of samples
Number of samples to filter. Use 0 to disable. More samples will introduce higher latency with more
smoothing effect. Fewer samples will introduce less latency with less smoothing effect.

Number of time samples
Number of time samples to filter. Use 0 to disable. More samples will introduce higher latency with
more smoothing effect. Fewer samples will introduce less latency with less smoothing effect.

Smoothing factor
Smoothing factor %. Higher values will smooth the data more but will increase latency and therefore
the need for prediction

Velocity
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Velocity Calc Mode
This is for prediction and determines the method for calculating the speed between samples within d3
in order to predict the position ahead of time. When in Calculate mode, d3 will calculate the speed
between the latest and previous packet. When From Packet is selected, the speed information should
be received within the packet itself.

Please note: Note that the velocity units will be calculated/ received in the units in which the
source is sending position and/ or velocity. E.g. If the source is sending position/ velocity in
mm/s2 then the velocity is calculated in mm/s2 or when From Packet is selected, the
velocity received would be in mm/s2. Therefore, any scaling (min/ max values for input/
output) is applied after the velocity prediction step. The scaling is used in order to scale
input values into metres which is what disguise uses. Disabled sets velocity to 0 and
consequently turns prediction off.

Velocity
Updates only when in Calculated or From Packet modes and displays the velocity that is being
calculated/ received from the automation system for the axis.
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Prediction

Enabled (override)
When switched on, prediction uses the bias property to predict tracked positions at a future time.

Bias/Prediction (ms)
Compensate for time latency between received data and projector output. Use 0 to disable.

Adjust
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Offset
Allows the user to offset the position of the object relative to the incoming position data.

Values

Input
The values of the incoming data, from here one can determine the Min and Max Input of data.

Output
The output including any prediction.
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Output Scaled
Scaled output velocity comparing the Input and Output levels.

Delta (in - Out)
The difference between the incoming position data and output position data. For good output should
be twitching between -0 and 0 value.

Avg Input Frequency (hz)
The field displays the average frequency that automation data is being received for the axis. It’s
important to monitor this field and ensure that the rate is at least 30 Hz or higher and consistently at the
rate specified by the automation system. I.e. avoid large swings/ fluctuations in the input frequency.
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Creating Driver Axes
Create Driver Axes is a function that allows an automation device to automatically detect what axes the

connected device is sending data for and thus save the user from manually creating all of the axes for the

automation system. 

1. Once you successfully add & configure an automation device with its associated driver, clicking
the Create Driver Axes button will show all the axes that automation driver is sending into the
disguise software. 

2. Right clicking an Axis allows you to link that Axis to an object, for example Surface 1 and then to
assign it a property, for example 'Offset.x' so that surface 1 is linked to the x offset of that axis.
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3. Another piece of useful functionality, is the ability to set minimum & maximum inputs. For
example, set the Automation system to the minimum point of reference, press Set, disguise will
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read that value and input it for you, and repeat for the maximum. 

Please note: Note that when an axis is controlled by an PositionReceiver that the
PositionReceiver always defines the position, even when overridden.
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Screen Axis Expressions
Screen Axis Expressions can be used to perform arithmetic on values outputted from ScreenPositionAxis

objects and sent to a property of a defined screen.

Creating expressions
To create an expression:

Select the + button within the Expressions section of the PositionReceiver editor, type the name of
the new object into the text field, and hit Enter.

This will open the Expressions editor.
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Expressions properties

Expression editor is used to perform arithmetic on values outputted from ScreenPositionAxis
objects to a property of a defined screen

Expression 
These are the arithmetic expressions performed on the defined axes. The ScreenPositionAxis objects are
defined by their name. For example,

(ledscreenx*ledscreeny)/2

Where ledscreenx and ledscreeny are ScreenPositionAxis objects.

Screen
The screen you want to move and rotate. You should leave the property field of the object blank if you
want to use the output of the expression rather than the axis.

Min input 
The minimum input value that will be received from the ScreenPositionAxis objects.

Max input 
The maximum input value that will be received from the ScreenPositionAxis objects.

Min output 
The minimum output value of the defined property.

Max output 
The maximum output value of the defined property.

Output 
The current output value.
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CPS Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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D3SSI Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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DMX Screen Position Driver

Axis
User defined axis name.

Universe
The universe address of the automation system.

Channel
The channel address of the automation system.

Encoding
4 byte signed little endian - signed int little endian (bytes read from right to left)

range = -2, 147, 483, 648 to 2, 147, 483, 647

4 byte signed big endian - signed int little endian (bytes read from left to right)

range = -2, 147, 483, 648 to 2, 147, 483, 647

4 byte unsigned little endian - unsigned little endian (bytes read from right to left)

range = 0 to 4, 294, 967, 295

4 byte signed big endian - unsigned big endian (bytes read from left to right)

range = 0 to 4, 294, 967, 295
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HMC Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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IPCUSB Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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Kinesys Driver
Kinesys is a motion control system that provides six axes of freedom (x,y,z movement and x,y,z rotation). It

sends data over the network to d3 via the UDP protocol.

The disguise software supports both Vector & K2 products.

Please note: make sure you are connected to the Kinesys system by network switch or direct.
You are likely to experience problems if behind a router or firewall.

Kinesys driver properties

Port
This is the UDP port used, normally 6061.

IP Filter
This is the IP address the data is coming from. (Optional)

Multicast address
This is the engine multicast address from the K2 software. (Optional)

Outside of d3, use the Kinesys K2 software to find the engine multicast address and parameter address .
If you are familiar with the K2 software, please navigate to the following windows, or contact your
Kinesys representative or operator.

The engine multicast address is the address that the K2 software will broadcast the positional data to
and can be found in the red box shown below.
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Engine Multicast Address is situated in the red rectangle

The parameter address for each construct parameter is the id tag for each set of data and can be found
in the red box shown here.
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Parameter Address is situated in the red rectangle

Type the correct engine multicast address value into the Multicast address text field of the
Kinesys driver editor.

Create a ScreenPositionAxis object for each axis of movement using the steps explained earlier in
the Axes page. Insert the K2 parameter address into the ScreenPositionAxis id property text field.
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MoSys F4 Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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Movecat Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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Navigator Driver

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).

FTSI Navigator UDP Packet Format

D3 requires the Navigator system to send data in a specific format. Each axis should send data in the
following format.

ID:POS,VELOCITY;

ID = Axis ID

POS = Axis position as a floating point number

VELOCITY = Axis velocity as a floating point number

Example:
1:-24.034,1.323;

Multiple axes can be combined in the same message,

ID:POS,VELOCITY;ID:POS,VELOCITY;ID:POS,VELOCITY;.....

1:-24.034,1.323;2:5.346,12.098;3:9.064,2.511;
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Warning: a common error is to omit the last semi-colon in the sequence. This will
cause the last quantity not to be received.
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NG360 Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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OSC Driver
It is recommended that you use driver default settings, unless the system is configured differently.

OSC device
The OSC device that is sending the data.

Address Filter
Enter the OSC address string (excluding the axis name), for which OSC messages will be received.
Leave this blank to receive all OSC data.
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Posi Stage Net Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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PRG Stage Command Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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PRG Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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Simotion Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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Stage Kinetics MoveCat driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).

Protocol version
The protocol version that the driver is using. Default is V2.
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STS Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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Stype Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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Unican Open Cue Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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Visual Act Driver
It is recommended that you use driver default settings, unless the system is configured differently.

Port
The port number the automation data is coming in on.

IP Filter
The remote IP that the data is coming in on (optional).

Multicast Address
The multicast address the data is coming from (optional).
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Audio analyser
The AudioAnalyser device enables the properties of an audio source to be controlled.

Before starting the disguise software ensure an audio source is connected to the line inputs on the RME
breakout. Please see the Hardware sub-chapter Audio breakout for more information. Make sure that
there is a good signal level.

Setting up an audio device
1. Create an AudioAnalyser device. An AudioAnalyser device is created in the same way as any

other device type. Please see the earlier sub-chapter Creating devices for step-by-step
instructions on how to create a device, and select AudioAnalyser from the menu of different
device types. This will open the AudioAnalyser devices menu which contains two audio lines.
Alternatively, by default disguise contains an AudioAnalyser device called audio analyser,
which can be selected from the Devices manager.

AudioAnalyser menu contains two audio lines

2. Right-click on an audio line, in this example line left, to open the audio line editor. The audio
line editor is used to specify how the audio is to be inputted.

3. Open the audio device selection list by left-clicking the line property.

Audio-Input-and-Output.html
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Audio device selection list is used to specify how the audio is to be inputted

4. Select an appropriate audio device from the audio device selection list. An audio spectrum
should now be displayed.

Audio spectrum should now be displayed for the audio device selected

5. To achieve an appropriate level it may be necessary to adjust the gain level. To adjust the gain
level type a value into the gain text field.

6. To check the gain level left-click the audio spectrum; this will switch the display to an audio
waveform. If the audio waveform has red in it the audio level is too high and is 'peaking.

7. Adjust the gain level until the audio waveform has no red in it.

8. Once the level is clean, left-click the audio waveform and the display will return to an audio
spectrum.

Controlling layer properties
This section explains how to use expressions to control layer properties using the AudioAnalyser
device. In this example the AudioAnalyser device will be used to affect the brightness property of a
Colour layer.

To control layer properties using the AudioAnalyser device:

1. Open the layers editor. Please see the chapter Working with Layers for information on creating
and editing layers.

Layers-overview.html
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2. Right-click the layer property you want to control using the AudioAnalyser device, in this
example the Colour layers Brightness property. This will open a small editor.

3. Type the expression into the untitled Expression text field according to the format:

LayerPropertyValue*Device:AudioLine.c[FrequencyRange]

For example
255*AudioLine:line_left.c[0..10]

Expression being used to make a layer property, in this example Brightness, controllable using an
AudioAnalyser device

When the expression has been accepted the layer property will turn green.

What does the expression mean?
The diagram below is broken up into sections with a letter underneath. A description of each section is
located below the diagram.
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A: 255 = Brightness value of the layer

B: AudioLine = which device to use

C: lineleft = which audio line to use

D: [0..10]= what frequency range to analyse

How do I choose which frequencies to analyse?
The audio spectrum has 127 steps across the frequency range.

Audio spectrum has 127 steps across the frequency range

Any frequency from 0 to 127 or a range of frequencies can be analysed using part D of the expression
described above. For example,

To analyse just the bass frequencies select a range similar to [0..10] .

To analyse just the high frequencies select a range similar to [100..127] .
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DMX
This sub-chapter explains how to configure disguise to prove DMX input and output, using an Art-Net

device as an example.

Warning: it is possible to map a DmxDevice to conflicting address ranges. This will
result in unpredictable behaviour.

The disguise software also uses a number of other converter device types: sACN, Enttec, Soundlight,
Exdmx, Kinet v1 and Kinet v2.

To setup the Art-Net connection you first need to create a DmxDevice. A DmxDevice represents a
physical output device that connects to the computer (via USB or ethernet) and outputs and/or receives
DMX to/from physical devices. d3 supports a number of such DMX converters and protocols. You will
need to create a separate DmxDevice for each physical converter device.

Create a DmxDevice
A DmxDevice is created in the same way as any other device type. Please see the sub-chapter
Creating devices for step-by-step instructions on how to create a device, and select DmxDevice from
the menu of different device types.
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Edit the DmxDevice
1. Right-click the new DmxDevice, in this case Art-Net, to open the DmxDevice editor.

2. Left-click driver. This is an option switch that selects the converter device type.
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Driver property points to different options of converter device types

Protocols Supported
The following options are supported:

Art-Net
This is the most commonly used DMX-over-ethernet protocol. Art-Net can transmit up to 32,768
Universes of data via a single ethernet cable.

Art-Net broadcast
To do Art-Net Broadcast, set the remote IP of the device to be the broadcast address of the
network. Example - if the node's IP is 2.0.0.1 and the net mask is 255.0.0.0 then the broadcast IP
will be 2.255.255.255.
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Art-Net IP Address Filtering
We’ve modified the way we manage Art-Net/sACN connections to allow for more precise
layering of DMX data. This means that disguise is now more strict regarding which IP address it
will receive data from, as opposed to the previous behaviour in which it would listen to the
entire subnet. In light of this change, users will now need to be more specific when entering
remote IP addresses, ensuring that either the correct unicast address or the subnet’s broadcast
address is used.

sACN
Streaming-ACN, also known as ANSI E.1 31-2016, is an alternate DMX-over-Ethernet protocol
that is supported by disguise. Unlike Art-Net, which is a broadcast (or unicast) protocol, sACN is
a multicast protocol and can transmit up to 63,999 Universes of control data via an ethernet
network.

When selecting an adapter for multicast traffic in the disguise software, it loads the list of the
adapters present on the local machine. Note that the name of the adapter that is being used to
transmit the sACN signal must be labeled the same way on each of the servers in the network in
order to connect properly.

Incorrect example:

Server A (Director) NIC B labeled "B - sACN 1Gbit"

Server B (Actor) NIC B labeled "B - Artnet 1Gbit" (NIC B will not receive DMX)

Correct example:

Server A (Director) NIC B labeled "B - sACN 1Gbit"

Server B (Actor) NIC B labeled "B - sACN 1Gbit"
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Enttec
This is the protocol supported by the popular Enttec Datagate conversion devices.

Soundlight
This is a USB based protocol communicating with DMX devices made by Soundlight Inc.

EZDMX
This is a USB based protocol communicating with Avolites EZDMX devices.

Kinet V1 and V2
This is a lighting control protocol supported by Color Kinetics devices.

For this example:

Select Artnet from the list of driver converter types.

Left-click IP-address to open the IP address editor. Ethernetbased protocols (Artnet,
Enttec, Wendi) identify each physical device with a different IP address. This property
has no function for USBbased protocols (Soundlight, Ezdmx).

Left-click Manual address to open the Select Remote Node window and type in the IP
address of the device. In this example the IP address for a GrandMA lighting desk is
being typed in.

Left-click OK when you have finished typing in the IP address.

Type in the start universe value; universe numbers always start from 1. The start universe
property specifies the first universe number of the device. the disguise software makes
an arbitrary number of DMX universes available to you and maps ranges of universes to
individual DMX converter devices. This number specifies the universe number of the
first universe mapped to this device.
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Type in the universes value. This specifies the number of universes to be mapped to the
DMX device. In the example above, universes 1 through 8 are mapped to the Art-Net
device located at 10.0.0.83.

Prove DMX input/output
1. Open the DMX monitor by left-clicking DMX monitor in the Device editor. The DMX monitor is

used to prove DMX input and output, in this example for an Artnet device.

DMX monitor is used to prove DMX input and output, opened by left-clicking DMX Monitor
from the DmxDevice editor

2. Type in the universe value to prove DMX input on that specific universe.

3. Left click on Monitor to change the value from Output to Input.
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4. Check if the values are coming into the disguise software.
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DMXMachineControl setup
The DMXMachineControl device allows restart and shutdown commands to be sent to the disguise

software from an external DMX device such as a lighting console.

Overview
This topic outlines the setup steps in order to setup the DMXMachineControl device in the disguise
software which is used for remote shutdown and restart of disguise machines using DMX commands.

Workflow

1. Create a DMX device from device manager as detailed here.

2. Create a DMXMachineControl device from device manager.

Set the Universe & Address values.

Configure the command & personality ranges to suit personal preference, or use the default
settings.

3. Export the personality to the lighting console in either .txt or MA2 XML format from the Export tab
of the device.

The exports will be written to the output folder of the project folder.

4. Send values from the lighting console to remotely trigger a machine restart or shutdown.

Project-location.html
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DMXMachineControl properties

Patch

Universe
The Universe property defines the Universe number that the commands will come from.

Channel
The Channel property defines the Channel number that the commands will come from.

Personality

Shutdown channel
The Shutdown channel defines which DMX channel will send the shutdown command to the disguise
machine.

Enable channel
The Enable channel defines which DMX channel will send the Enable command to the disguise
machine, this will allow the command to be triggered.
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Command Ranges

Idle range
The Idle range defines the range where no commands are sent to the device.

Restart range
The Restart range defines the range where a machine Restart command will be sent to the device.

Shutdown range
The Shutdown range defines the range where a machine Shutdown command will be sent to the
device.

Enable range
The Enable range defines the range where the Enable command will be sent to the device.

Behavior

Hold time
The Hold time, specified in seconds, defines how long the disguise software will wait before acting on
a Restart or Shutdown command.
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Export

Show Personality in DMX Chart format
Clicking this button will show the DMX personality for the device inside the disguise software in plain
text format.

Export Personality in DMX Chart format
Clicking this button will Export the DMX personality for the device, from the disguise software in plain
text format, to the Output folder of the project folder.

Show Personality in grandMA2 format
Clicking this button will show the DMX personality for the device, from the disguise software in XML
format to be used with the grandMA2 lighting console.

Export Personality in DMX Chart format
Clicking this button will Export the DMX personality for the device, from the disguise software in XML
format, to the Output folder of the project folder, to be used with the grandMA2 lighting console.

Project-location.html
Project-location.html
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JSONMachineControl

The JSONMachineControl device allows for the querying of machine list and machine status via JSON.

Creating a JSONMachineControl device
A JSONMachineControl device is created in the same way as any other device type. Please see the
earlier sub-chapter Creating devices for step-by-step instructions on how to create a device, and
select JSONMachineControl from the menu of different device types. This will open the device editor
(explained below).

JSONMachineControl properties

Listening Port
The listening port the device is set to.

JSONMachineControl queries
Machine list:{"query":{"q":"machineList"}}

Returns a list of dictionaries containing information about the machine: d3 name, hostname role and
machine type.
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Example return: {"request":0,"status":"OK","results":

[{"machine":"4x4-DEMO","hostname":"4X4-DEMO","role":"Dedicated

director","type":"4x4pro"}]}

Machine status:{"query":{"q":"machineStatus 4X4-DEMO"}}

Returns extra information about a machine: session status, failover status and current FPS.

Example return:{"request":0,"status":"OK","results":
[{"active":true,"Failed":false, "fps":32.345558166503909}]}
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MIDI controllers

Setting up a MIDI device
the disguise software includes the following pre-built midi control surfaces: Behringer BCF 2000, M-
Audio Oxygen 8, M-Audio UC-33. If you wish to use a midi control surface other than the midi control
surfaces provided by default in the software, you can use the MidiDevice device type to create a virtual
replica of the real world midi control surface. This control surface can then be used to send midi
to/from the disguise software.

1. Create a MidiDevice. A MidiDevice is created in the same way as any other device type. Please
see the earlier sub-chapter Creating devices for step-by-step instructions on how to create a
device, and select MidiDevice from the menu of different device types. The MidiDevice is
initially just a title bar displaying its name as the device currently has no features or properties.

New MidiDevice, in this example Midi_creation; currently the device has no properties

2. To open the MidiDevice editor right-click on the title bar and select edit. The MidiDevice editor
is used to create the midis control surface.

http://www.behringer.com/EN/Products/BCF2000.aspx
http://www.m-audio.com/images/global/manuals/Oxygen8_Manual.pdf
http://www.m-audio.com/images/global/manuals/Oxygen8_Manual.pdf
http://www.soundonsound.com/sos/jan04/articles/evolutionuc33.htm
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3. Set the midi in/midi out properties to the appropriate midi port. HDSP9632 are the midi ports
on the RME breakout cable or AOI Midi on newer systems.

4. Under control sets select the + button to open the MidiControlSets manager. The
MidiControlSets manager contains a list of all of the control sets. Notice the disguise software
comes with a series of control sets by default.

5. To a create a new control set type the control set name into the newmidicontrolset text field, in
this example sliders, and hit Enter.

The new control set will be added to the list of control sets in the MidiDevice editor and
MidiControlSets manager, and the Control Sets editor will open.
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6. To specify the type of control set right-click type and select a control set type from the menu.
Options are dial, slider, button, keys and dial/button. This example uses the slider control set
type.

7. Select the + button to add the desired number of control objects. In this example ten sliders
have been created.

8. Set the mode property to in, out or bidirectional depending on how the midi data should be
sent; bidirectional will set the midi data to be sent to disguise aswell as from the disguise
software.

9. Repeat the above steps to create the required number of dials/sliders/buttons/keys.

10. Once all of the required controls have been created close and reopen the MidiDevice by right-
clicking the device from the Devices menu. Notice that the MidiDevice is not just a title bar
anymore but is a virtual replica of a midi control surface.
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The next task is to assign the controls to a control surface.

1. To link a control to a control surface, right-click on the specific control, for example, slider 1.

Dial Settings being used to link a control to a control surface, opened by right-clicking on
the specific control

2. Move/change the encoder value on the control surface. disguise will learn the encoder and
store it. Repeat this step for the encoders that are to be used.
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Assign a midi control to a layer property
1. Hold Alt and left-click drag from the encoder to a layer property to apply midi control to that

property. This will draw a white arrow. For more information on Arrows please see the sub-
chapter Composing layers using Arrows.

Compositing-layers.html
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Arrows being used to assign a midi control to a layer property

2. Release the mouse button to assign the encoder to the specific layer property. The layer
property will turn green once the link has been successfully created.
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The Brightness property of the Colour layer has turned green indicating that this property
has successfully been assigned to a midi control

3. To check the expression that is being used by a layer property right-click on the specific
property. This will open a small editor containing the expression.

For more information on expressions please see the sub-chapter Expressions.
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OSC

OSC applications
There are several applications available for iOS that are capable of sending OSC commands. Two
applications that we recommend are Liine by Lemur and TouchOSC by hexler.net.

To download examples of TouchOSC and Lemur layouts please go to the OSC Downloads page.

Please note: the sliders within TouchOSC application are set as float values between 0 to 1.

Creating OSC Devices
An OSC Device is created in the same way as any other device type. Please see the earlier sub-chapter
Creating devices for step-by-step instructions on how to create a device, and select OSC Device from
the menu of different device types. Alternatively, by default disguise contains an Osc Device called osc
1, which can be selected from the Devices manager.

OSCDevice properties

http://liine.net/en/products/lemur/
http://hexler.net/software/touchosc
https://download.disguise.one/#resources
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sendIPAddress
This property specifies the IP value of the machine/device for out going commands to be sent to.

sendPort
This property specifies the port number of the machine/device for out going commands to be sent to.

receivePort
This property specifies the port number for incoming commands.

For more information on setting the IP address please see the sub-chapter Windows Settings.

OSC Transport Control
For information how to use OSC expressions on the timeline please see the OSC Transport Control
page. 

Controlling layer properties with OSC
For information how to use OSC expressions to control layer properies please see the Controlling layer
properties with OSC page. 

Example Workflow

Setting up a device to control disguise through OSC
This is an example workflow using the iPhone application Lemur and an iPhone device.

1. Download the example Lemur layout from the disguise Resources page.

2. Download the Lemur application to the iPhone device that will be sending commands to the
disguise software.

3. Import the Lemur layout to your iPhone. If you are using a Mac computer you can Airdrop the
layout to the iPhone and it will automatically import to Lemur. Otherwise, you can do it
manually from the Lemur app settings.

Controlling-layers-with-OSC.html
Controlling-layers-with-OSC.html
https://download.disguise.one/#resources
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4. If you are using a disguise server, configure your network settings to assign the IP of the server
the OSC device will send commands to. If you are using a designer machine, you can have it
connected to a WiFi connection.

5. Run your disguise project.

6. Right click on the Devices editor.

7. Press the + icon to create a new device, or to add the default loaded osc 1 device.

8. Right click on the device name to open its network configuration settings.

9. Under the Send tab's IP Address field, assign the IP address that disguise should send
commands to. In the Lemur application, this IP can be accessed through the apps settings as
the "Lemur IP"

10. In the Lemur settings, set the OSC host as the IP address of your machine. This will be reflected
under the Adapter tab in the OSC device window.

11. Under the Receive tab's Port field, assign the port number the OSC device will send commands
to. This is the number reflected in the Lemur OSC settings.

12. Toggle an OSC command from the Lemur profile to see if the OSC device indicator turns
green. That will verify the connection has been made.

13. You can also create an OSC tester device [link to OSC tester device page] linked to your OSC
device to verify the connection has been made.
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OSCMachineControl setup
The OSCMachineControl device allows restart and shutdown commands to be sent to the disguise

software from an external OSC device.

Overview
This topic outlines the setup steps in order to setup the OSCMachineControl device in the disguise
software which is used for remote failover and restore of disguise machines using OSC commands.

Workflow

1. Create a OSC device from device manager as detailed here.

2. Create a OSCMachineControl device from device manager.

Set the OSC device to an existing OSC device (or create a new one)

Configure the input & output message strings to your preferences, or use the default
strings.

The exports will be written to the output folder of the project folder.

3. Send values from the OSC device to remotely trigger a machine restart or shutdown.

Project-location.html
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OSCMachineControl properties

OSC Device

OSC device
The OSC device defines the OSC device in the disguise software that the commands will be sent to
and from.

Input Addresses

Failover address
The failover address causes a machine failover. It accepts a string parameter which is the machine
host name that should be failed over.

Restore address
The restore address restores a machine from failover. It accepts a string parameter which is the
machine host name that should be restored.

Display query address
The string used to query display resolutions using the machine name.
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Output Addresses

Machine resolution address
The string used to define the response to the Display query with 2 integer data with x & y resolution. For
example: /d3/showcontrol/display/resolution/myMachine/0/0 1920 1080
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OSC tester

OSC tester is a device that allows users to test incoming and outgoing OSC messages from the disguise
software. It exists as a standard device.

Creating a new device
1. Right-click devices from the dashboard. This will open the Device Manager, which contains a

list of active devices.

2. Select + to open the Device library. This lists which internal or external devices are available.

3. Type in the name of the new device into the new device text field.

4. Hit Enter. This will open a list of device types available in the disguise software.

5. Select the appropriate device type.

The new device will be added to the Device Manager's active device list, and to the Device library. The
device's editor will also open. 
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Please note: Always right-click on the default device object to add devices to it. If left-
clicking you will be prompted to create a whole new device manager which is rarely
required. 

Testing incoming messages
1. Set the OSC device to be the OSC device you are expecting to received messages from.

2. Set the Receive address filter, if you wish to filter only specific OSC messages.

3. Send the values from the OSC device.

4. Values received should be shown in the Received Messages area at the bottom of the widget.
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Testing sending messages
1. Set the OSC device to be the OSC device you are expecting to send messages to.

2. Set the message limit, or use the default setting.

3. Define the OSC string by typing it into the OSC Message field.

4. Send the values to the OSC device by clicking OK.
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Telnet

TelnetDevice can be used to send commands via an available serial port to 3rd party products. For more
information on how rs232 works please see this page.

TelnetDevices are used by the Control Layer and the DVIMatrixControl layer.

Creating a TelnetDevice
A TelnetDevice is created in the same way as any other device type. Please see the earlier sub-chapter
Creating devices for step-by-step instructions on how to create a device. This will open the
TelnetDevice editor (explained below).

TelnetDevice properties

IP Address
The IP address of the destination 3rd party hardware. You must ensure that your network topology is
configured to allow communications between the two machines.

Port
The network port of the destination 3rd party hardware. Telnet is traditionally port 23.

http://www.wcscnet.com/Tutorials/SerialComm/Page1.htm
MatrixControl.html
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Connect
The telnet port can be opened once at startup of d3 and held open or can be opened for every send of
a command.
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UDP

UDPDevices can be used to send commands over a network via UDP to 3rd party products.

UDPDevices are used by the Control Layer and the DVIMatrixControl layer.

Creating a UDPDevice
A UDPDevice is created in the same way as any other device type. Please see the earlier sub-chapter
Creating devices for step-by-step instructions on how to create a device, and select UDPDevice from
the menu of different device types. This will open the UDPDevice editor (explained below).

UDPDevice properties

IP Address
The IP address of the destination 3rd party hardware. You must ensure that your network topology is
configured to allow communications between the two machines.

Port
The network port of the destination 3rd party hardware. The 3rd party vendor will need to specify this
value.

MatrixControl.html
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Agile camera setup

Overview
This topic outlines the setup steps in order to control the Agile ARC 360 camera using a disguise
mediaserver.

Requirements

Agile Camera that supports IP connectivity and SDI output.

Optional Agile HW Controller.

PoE switch (for supplying power to the camera).

Optional Disguise machine with a capture card (only if you want to use the camera as a live video
input).

Warning: Currently the Agile Camera doesn’t support absolute PTZ (Pan, Tilt and
Zoom) commands. Therefore, in order to send the camera absolute PTZ values, it’s
necessary to create presets.

Workflow

1. Create a UDP device from device manager.

Set the IP Address

Set the Port on the UDP device

2. Create an Agile Camera device from device manager.
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Set the Address.

Set the Control Device to the UDP device.

Set the Camera Model.

3. Create a CameraControl layer on the timeline.

Set the Camera field to the camera that was created earlier.

Click the Command field to open up the keyframe editor.

Create and keyframe your desired commands for the camera.

Creating a UDP device
1. Right-click devices from the dashboard. This will open the Device Manager, which contains a

list of active devices.

2. Select + to open the Device library. This lists which internal or external devices are available.

3. Type in the name of the new device into the new device text field.

4. Hit Enter. This will open a list of device types available in the disguise software.

5. Select the appropriate device type. In the case of Agile camera, a UDP device is needed.

CameraControl.html
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The new device will be added to the Device Manager's active device list, and to the Device library. The
device's editor will also open. 

Please note: Always right-click on the default device object to add devices to it. If left-
clicking you will be prompted to create a whole new device manager which is rarely
required. 

Create an Agile camera device
1. Right-click devices from the dashboard. This will open the Device Manager, which contains a

list of active devices.

2. Select + to open the Device library. This lists which internal or external devices are available.

3. Type in the name of the new device into the new device text field.

4. Hit Enter. This will open a list of device types available in the disguise software.
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5. Select the AgileCamera device type.

Controlling the camera
1. Create a CameraControl layer and add it to the timeline. For more information see Creating

layers.

2. Create CameraControl presets & keyframe accordingly. For more information, see
CameraControl.

Mapping the camera to a video input
To display the camera on a screen in the disguise software and subsequently output it to a real screen,
complete the following steps.

CameraControl.html
Creating-layers.html
Creating-layers.html
CameraControl.html
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1. Create a Video layer

2. Open the media property of the layer and choose the video input that the camera is being
input. For more information see, video input.

AgileCamera properties

Address
The address property defines the address of the camera you are communicating with.

Control Device
The control device property defines which device in the devices manager, is communicating with the
physical camera.

Camera Model
The camera model currently, can only be defined as ARC360.

New Address
The new address field lets the user change the camera address.

1. Enter a new value in the new address field

2. Left click Set

Video.html
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Preset #
The preset number field allows you to specify which preset is saved or recalled. There are 256 preset
slots, 0-255.

Left click Recall to manually recall the selected preset number.

The presets are saved within the camera device, and only support Pan, Tilt and Zoom.

Presets can also be triggered from the CameraControl layer, using the CameraRecallPreset command.

Pan Tilt Jog
Left click and drag in the jog control to manually position the camera.

Zoom Jog
Left click and drag in the jog control to manually change the zoom of the camera.

Supported commands
The following comands are supported for use with the CameraControl layer

CameraAutoFocus

When on, you cannot change the focus of the camera.

When off, you can change the focus of the camera.

CameraBlack

CameraBlueGain

CameraExposureMode

When on, you cannot change black, blue, red, camera gain and white balance.

When off, you can change black, blue, red, camera gain and white balance.

CameraControl.html
CameraControl.html
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CameraFocus

CameraGain

CameraGammaMode

CameraGoToPreset

CameraImageMirrorMode

CameraIris

CameraNightMode

CameraOnOff

CameraRedGain

CameraShutter

CameraVideoOutputMode

CameraWhiteBalanceMode
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Visca camera setup

Overview
This topic outlines the setup steps in order to control the Visca camera using a disguise mediaserver.

Requirements

Visca Camera that supports IP connectivity.

Optional Disguise machine with a relevant capture card (only if you want to use the camera as a
live video input).

Workflow

1. Create a UDP device from device manager.

Set the IP Address

Set the Port on the UDP device

2. Create a Visca Camera device from device manager.

Set the Address.

Set the Control Device to the UDP device.

Set the Camera Model.

3. Create a CameraControl layer on the timeline.

Set the Camera field to the camera that was created earlier.

Click the Command field to open up the keyframe editor.

Create and keyframe your desired commands for the camera.

CameraControl.html
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Creating a UDP device
1. Right-click devices from the dashboard. This will open the Device Manager, which contains a

list of active devices.

2. Select + to open the Device library. This lists which internal or external devices are available.

3. Type in the name of the new device into the new device text field.

4. Hit Enter. This will open a list of device types available in the disguise software.

5. Select the appropriate device type. In the case of Visca camera, a UDP device is needed.

The new device will be added to the Device Manager's active device list, and to the Device library. The
device's editor will also open. 
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Please note: Always right-click on the default device object to add devices to it. If left-
clicking you will be prompted to create a whole new device manager which is rarely
required. 

Create a Visca camera device
1. Right-click devices from the dashboard. This will open the Device Manager, which contains a

list of active devices.

2. Select + to open the Device library. This lists which internal or external devices are available.

3. Type in the name of the new device into the new device text field.

4. Hit Enter. This will open a list of device types available in the disguise software.

5. Select the ViscaCamera device type.
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Controlling the camera
1. Create a CameraControl layer and add it to the timeline. For more information see Creating

layers.

2. Create CameraControl presets & keyframe accordingly. For more information, see
CameraControl.

Mapping the camera to a video input
To display the camera on a screen in the disguise software and subsequently output it to a real screen,
complete the following steps.

1. Create a Video layer

2. Open the media property of the layer and choose the video input that the camera is being
input. For more information see, video input.

ViscaCamera properties

Address
The address property defines the address of the camera you are communicating with.

Control Device
The control device property defines which device in the devices manager, is communicating with the
physical camera.

CameraControl.html
Creating-layers.html
Creating-layers.html
CameraControl.html
Video.html
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Camera Model
The camera model currently you are using.
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Matrix switches overview
The disguise software can switch presets of various matrices and switchers. Presets can be animated

using the MatrixControl layer but in a Director/Actor environment the presets can be changed through an

automated process using the d3Net manager.

Which matrix switches are supported?
The disguise software has built-in drivers for the following matrices and switchers:

Lightware. See external link here.

Barco MatrixPro. See external link here.

Barco Encore. See external link here.

Analog Way OPS300. See external link here.

Folsom MatrixPro 16x16.

Gefen Matrix. See external link here

Other devices to be controlled
For devices that currently do not have built-in drivers disguise can also send serial commands using
the Control layer assuming you first set up the Serial Device.

The TelnetDVIMatrix device also allows most matrices to be controlled from disguise.

MatrixControl.html
http://www.lightware.eu/index.php/products/by-function/stand-alone-matrices
http://www.barco.com/en/products-solutions/image-processing/matrix-switchers/8x8-dvi-router-matrix-switcher.aspx
http://www.barco.com/en/products-solutions/image-processing/presentation-switchers/modular-scalable-presentation-switcher.aspx
https://www.analogway.com/files/uploads/produit/download/en/user-manual-ops300.pdf
https://www.fullcompass.com/common/files/28025-GefenIncGEFDVI16416PBManual.pdf
Control.html
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Direct Matrix Routing 

What is Direct Matrix Routing?
The disguise software supports direct matrix routing, which sends individual routing instructions (“map
input X to output Y”) to the matrix. The disguise software allows multiple matrix devices to be controlled,
and allows fanout (a single feed output can be mapped to more than one physical output, for backup).

When a feed is assigned to a machine, disguise generates an appropriate set of routing instructions and
sends this to all connected matrix devices.

Using Direct Matrix Routing
To set it up, you need to tell the disguise software two things:

For each machine, which matrix input each physical head connects to

For each feed, which matrix output(s) drive each feed head

When a feed is assigned to a machine, disguise generates an appropriate set of routing instructions
and sends this to all connected matrix devices.

Setting up Direct Matrix Routing
1. Add one or more matrix devices to your Devices list and set them up appropriately. Note that

the order these devices are in the Device Manager is what defines them as Matrix 1, Matrix 2
etc. You can drag matrices up & down in the Device Manager to re-order them.

2. Access your feed scene by left clicking Feeds from the dashboard.

3. Right click the coloured border of a feed output.
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4. For the Matrix input & Matrix output parameter, write in a comma-separated list of (matrix
number, input number),eg. “1.1, 1.2” means “outputs 1 and 2 of matrix 1”.

Warning: There should be no spaces between matrix routing strings. Any spaces in
the input field will cause the routing to fail.

For more information on supported DVI matrices, see the Matrix switches overview sub-chapter
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Basic routing example

Director In 1 2 3 4

Director Out 1 2 3 4

Understudy In 5 6 7 8

This is the easiest configuration to work with. In its most basic form, matrix routing will use a single
matrix to swap the inputs on failover. This notation is as simple as typing each input and output number
into the feed properties of each machine. This matrix is using a 1-to-1 routing, and on failover inputs 5-8
are used to receive from the Understudy.

Matrix DA routing example
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Director In 1 2 3 4

Director Out 1,5 2,6 3,7 4,8

Understudy In 5 6 7 8

In this example, each matrix output is doubled up and sending a duplicate output. In the disguise
software the notation for this is to comma separate the output numbers. This example shows input 1
being sent to outputs 1 and 5, 2 to 2 and 6, and so on. On failover, 5 is routed to 1 and 5, etc. The
comma only works in the output field of each routing.

Multiple matrices routing example

Director In 1.1 1.2 1.3 1.4 2.1 2.2 2.3 2.4

Director Out 1.1 1.2 1.3 1.4 2.1 2.2 2.3 2.4

Understudy In 1.5 1.6 1.7 1.8 2.5 2.6 2.7 2.8

This is the same 1-to-1 routing as the first example, except doubled-up. The Director and Understudy
each have 8 outputs, sending 4 of each to the 2 matrices. In order to delineate between the 2 matrices,
which are separate devices in the Device Manager, the above Dot notation is used. The number before
the dot is the matrix’s ID, and the number after is the input or output routing number on that specific
matrix. The ID number is determined by the order of the matrix-type devices in the device list, starting
from the top.
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Cascading matrices routing example

Director In 1.1|2.1 1.2|2.2 1.3|2.3 1.4|2.4

Director Out 1.1|2.1 1.2|2.2 1.3|2.3 1.4|2.4

Understudy In 1.5|2.5 1.6|2.6 1.7|2.7 1.8|2.8

This more complex notation is able to send two or more commands for each input or output routing. In
this example, a distribution amp or similar is doubling every signal before it reaches the matrices, so
each output from the disguise software reaches more than one matrix at once.

The Pipe notation is able to send multiple whole commands per feed output. The order the routing is
written in is important: one routing is before the pipe, the other is after. On failover, the understudy
would route 1.5 to 1.1 and 2.5 to 2.1 at the same time, and so on.

This needn’t stop at two routings per output; a second pipe can be used if a third matrix needed to be
controlled (1.1|2.1|3.1). The dot notation is also in use because more than one matrix is being controlled.
All three - comma, dot and pipe - can be mixed and matched to suit the exact configuration of
matrices in use.
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Setup Analog Way OPS300

Setting up an Analog Way OPS300
1. Navigate to the Network Settings page of the Analog Way OPS300 interface. Note down the

Remote Address and Remote Port numbers used or set your own. Please see your devices
manual for more instructions.
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Note down the Remote Address and Remote Port numbers used or set your own from the
Analog Way OPS300 Network Settings page

2. Set the matrix to be in the same IP range as the disguise system.

3. In the disguise software, create an AnalogWayOPS300 device. An AnalogWayOPS300 device
is created in the same way as any other device type. Please see the previous sub-chapter
Creating devices for step-by-step instructions on how to create a device, and select
AnalogWayOPS300 from the menu of different device types. This will open the
AnalogWayOPS300 device editor.
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4. Configure the device using the properties contained in the AnalogWayOPS300 device editor
(explained below).

AnalogWayOPS300 device properties

AnalogWayOPS300 device editor

IP address
The IP address of the matrix.

Port
The TCP port number configured in the matrix.

Test preset
The test preset number

Test
This button will set the matrix to the preset set in the test preset # property.
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Setup Barco MatrixPro

The Barco MatrixPro can either be controlled via Serial or TCP-IP. If creating a Serial device it will take
priority over the IP configuration.

Setting up a Barco MatrixPro
In disguise, create a BarcoMatrixPro device. A BarcoMatrixPro device is created in the same way
as any other device type. Please see the earlier sub-chapter Creating devices for step-by-step
instructions on how to create a device, and select BarcoMatrixPro from the menu of different
device types. This will open the BarcoMatrixPro device editor.

Serial control
In the Port property create a new SerialDevice. Use the same process as that for creating the
BarcoMatrixPro device, but select SerialDevice from the menu of different device types. If
creating a SerialDevice it will take priority over the IP configuration.

TCP-IP control
1. Configure the Barco MatrixPro to the same IP network as the Director/Actor network.

2. Configure the device using the properties contained in the BarcoMatrixPro device editor
(explained below).
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BarcoMatrixPro device properties

BarcoMatrixPro device editor

Port
The UDP port to send commands on.

IP address
The IP address of the matrix.

Test preset
The test preset number.

Test
This will set the matrix to the preset set in the test preset property.
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Setup Lightware Matrix

Setting up a Lightware matrix
1. Configure the Lightware matrix to the same IP network as the Director/Actor network.

2. Choose port 10001 in the matrix configuration.

3. In disguise, create a LightwareMatrix device. A LightwareMatrix device is created in the same
way as any other device type. Please see the previous sub-chapter Creating devices for step-
by-step instructions on how to create a device, and select LightwareMatrix from the menu of
different device types. This will open the LightwareMatrix device editor.

4. Configure the device using the properties contained in the LightwareMatrix device editor
(explained below).

Please note: Currently only the LW2 protocol can be used to configure the Lightware
matrix and the disguise software. Newly released devices from Lightware use LW3
protocol; therefore LW2 must be enabled in the Lightware Device software in order to
be used with disguise.
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LightwareMatrix device properties

IP address
The IP address of the matrix.

Port
The TCP port number configured in the matrix. Set it to 10001.

Test preset
The test preset number.

Test
This button will set the matrix to the preset set in the test preset property.
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Setup Riedel MediorNet

You can control Riedel MediorNet devices from the disguise software.

This topic assumes you have already configured the matrix via the Riedel web interface. It is important to
enable the Ember+ 3rd Party interface and assign ID's to the inputs & outputs, as these will be the
indicies use in the disguise software. Remember to do both Directions, In and Out. For more information,
refer to the Riedel Matrix documentation.

There is a known limitation of only being able to modify video channel connections.

Setting up a Riedel MediorNet device
In the disguise software, create a MediorNet matrix device. A MediorNet device is created in the
same way as any other device type. Please see the earlier sub-chapter Creating devices for
step-by-step instructions on how to create a device, and select MediorNet Matrix from the
menu of different device types. This will open the MediorNet Matrix device editor.

TCP-IP control
1. Configure the MediorNet Matrix to the same IP range as the Director/Actor network.

2. Configure the device using the properties contained in the MediorNet Matrix device editor.
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MediorNet Matrix device properties

MediorNet Matrix device editor

IP address
The IP address of the matrix.

Port
The UDP port to send commands on.

Test input
The test input number.

Test output
The test output number.
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Setup Telnet Matrix
The TelnetMatrix device can control any matrices that support telnet.

Setting up a TelnetMatrix
In disguise, create a TelnetMatrix device. A TelnetMatrix device is created in the same way as
any other device type. Please see the earlier sub-chapter Creating devices for step-by-step
instructions on how to create a device, and select TelnetMatrix from the menu of different
device types. This will open the TelnetMatrix device editor.

TelnetMatrix device properties
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TelnetMatrix device editor

Telnet Device
Defines the Telnet device to send commands to.

Commands
Preset defines the preset number to trigger.

Fade defines the fade time.

Route defines the routing information.

Test
Test preset - enter the preset to test and click the Test Preset button to trigger the test.

Test input - enter the direct matrix input

Test output - enter the direct matrix output

Test Route - once the input and output is defined, click the Test Route - button to test the matrix
routing.

The TelnetMatrix uses the same syntax for the preset, route and fade commands as the control layer
except for the following:

Preset : $1 = preset as ASCII, %1 = preset as binary

Route : $1 = input as ASCII, %1 = input as binary, $2 = output as ASCII, %2 = output as binary

Fade : $1 = transition time as ASCII, %1 = transition time as binary

Common strings for TelnetMatrix device
Kramer DVI Matrix - #35PRST-RCL $1\n

Extron DMS 3600 Matrix - $1.

Gefen 8x8 DVIKVM DL - #callpreset $1\n would send #callpreset 6\n if you recalled preset 6.

Control.html


201

#doroute $1 $2\n would send #doroute 3 5\n" if you switched input 3 to output 5.

Extron Matrix Switcher - \27R$1PRST\13\10

Barco Encore2 (E2) - PRESET -a $1\r\n

ROUTE $1 $2

Where 1 is input, 2 is output.

Barco MatrixPro - RPRST $1\r

IDK Matrix - Preset - @RPM,$1\r\n

Route - @IOS,$1,$2\r\n

Please note: It is typically required to use \13\10 or \r\n (Carriage Return) at the end of a
command string. More examples of ascii and hex command strings can be found here

Control.html
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Setup Blackmagic Smart Video Hub

The Blackmagic Smart Video Hub is a suitable Matrix for use with the disguise software.

Example

1. Create a telnet device with the appropriate IP address and port (default 9990).

2. Create a TelnetDVIMatrix device, assign it the Telnet device you just created.

3. In the "route" field of the TelnetDVIMatrix device, type the following string:
VIDEO OUTPUT ROUTING:\n$2 $1\n\n
This is the telnet command used to issue a remote routing change to the Videohub, with "$2"
and "$1" as placeholders for output and input respectively.
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Setup video input
This topic covers how to set up video inputs in the disguise software, including SDI and NDI sources.

Sources
disguise offers the ability to capture video from a number of sources.

3G/HD/SD-SDI capture sources on disguise hardware. See hardware manual for capabilities.

DirectShow devices (intended for testing only, limited support, not for use on shows)

NDI sources, when an NDI source is present on the network.

Please note: As of r17, NDI input is fully supported and does not require an option
switch. Should an NDI input fail, the disguise software will periodically attempt to
restart the stream. The NDI version that the disguise software supports can be
downloaded from our Resources page

Concepts
Video capture is managed by the Video Input Patch manager, accessible via the Devices menu item.

https://download.disguise.one/#resources
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Video Input Clips are essentially 'virtual slots' into which you can patch physical capture inputs for
each machine in your d3 setup. You can have as many Video Input Clips as you wish, they are labelled
videoin_1.mov and upwards by default.

Local inputs: shows only the local incoming signals on the selected machine.

Preview all: shows all incoming signals on the selected machine.

Switch to quick edit: changes the format of the editor to a list view, for quick group editing of
properties.

Add/Remove video in devices: opens the logicalVideoIn editor, allowing you to create new inputs and
duplicate existing ones.
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Each Video Input Clip can be selected be selected by left clicking it's thumbnail in the editor and the
following properties appear on the left hand side of the editor.

Placeholder Image: If no capture device is mapped locally for this Video Input Clip, the Placeholder
Image will be shown instead. This is useful for pre-site sequencing.

Input: The physical input that the source is coming through on the machine.

Format: The desired format that you wish to capture for this Video Input Clip. If the desired capture
format is not supported on the mapped capture device, disguise will attempt to find the closest match.

Local Preview: A preview of the input selected on the local machine. You can start and stop the
preview using the button below the thumbnail.

Start/Stop preview: this button below the thumbnail will toggle from showing nothing, to showing the
current input. When you select stop preview, the thumbnail will return to black, but the video input is
still being received.

Configuration - Step by step
To configure a Video Input Clip execute the following steps

1. Ensure your video source is connected correctly (via SDI etc)

2. Right-click devices in the dashboard.

3. Left-click Video Input Patch.

By default, four Video Input Clips will be presented to you. Or if you are on a piece of disguise
hardware, whatever number of physical inputs the hardware has, will be displayed.
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In the Devices section, you will find your local machine as the first item. Select the input source
connection for your local machine (e.g. Bluefish 1A or Phoenix 1A).

4. For 4U v2.5 and older systems, you will need to select the Format of the source signal. On Pro
and GX range machines, the signal will be auto-detected.

The live picture from this capture source will now show in the Local Preview section (only once
you have clicked start preview).

You can now use the videoin_1.mov clip as a live source in the Video Content Layer on the
timeline (see below).

Duplicating video input sources
Sometimes it may be necessary to duplicate the video input sources, to gain additional virtual capture
'slots'. This can be useful for looping back internal cameras or for use with NDI.

1. Open the video clip editor by right clicking a video clip from the media picker.

2. Select duplicate and give the new input a name.

3. The new video input will now be available in the video input patch editor.

Working with live video on the timeline
Live video is applied to the video keyframe editor using the special Video Input Clips: videoin_1 ,
videoin_2, videoin_3 and videoin_4 respectively. As soon as the video inputs are configured, they are

LegacyVideo.html
Keyframing-layers-overview.html
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treated just like normal video clips.

For example, drop videoin1 onto the keyframe editor to route video from the first sampler in the
device manager, and so on.

Use the appropriate Mapping type to map the camera input to the screens.

Right-clicking the videoin thumbnail lets you edit colour correction and other clip properties,
just like normal clips.

Mapping-types-overview.html
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4k quad link capture
r14.3 introduced additional video capture functionality to enable 4K Quad link Capture over SDI.

Warning: 4k Quad Capture is only supported on Pro and Gx machines, with the
exception of gx 1.

Setting up Quad link 4k Capture
Right Click on Devices and then click onto Video Input Patch Editor…. When opening the editor and left
clicking on Input on one of the Video In Patches, there is the option for New Capture Group in the Input
field.

When selecting this you will get an unmapped quad capture group.

From there you can select and choose the input for that quad capture group i.e. Bluefish 1A/1B/1C/1D.

Please note: you cannot choose the integrated Webcam or any external capture cards for
this feature.
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To be able to do dual capture group, press the minus - symbol at the bottom of the capture group to
make it Dual rather than Quad.

A key part to remember is to respect the Bandwidth of the Capture card. For more information contact
disguise support.

https://www.disguise.one/en/learn-support/contact-support/
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Video De-Interlacing Methods
The disguise software is able to de-interlace incoming interlaced video.

While disguise does not recommend interlaced formats, there are a number of options to attempt to
reduce the visual artifacts which are visible with these legacy formats. For the majority of cases, using a
720p signal results is better quality imagery.

Interlaced formats consist of time and space separated fields which are half the height of the full
progressive frame. These fields contain even or odd lines from different points in time. They are offset
from each other by one pixel vertically and by the field rate in time.

De-interlacing methods attempt to reconstruct as close to a true progressive frame as possible from this
reduced data. As with all systems which create new data, this may not be what was truly captured in the
first instance.

The following de-interlacing methods are available:

Discard even

Discard odd

Bob - Interpolate

Bob - Duplicate

Weave

Weave & Interpolate

Weave on odd

Weave on odd & Interpolate

Weave on even

Weave on even & Interpolate

Each of these methods has a tradeoff with different types of content, depending on vertical detail
frequency, and horizontal movement.
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Accessing the de-interlacing methods
1. Right-click on the Devices tab in the dashboard.

2. Left-click on the Video Input Patch Editor.

3. Select the desired Video Input and expand its properties menu.

4. Expand the Deinterlace method tab.

Discard methods
The discard methods discard either the even or the odd field, thus removing 50% of the received data.
If this option looks best with the captured data, then consider switching to a lower frame rate
progressive signal, as the effective frame resolution is half height and half field rate. Slowly scrolling
thin horizontal features can 'disappear' into the other field using these techniques, leaving a low frame
rate flickering result in the worst case.

Bob methods
The bob methods render every field one by one, enabling full field rate display of the data, but can
result in a vertical bobbing motion, especially visible at high contrast edges. The interpolate method is
generally less noticeable, due to the fuzzing of these edges. The vertical bobbing motion comes from
the contrast between the two fields - if there are a series of red lines, followed by a series of white lines,



212

the area which transitions from red to white will flicker due to the last red line only being visible 50% of
the time.

Weave Methods
The weave methods use 2 fields to reconstruct the progressive frame. These methods resolve issues
with high frequency vertical features disappearing between fields, but introduce issues with horizontal
motion. When horizontal motion is active, and the weaved fields are separate in time (i.e. not PSF) then
the change in position during that time creates a comb-like effect, showing the horizontal movement.
Against a high contrast background, this is not pleasant.

The interpolating variants of the weave methods attempt to reduce this combing by combining 50% of
the most recent field with the older field. When working with moving images, this blurs out the
combing effect, and it's possible to believe the effect is similar to motion blur. However, this method
shares similar issues with the bob methods, in that if the most recent field does not have the same
information as the line it is being blended with, a darkening effect can occur.

Weave takes the 2 most recent fields, even across different frames, and presents them immediately.
This can result in some flickering artifacts with the interpolating method, as the most recent field which
was received takes precedence. This is mitigated with Weave on even, which always takes the most
recent full frame, and weaves pairs of fields in the same way every frame. The cost here is frame rate,
which is halved by waiting for both pairs to become available before showing them.

Weave on even is useful for interpreting PSF formats. Interpolation should not be necessary with PSF,
as PSF is effectively an interlaced transport for a progressive frame - there is no temporal offset
between the fields.

Weave on odd can be useful if at some point in the upstream signal chain, the interlaced fields have
been switched to the wrong order.

Weston 3 Field also known as W3FDIF, is a 3-field vertical-temporal de-interlacing method developed
by the BBC and included in ffmpeg.
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CITP
r14 introduced a CITP into the disguise software. CITP is a protocol used by lighting desks for the transfer

of thumbnails and asset specfic nameing for previewing when programming.

Using CITP

GrandMA2 3.1.2.5 supported. Version after 3.2.2.3 should also work.

Hog personality is being worked on and is currently scheduled to be available as a part of Hog
OS 3.5.0

CITP devices join with both multicast addresses, 224.0.0.180 and 239.224.0.180, and in that
order.

In the disguise software:

1. Right-click on Devices.

2. Create a new DMX Device.

3. Insert the desk's IP Address (this should ideally be set up on an isolated Art-Net switch).

4. Create a CITP Device and assign the DMX Device to it.

5. Add a Video Layer, assign a DMX patch to it.

6. Open the Bank Editor and populate the Video banks.
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In GrandMA2:

1. Go to Setup > CITP Network Configuration.

2. In the top-right corner of the windows that oepsn, ensure you set CITP to Enabled (the box
should look green once you click it).

3. Right-click on "New" under the MediaServers tab.

4. The disguise machine should appear in the list here. Click to select it.

5. Select a fixture layer (one with a Video layer fixture patched to it).

6. Select a Library SubAttribute (any sub-attribute seems to work as disguise doesn't use this.)

7. Select an Image SubAttribute (this needs to be set to Video Slot)

8. Click on Update Thumbnails

9. Select the Video layerFixture and navigate to the Video Slot attribute

10. Clicking on the attribute should now display clickable thumbnails and file names on the
lighting desk software

Please note: If the machine does not appear in the MediaServers list, double-check
connection settings (use the DMX Monitor to ensure DMX is being received) and ensure the
CITP Device is in the Device List.
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Device Recording
r14 introduced a new feature known as Device Recording. This is a tool to record the incoming data

streams of different Devices (DMX, Automation & MIDI) for later playback without needing the device

attached or there for live playback.

Warning: Once a device recording is deleted, it cannot be retrieved. This is because
the disguise software treats recording files as content.

This can be useful for recording specific automation control data and enable the programmer to be able
to play this data back into the system without the need of the operator being on hand.

Using Device Recording
There are three modes for Device Recording; Live, Play & Record.

Live: Only the incoming 'Live' data will be actively allowed into the disguise software.

Play: Only the recorded data will be actively played back into the disguise software.

Record: That device is primed to record the incoming data into the disguise software.

To set it up:

1. Add either a MIDI, DMX or Automation Device to your device list and set them up appropriately.

2. Observe the change to the GUI:

These headings are created in the d3state bar to show that there are devices that are able to be
recorded. There is a little symbol next to each indicating the mode the device is currently sitting
in. As shown in the image above, these are currently set to live and will react to the incoming
data. A small triangle 'play' symbol indicates the device is set to playback the recordings
available, and a small circle indicates it is primed for recording.
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3. If you right click on the heading of the device you would like to set up for recording a new
window appears.

Here you see the list of MIDI devices that are ready for recording. The devices are listed to the
left, with the current mode on the right.

4. A right click on the mode for each device will bring up another window where you can change
the mode of the device.

Whereas, the buttons along the bottom of the window are the global mode controls for the
device type (changes all modes for the recorder).

5. If we take the nanoKONTROL2 for example, it is currently set to Live and we want to record this
devices input. To do this, right click on the mode for the device and set it to record. This will tell
d3 we want to record this devices input.

6. If you look to the transport controls on the timeline, you will notice an addition to the UI. A Small
circle has been added next to the track change controls, this is the record button for Device
Recording. With the device set up as above, this can be selected to prime the recording fully. If
no device has been set to record, a pop up will appear alerting that this cannot be used as
no devices are ready for recording. When it is primed successfully, it will turn red to show the
change.
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7. Now the track is ready to record the input so simply hitting play will start the recording and you
will notice a new layer being created as the input stream is being received. This will grow as the
recording grows with it. When you have captured all the data you want to record, hitting stop will
cease the recording. All device recordings are saved under this tab and individual tabs are
created for each device that has made a recording. 

The recordings that have been made cannot output yet as they need to be set to 'Play' in the
mode of the recorder.

8. Each recording that is made has 3 settings when right clicked on; Disable (Stops outputting the
recording), Reset (Puts the recording back to where it originated if it has been moved or edited)
and Delete (Deletes the recording entirely - THIS CANNOT BE UNDONE)

Please note: Recordings are saved as .rec files and are stored in the object folder under
recordingfiles. These are treated just like any other asset however they are highly reliant on
project specific settings such as sections, cues, notes etc so may not work in other projects.
As with any asset, they will need copying over to other machines in the same network
environment (for example a slave) for them to function correctly.
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Expressions

Expressions for numeric animations
Expressions allow you to have a more powerful control over animation properties. They can be used with
any numeric animation property.

Warning: the disguise software does not support expressions that uses layer names
that has spaces between the words, for example "video explosions". In this case you
have to rename it to "video_explosions". Expressions can only contain a-z A-Z 0-9 _

Setting up Expressions
To set up an Expression, right-click the property you want to control. This will open up the min/max/step
viewer, which allows you to edit the limit values of the property and the value step used while animating.
Below the min/max/step properties is a field called Expression, which initially contains a single word:
self. This is the Expression.

The easiest Expression is self. It tells the system to use the value taken from the keyframe sequence.
However, self can be built into more complex mathematical Expressions (formulae) to do useful things,
such as :
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self * 2

255 * self multiplies the animated value by 255.

When you type in an Expression, the property field turns green when the Expression has been correctly
understood. If there is a mistake, the property field turns red; moving the mouse over the property field
will open up a text message telling you what went wrong.

Expressions can refer to any property of any other object in the system. For example, if you want to read
the x coordinate of the position of a screen called myscreen and multiply it by 2. The Expression to use
would be:

screen:myscreen.pos.x * 2

In general, to access (property) of an object called (objectName) of type (type), we use:

type:objectName.property

Expanded Functionality - r21
In previous releases, Expressions could only access keyframed values. Module/layer expressions were
hard-coded to only support field sequences.

As of r21, the functionality of Expressions has been improved, enabling them to be used in all modules in
the disguise software.

Support for properties like frameNumberDisplay - the current frame readout at the top of the video layer-
have been added for additional functionality.

This new feature allows for an expression to be created that has the ability to get information about a
resource, and they can be used with all module properties which have existed previously and any new
ones that are to be added.

An example of where this can now be used is in the case of fading the brightness down at the end of a
clip; an expression can now be used on the brightness field that reads the frame index to do the fade.

Example expression used on Brightness field:

if(module:video.frameNumberDisplay >= 50, 0.5, 1.0)
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Output Feeds overview

The Output Feeds level contains Feed scenes.

A Feed scene controls how content is copied and arranged from screens in the Stage level onto the
physical output heads.

Conceptual diagram illustrating how Feeds scenes in the Feed level are used to copy content arranged from screens in the Stage
level

Each Feed scene contains a list of Feed rectangles. Each Feed rectangle specifies how content is being
transferred from a Screen and where on the output heads that content will arrive. Screen content is
copied from the Stage and moved, cropped, scaled and/or rotated to its final position on an output
head.

Each Feed scene can contain multiple Feed rectangles for each Screen, so it is possible to break up the
content into smaller sections and rearrange these as required. Read the sections below for more
information.

Stage-overview.html
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Rendering Feed movies
The disguise software can be used to play back media using a conventional media server by rendering
the outputs into Feed movies. For more information please see the chapter Rendering Video page.

Rendering-media-overview.html
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Output Feeds overview

The Output Feeds level contains Feed scenes.

A Feed scene controls how content is copied and arranged from screens in the Stage level onto the
physical output heads.

Conceptual diagram illustrating how Feeds scenes in the Feed level are used to copy content arranged from screens in the Stage
level

Each Feed scene contains a list of Feed rectangles. Each Feed rectangle specifies how content is being
transferred from a Screen and where on the output heads that content will arrive. Screen content is
copied from the Stage and moved, cropped, scaled and/or rotated to its final position on an output
head.

Each Feed scene can contain multiple Feed rectangles for each Screen, so it is possible to break up the
content into smaller sections and rearrange these as required. Read the sections below for more
information.

Stage-overview.html
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Rendering Feed movies
The disguise software can be used to play back media using a conventional media server by rendering
the outputs into Feed movies. For more information please see the chapter Rendering Video page.

Rendering-media-overview.html
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Viewing the Feed level

To see what the current Feed scene looks like, left-click Feed in the dashboard. This swaps the Stage
Visualiser with the Feed Visualiser view.

The Feed level is split into two sections: Screen section and Feed scenes, separated by a white
horizontal line

The display is split into two sections, separated by a thick white horizontal line which separates the
screen rectangles in the current stage above the line from the physical outputs below the line.

GUI-overview.html
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Screen section
Above the line, you see a simplified view of the Screens in the Stage. Each Screen is represented by a
rectangle containing its content. In the Screen section, the screen rectangle represents the area of the
screen the rectangle copies content from.

Feed scene
Below the white line, you see a virtual view of each of the output heads on your machine, or a virtual
machine if you are using Designer, for example. In this Feed scene below the line, the green
rectangles represent the area of the output display the content is to be copied to.

Each Feed rectangle is visible in both sections. 

The Feed section is made up of a series of different displays.

GUI (Graphical User Interface)
The GUI always represents the first display in the Feed scene and is therefore visually represented as
the output display to the very left of the Feed scene. Note that the GUI can also be used as an output
display if you add one (or more) Feed rectangles to the GUI display.
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Displays / Virtual Displays
The Display always represents the second or more displays in the Feed scene and is therefore visually
represented as the output display to the very right of the Feed scene. The disguise software will
automatically detect the graphic capabilities of the machine it's connected to and create output heads
based on that information.
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Feed level navigation

Panning the viewpoint
Hold down the mouse scroll wheel and drag.

Hold down the Tab key and move the mouse left/right/up/down.

Please note: do not hold down either mouse button; this will only work when the Feed level
has focus.

Zooming in and out

Option 1

Scroll the mouse wheel up/down to zoom in/out.
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Option 2

Hold down the right mouse button and drag the mouse down to to zoom in.

Hold down the right mouse button and drag the mouse up to to zoom out.

More options 

Hit 1 to go to 1:1 zoom level (where each pixel on the monitor is equal to one pixel on the actual
output head).

Hit F to focus on selected rectangles.

Hit A to view all of the Screens and output heads.

Toggling between Display heads
1. Hit Alt-F to view the Feed rectangles in your Display heads pixel-perfectly.

2. Repeat hitting Alt-F to toggle each display head in pixel-perfect full screen mode in
chronological order. This is very useful for when you want to make a pixel-perfect screenshot
of the output display. To do so, first toggle to the output display and click Alt-X . You can also
export the position and pixel dimension data as a table (readable in for example Excel). For
more information please scroll down to the section Export as table in the Feed rectangle editor
sub-chapter.

Please note: these will only work if the Feed level has mouse focus; i.e. you should have
clicked the background before these will work.
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Selecting feed rectangles

Select a rectangle

Left-click a rectangle to select a rectangle. When you continue clicking, you uncover more
rectangles that may overlay each other.

Selecting multiple rectangles

Working with more than one Feed rectangle at a time is very common. Multi-select the
rectangles by holding down the left-mouse button and drag.

Toggling through rectangles

Ctrl -clicking Feed rectangles toggles their selection, allowing you to extend the selection
across areas which are not next to one another.
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Selecting Feed rectangles

There are three techniques for selecting rectangles:

Uncovering rectangles
Left click a rectangle to selects one rectangle. When you continue clicking, you uncover more
rectangles that share the same position but are hidden behind another rectangle.

Selecting multiple rectangles
Working with more than one Feed rectangle at a time is very common. Left clicking and
dragging the mouse will selects all rectangles which touch the area dragged over by the
mouse.

Toggling through rectangles
Ctrl -clicking Feed rectangles toggles their selection, allowing you to extend the selection
across areas which are not next to one another.
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Adding Feed rectangles for screens

Warning: Feed rectangles flash blue, every 5 minutes in the GUI. This is to prevent the
GUI head being used as an un-authorised output. The blue flash is not visible on the
outputs.

The image here shows a Screen in the Stage Visualiser:

1. Left-click feed in the State editor (bar at the top of the screen). This will switch the Stage level
with the Feed level. The Screen section (top half of the Feed level) now shows a simplified view
of the Screen or the virtual projector output, depending on the type.
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Screens from the Stage level are displayed in the Screen section (top half of the Feed level)

2. Right-click the Screen you want to create a Feed rectangle for. This will open the Feed rectangle
menu.

3. Left-click add feed rectangle. This will create the Feed rectangle.
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Feed rectangle samples content from the Screen you right-clicked to the output head, in
this example Output 2

The Feed rectangle samples the whole of the Screen you right-clicked. The output head of the
Feed rectangle, in this example Output 2, represents the area of the output display the content is
copied to.

Please note: Feed rectangles can also be easily and quickly created using the Alt+Left Click
shortcut to drag an arrow from a screen onto an output. To do this, simply press and hold the
Alt key as you Left Click, hold and drag the mouse from a stage screen above the line to a
desired output below it.
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Editing a Feed Rectangle

Editing a feed rectangle
Left-click the Feed rectangle. This will select the Feed rectangle and show a series of controls.
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Quick editing controls for a Feed/sample rectangle, opened by left-clicking a Feed/sample
rectangle

Resize
The square shaped controls enable you to resize a Feed rectangle.

Square shaped controls are used to resize a Feed/sample rectangle

Please note: hold Shift whilst resizing to maintain the rectangles aspect ratio.

Lock
The Lock control locks the current scale factor between the source and destination rectangles.
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Lock control is used to lock the current scale factor between a sample rectangle and a Feed
rectangle

Resize while locked
When the Feed rectangle is locked, resizing the Feed rectangle resizes the Sample rectangle and vice
versa.

Left-click and drag a square shaped control to resize the Feed rectangle. In this example, we
have used the right middle control to reduce the size of the Feed rectangle.
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Lock control is locked causing the sample rectangle to resize when the Feed rectangle is
resized, and vice versa
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Resize while unlocked
When the Feed rectangle is unlocked, resizing the Feed rectangle does not resize the Sample
rectangle and vice versa.
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Lock control is unlocked causing the sample rectangle to retain its size when the Feed rectangle
is resized, and vice versa

Split
The Scissor control enables you to split a Feed rectangle into smaller Feed rectangles.

Scissor controls are used to split a Feed/sample rectangle into smaller Feed/sample rectangles

1. Left-click and drag the scissor. You will see a dashed white line that represents the line where
the Feed rectangle will be split.
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Splitting a Feed rectangle by click-dragging a Scissor control, the white dashed line
represents where the Feed rectangle will be split

2. Release the left mouse button when you are happy with the position of the splitting line. The
Feed rectangle will now be split into two rectangles.

Mirror
The Mirror control enables you to flip the Sample rectangle or Feed rectangle horizontally or vertically.
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Mirror controls are used to flip a Feed/sample rectangle horizontally or vertically

Left-click a Mirror control to mirror the Sample rectangle or Feed rectangle. In this example, we
have used the top Mirror control to mirror the Feed rectangle horizontally. The left Mirror control
will mirror the Sample rectangle or Feed rectangle vertically.
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Mirroring a selected Feed rectangle, in this example horizontally, by left-clicking the top
Mirror control

Trash can
The Trash can control allows you to delete Sample rectangles or Feed rectangles.
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Trash can control is used to delete Feed/sample rectangles

1. Left-click the Feed rectangle or Sample rectangle you want to delete to open the rectangles
controls.

2. Left-click the Trash can icon or hit delete.

Rotate
The Rotate controls enable you to rotate the selected Sample or Feed rectangle(s) by 90 degrees
clockwise or anti-clockwise.
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Rotate controls are used to rotate a Feed/sample rectangle 90 degrees clockwise or anti-
clockwise

1. Left-click a Rotate control to rotate the Sample rectangle or Feed rectangle.

Positioning - click and drag
1. Left-click the Feed rectangle to select it.

2. Position your mouse cursor over the middle of the Feed rectangle; arrow heads will appear on
the edges of the cross shaped cursor.
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3. Left-click and drag the Feed rectangle to the desired position. Note how disguise displays the
distance of the Feed rectangle from the top, left and bottom edges of the Display head in 3
separate boxes. These boxes measure the distance in pixels between the top, left and bottom
edges of the Display head and Feed rectangle. The top left of the Display head starts at 0, 0.
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Please note: zoom in for a finer control over moving the Feed rectangle by clicking and
dragging. Alternatively, read the two other options below.

Positioning - insert coordinates
The top left of the Feed rectangle displays the x and y coordinates of the top left corner of the Feed
rectangle. These coordinates are measured in pixels.
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Inserting x,y coordinates, measured from the top left of the display head, is another method for
repositioning a selected Feed/sample rectangle

Please note: you can also edit the resolution of your Feed rectangle, displayed in the bottom
right hand corner, in exactly the same way as how you edited the Feed rectangles x and y
coordinates.

To insert co-ordinates:
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1. Left-click the x and y coordinates to highlight their text fields.

2. Type the new coordinates. The Feed rectangle will now move to the new coordinates
specified.

Positioning - nudge
1. Left-click the Feed rectangle to select it.

2. Use the keyboard arrow keys. Each press of the arrow key will nudge the Feed rectangle by 1
pixel.

Background colour
1. Right click the head

2. Select a background colour using the colour picker accessed through the Background Colour
property

3. Feed level options window being used to open the Feed editor, opened by right-clicking the
background of the Feed level

This will open the Feed editor. The Feed editor is explained in the sub-chapter Configuring
Feed scenes.
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Using duplicate multiple
Using duplicate multiple is an effective way of creating lots of Feed rectangles that follow a pattern.

Using duplicate multiple
1. Add a Feed rectangle with a size of 256x192 at the position 0,0 on both the source and the

output.

2. Right-click the Feed rectangle. This will open up the Feed rectangle editor .

3. Left-click duplicate multiple in the Feed rectangle editor.
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Duplicate Multiple option is used as a quick method of creating lots of Feed rectangles
that follow a pattern

This will open up a window with the following options:
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Number of duplicates
This is the number of times you want to duplicate the Feed rectangle.

Source offset
This is the offset from the original Feed rectangle in the source that you want to increment. The input is
x, y.

Destination offset
This is the offset from the original Feed rectangle in the feed output that you want to increment. The
input is x, y.

1. Set the number of duplicates to 3 to duplicate it 3 times.

2. Set the x coordinate of the source offset and output offset to 256 and the y coordinate to 0.

3. Left-click ok. This will create 3 Feed rectangles at x + 256 (with x being the x coordinate of the
previous Feed rectangle) and at y + 0, placing them directly next to each other. This will create
your first row.

4. Select all the feed rectangles in the first row.

5. Set the number of duplicates to 3 to duplicate it 3 times.
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6. Set the x coordinate of the source offset and output offset to 0 and the y coordinate to 192.

7. Left-click ok . This will duplicate each row below the previous row, completing the grid of
Feed rectangles. As you can see, the disguise software will name the feed rectangles
sequentially in the order they are created.
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Configuring d3Net and feed settings

The feed view closely links d3Net settings with the Feed Scene, allowing users to quickly access d3Net
settings and assign feeds by simply right-clicking a machine's name.

From those settings, you can assign and create new feeds for each machine connected to the network.

For more information on how to set up and configure d3Net, please refer to our d3Net overview section
and sub-sections.
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Configuring output settings

Warning: Applying feed settings will cause the GUI and outputs to refresh several
times as the settings, and may take longer than 10 seconds to complete. Please be
patient while the process completes!

Output head colour
The new Feed UI introduced in r14.3 enables users to maintain a visual reference of the status of each
head through a simple, colour coded system. This means users are now able to quickly and easily
identify which display needs attention, as well as the severity of any issue encountered, simply by
looking at the head's colour.

Green- Head configured

Red - Refresh rate is different

Orange - Head settings have changed, hit apply feed settings

Blue - Designer machine

Grey - output not connected or no machine present
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Applying feed settings
There are specific feed settings related to resolution or timing modes that require users to manually
apply the feed settings to the physical outputs. This can be done by simply left-clicking the Apply Feed
Settings button to the far left-side of each feed.
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Output head settings
Each individual output head can be configured by using its settings menu, which allows users to both
monitor and modify the head's settings. To access a head's settings menu, simply right-click the
head's name or anywhere within the head's coloured box.
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Please note: For optimal performance, all outputs should be configured with identical
refresh rate and resolution on all output heads with all heads "genlocked" if a sync signal is
present, or set to "none/internal " if no sync signal is present.
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Output Head Properties

Head name

Allows users to type in specific names for each output head. Those names are set as Output 1, 2, etc by
default on non-VFC machines, and as A, B, C and D for each individual Quad VFC head.

Port Status

Allows users to monitor the status of each head. Any problems encountered will be listed here (see
above section on Output head colour). If no problems are detected, it will say "Normal" and the head
colour will be green.

Custom Resolution

This field is used to set a custom resolution for ports that support it.

Please note:  Any resolution changes need to be applied by using the "Apply Feed Settings"
button to the left of the feed scene.

Timing Mode

Allows users to select between Auto and SMPTE timing modes.

Matrix Inputs

Allows users to directly route inputs when connected to a matrix. For more information, please refer to
the Direct Matrix Routing page.
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Output Properties
The Output Properties drop-down menu contains properties related to the VFC output:
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Status

Indicates the status of the output's configuration and reports any issues if detected

Temperature

Displays the current operating temperature for the output

House-sync

Indicates whether the output detects Genlock

Current Output

The current Resolution and Refresh rate for this output.

EDID Emulation

Disables EDID Emulation functionality for this output.

Feed Properties
The Feed Properties drop-down menu contains changes that are mostly related to the way a head
appears in the feed scene:



262

Background Colour

This option allow users to change the background colour of each head, by using a colour from the
colour picker. It is output to the connected display.
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Lineup Background

Allows the user to put a background image on the output to line up feed rectangles to. It is NOT output
to the connected display.

Matrix Outputs

Allows users to directly route outputs when connected to a matrix. For more information, please refer
to the Direct Matrix Routing page.

Live Dot

Allows users to add a single flashing pixel to provide visual reassurance that the output is in working
order. Useful when outputting black or still content.

Latency

Enables the user to add frames of latency for each head. A negative value adds the frame delay to all
other heads.
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Configuring VFC card slots
Thanks to the new Feed UI, VFC card users are now able to configure and monitor each individual card slot

through the VFC slot configuration menu.

To access this menu for any VFC slot, simply right-click the VFC card's displayed name or the outer box
containing the output heads (which represents the VFC slot):
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VFC type:

Allows the user to select which type of VFC card a virtual machine is using prior to the machine being
connected. Useful when working on a show off-site from a designer machine. These settings are auto-
detected and do not need to be selected while a machine is connected.

Status:

Allows the user to monitor the current status of the card. Issues such as display mode differences and
connection problems are displayed here. If no issues are found, the status will appear as Normal.

Resolution:

Displays the overall resolution of the VFC slot. This setting can only be changed manually on
DP Passthrough cards.

Split mode:

Enables the user to split the VFC card output in three different ways:

Mirror: One identical HD output repeated on all screens connected to the slot. Only one screen is
displayed in the feed when in Mirror mode.

Quad: Four different HD capable screens, each with their own content

Quad 4k: Four HD "panels" arranged into a single 4k output.

Please note:   The split options are only available with Quad DVI or SDI cards.
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Setting Project Refresh Rate

The refresh rate that a project is set to is inherently important for maintaining optimal d3 performance.
The image shows the relationship between project refresh rate, content, timeline and disguise's frame
buffer.
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Setting the project refresh rate
1. Open the state editor by right clicking the d3 icon in the left handside of the dashboard.

2. Open the Project Settings menu by left clicking the option in the state menu.

3. Set the project refresh rate to the desired setting.

4. In the feed view, click apply feed settings to apply the new project refresh rate.

Setting a custom project refresh rate
1. Open the state menu by right clicking the d3 icon in the left handside of the dashboard.

2. Open the Project Settings menu by left clicking the option in the state menu.

3. Set the custom project refresh rate to the desired setting and click OK.

4. In the feed view, click apply feed settings to apply the new project refresh rate.

GUI-overview.html
GUI-overview.html
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10bit displays
The disguise software supports the playback of 10bitcontent on 10bit displays. This topic provides

important information on configuring the disguise software for 10bit output.

Requirements
1. You need to have a display that is capable of outputting 10bit.

2. You need to have the enable10bitOutput option switch enabled. See Advanced Machine
Settings for more information.

Workflow - gx 2c
1. You need to have the enable10bitOutput option switch enabled. See Advanced Machine

Settings for more information.

2. In the disguise software, change the bit depth from 8-bit to 10bit in the feed settings. This is a
global setting. This setting allows the renderer to work in 10bit. 8-bit displays will work as
normal.

3. Quit the disguise software.

4. On a gx 2c, go to Nvidia settings, resolution settings, ensure the appreciate displays are set to
10bit mode in the bit-depth setting. If you're running DP cards, you'll be able to do 10bit
RGB 4:4:4.

SDI VFC cards will always down-sample to 4:2:2.

Advanced-machine-settings.htm
Advanced-machine-settings.htm
Advanced-machine-settings.htm
Advanced-machine-settings.htm
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If you are running HDMI cards at 4K, it is recommended to calculate the bandwidth needed
using a bandwidth calculator such as this Video Timings Calculator.

https://tomverbeure.github.io/video_timings_calculator
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5. Start the disguise software and you are now running in 10bit mode.

Please note: Do not press "apply feed settings" in the Feed output window within the
disguise software as this will break the configuration set in the GPU display settings.

Genlock can be used; for more information on genlock visit this link

Workflow - vx range
1. You need to have the enable10bitOutput option switch enabled. See Advanced Machine

Settings for more information.

2. In the disguise software, change the bit depth from 8-bit to 10bit in the feed settings. This is a
global setting. This setting allows the renderer to work in 10bit. 8-bit displays will work as
normal.

3. Quit the disguise software.

4. On vx 4,vx 2, or vx 1 go to AMD Advanced settings, displays, and ensure that the appropriate
displays are set to 10bitmode in the bit-depth setting. If you're running DP cards, you'll be able
to do 10bit RGB 4:4:4.

SDI VFC cards will always down-sample to 4:2:2.

If you are running HDMI cards at 4K, it is recommended to calculate the bandwidth needed
using a bandwidth calculator such as this Video Timings Calculator.

Advanced-machine-settings.htm
Advanced-machine-settings.htm
https://tomverbeure.github.io/video_timings_calculator
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5. Start the disguise software and you are now running in 10bit mode.

Please note: Do not press "apply feed settings" in the Feed output window within the
disguise software as this will break the configuration set in the GPU display settings.
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Genlock can be used; for more information on genlock visit this link

HDR
In order to enable HDR within disguise, follow these steps:

10bitin Windows - do NOT set HDR in Windows or for graphics card; this is not necessary

Set enable10BitOutput in Advanced Machine Settings

Apply 10bit feed settings in the disguise software

Restart

Apply the output transform (ACEScolour management) or colour profile (gamma colour
management)

Please note: disguise does not send metadata - ensure the output device is set to
match the HDR profile.

HDR displays must be set to force their HDR profile due to the InfoFrame not being set
by the disguise software and therefore is not able to be detected by the screen.

Known issues
10bit output is currently globally on or off, it is not possible to run a mix of 8bit and 10bit
machines in a single session.

DVI VFC cards cannot run 10bit content or input and so will not function when 10bit mode is
enabled.

When using 4K 50hz/60hz with HDMI 2.0, the HDMI available bandwidth means you need to
make use of 4:2:2 chroma subsampling. Currently the disguise software only creates 4:4:4
EDIDs when applying feed settings, so this setting will need to be set in the GPU control panel.
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Depending on what the display device is, it may need to be in a specific mode to enable 10bit.
This could be known as high performance, high colour mode or true colour mode. Refer to the
manufacturer specifications on how to enable the 10bitmode for your display of choice.

For more information on 10bit workflows, please contact support.

mailto:support@disguise.one
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Genlock

Locking to house sync can be applied through the BNC Genlock connector above the GUI port on the rear

of all pro and gx range Machines.

Warning: the disguise software does not support Genlocking when VFC slot
resolutions are different. All VFC slots must be the same resolution to be able to
Genlock.

The disguise software supports both BlackBurst and Tri-Level Genlock signals.

There are two ways to apply Genlock: one within the Software, and the other through the Graphics Card
Driver itself.

Please note: VFC cards typically add some lines of latency to output, this should be
considered when configuring Genlock. This is typically around 4-8 lines, but may be up to 50
for SDI signals. Genlock is performed at the GPU level, so the outputs may be slightly out of
Genlock and you may need to use an external re-synchroniser to get it back into Genlock.

Please note: We cannot determine the interlaced field from the Genlock signal, so interlaced
outputs may be a full field out of sync.

Warning: When using the SDI VFC cards with an interlaced video signal there is a
chance that the output signal from the VFC card will not match the field of the
incoming genlock signal. To correct this state it is necessary to repeat the Apply Feed
Settings process, this will re-sync the VFC card and reset which field is being output.
Due to GPU genlock limitations this process may need to be repeated until the VFC
card field sync matches that of the incoming genlock signal. In a multi-machine
sessions this should be repeated across all machines at the same time to ensure they
are locked to the same field together.
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Locking to House Sync within disguise
Left click on Feed in the dashboard to access the Feed View.

You will notice that under Apply Feed Settings there is also Lock to House Sync.

When pressed the machine will perform the process to then Lock to House Sync.

When locked you will see a coloured icon within each VFC card header, indicating whether that VFC
card is Genlocked. If the indicator is green, this means that the machine has locked successfully.

Please note: The indicator will be blue under internal lock.
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On multi-server set ups, you can apply Lock to House sync from the Director through to all of the other
machines.

Configuring Genlock externally to the software
(4x4, 4x2)
For detailed help on the Genlock card, please see the in-built help center in the Catalyst Control
Center.

To access the Catalyst Control Center to start synchronizing from an external house source please
follow these steps:

1. Right click on the desktop and select AMD Fire Pro Control Center

2. Open the AMD Fire Pro Tab and click on Synchronization

3. Click refresh under House Sync

4. Once the House Sync indicator goes Green and displays the correct Genlock signal that you
are using, click on the displays (under timing clients) that you wish to lock to the Genlock
source and hit apply

Your selected displays are now genlocked
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5. Right click selection (top) and AMD FirePro Control Center interface (bottom)
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Configuring Genlock externally (2x4pro, gx
machines)
Follow the guide below with allocated images to complete Genlock with NVIDIA.

1. Right click on the desktop and select the NVIDIA Control Panel.

2. The Synchronize displays tab should automatically open. Once on this window click on all
displays that you wish to be Genlocked and ensure that the boxes are ticked below. After all
displays are selected go back to highlighting your main display and select the Server Settings
button.
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3. The Server Settings popup will show what the current Synchronization is. Change the selection
from Internal timing to external house sync' and apply the changes before pressing Ok.
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Please note: Nvidia machines need to use the "Refresh" button to see the correct
state.
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4. When back out of Server Settings click on the View System Topology tab. Select Yes on the
popup to apply the changes previously made. Once on the View System Topology window you
will now see if Genlock has been completed if External Sync Signal has a green tick next to it
and stating Present (In use).
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Internal Timing Sync
To access the Catalyst Control Center to start synchronizing Internal Timing:

1. Right click on the desktop and select AMD Fire Pro Control Center.

2. Open the AMD Fire Pro Tab and click on Synchronization.

3. Under the Timing Server tab, select the last listed display. (For example in the image shown it
was number 5)
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4. Tick all screens that you wish to sync in the list below.

5. Your selected displays are now Internally genlocked.

Use the image below for reference of how the correct setup will look.
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Genlock
Locking to house sync can be applied through the BNC Genlock connector above the GUI port on the rear

of all pro and gx range Machines.

Warning: the disguise software does not support Genlocking when VFC slot
resolutions are different. All VFC slots must be the same resolution to be able to
Genlock.

The disguise software supports both BlackBurst and Tri-Level Genlock signals.

There are two ways to apply Genlock: one within the Software, and the other through the Graphics Card
Driver itself.

Please note: VFC cards typically add some lines of latency to output, this should be
considered when configuring Genlock. This is typically around 4-8 lines, but may be up to 50
for SDI signals. Genlock is performed at the GPU level, so the outputs may be slightly out of
Genlock and you may need to use an external re-synchroniser to get it back into Genlock.

Please note: We cannot determine the interlaced field from the Genlock signal, so interlaced
outputs may be a full field out of sync.

Warning: When using the SDI VFC cards with an interlaced video signal there is a
chance that the output signal from the VFC card will not match the field of the
incoming genlock signal. To correct this state it is necessary to repeat the Apply Feed
Settings process, this will re-sync the VFC card and reset which field is being output.
Due to GPU genlock limitations this process may need to be repeated until the VFC
card field sync matches that of the incoming genlock signal. In a multi-machine
sessions this should be repeated across all machines at the same time to ensure they
are locked to the same field together.
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Locking to House Sync within disguise

Left click on Feed in the dashboard to access the Feed View.

You will notice that under Apply Feed Settings there is also Lock to House Sync.

When pressed the machine will perform the process to then Lock to House Sync.

When locked you will see a coloured icon within each VFC card header, indicating whether that VFC
card is Genlocked. If the indicator is green, this means that the machine has locked successfully.

Please note: The indicator will be blue under internal lock.
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On multi-server set ups, you can apply Lock to House sync from the Director through to all of the other
machines.

Configuring Genlock externally to the software
(4x4, 4x2)
For detailed help on the Genlock card, please see the in-built help center in the Catalyst Control
Center.

To access the Catalyst Control Center to start synchronizing from an external house source please
follow these steps:

1. Right click on the desktop and select AMD Fire Pro Control Center

2. Open the AMD Fire Pro Tab and click on Synchronization

3. Click refresh under House Sync

4. Once the House Sync indicator goes Green and displays the correct Genlock signal that you
are using, click on the displays (under timing clients) that you wish to lock to the Genlock
source and hit apply

Your selected displays are now genlocked



290



291

5. Right click selection (top) and AMD FirePro Control Center interface (bottom)
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Configuring Genlock externally (2x4pro, gx
machines)
Follow the guide below with allocated images to complete Genlock with NVIDIA.

1. Right click on the desktop and select the NVIDIA Control Panel.

2. The Synchronize displays tab should automatically open. Once on this window click on all
displays that you wish to be Genlocked and ensure that the boxes are ticked below. After all
displays are selected go back to highlighting your main display and select the Server Settings
button.
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3. The Server Settings popup will show what the current Synchronization is. Change the selection
from Internal timing to external house sync' and apply the changes before pressing Ok.
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Please note: Nvidia machines need to use the "Refresh" button to see the correct
state.
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4. When back out of Server Settings click on the View System Topology tab. Select Yes on the
popup to apply the changes previously made. Once on the View System Topology window you
will now see if Genlock has been completed if External Sync Signal has a green tick next to it
and stating Present (In use).
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Internal Timing Sync
To access the Catalyst Control Center to start synchronizing Internal Timing:

1. Right click on the desktop and select AMD Fire Pro Control Center.

2. Open the AMD Fire Pro Tab and click on Synchronization.

3. Under the Timing Server tab, select the last listed display. (For example in the image shown it
was number 5)

4. Tick all screens that you wish to sync in the list below.

5. Your selected displays are now Internally genlocked.
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Use the image below for reference of how the correct setup will look.
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Transports overview 

The disguise software can chase external SMPTE timecode, either as LTC (timecode over audio) or MTC
(timecode over MIDI). The software can also respond to external cue commands, in the form of MIDI
notes, MIDI Show Control cues, OSC, or Art-Net commands, and combine multiple cue types in the
same show.

The Transport Manager lets you configure what signals the track will receive. 

Tags let you mark points in your track that disguise should jump to when it receives either
timecode or a 'go to cue' command from an external device.

OSC control allows for iPads, iPhones or other OSC-compatible devices to control the disguise
timeline but also to control layer properties. 

Controlling-layers-with-OSC.html
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Transports overview 

The disguise software can chase external SMPTE timecode, either as LTC (timecode over audio) or MTC
(timecode over MIDI). The software can also respond to external cue commands, in the form of MIDI
notes, MIDI Show Control cues, OSC, or Art-Net commands, and combine multiple cue types in the
same show.

The Transport Manager lets you configure what signals the track will receive. 

Tags let you mark points in your track that disguise should jump to when it receives either
timecode or a 'go to cue' command from an external device.

OSC control allows for iPads, iPhones or other OSC-compatible devices to control the disguise
timeline but also to control layer properties. 

Controlling-layers-with-OSC.html
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Transport manager
External synchronisation is managed by the Transport manager.

Transport Managers in disguise allow for the control of playback to be sent via external commands to
keep all cues across devices in sync. Transports can be controlled by timecode, Midi Show Control, Midi
Note, DMX and OSC devices. Transports can contain multiple tracks, as defined by their assigned Set
List.

The control of multiple Transport Managers can be done through a MultiTransport controller.
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Opening the Transport manager
To open the Transport manager:

Right-click transport in the dashboard.

Right-click Transport to open the Transport Manager

The transport manager manages external synchronisation

The transport manager gives you a large-format readout of the current clock time received when a
transport device is connected to disguise, and information about whether external synchronisation is
engaged or disengaged.
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Please note: while working with external synchronisation, it can be useful to make the
Transport editor sticky by Ctrl+ left-clicking the close button of the editor. From this
point on, the Controls editor will remain open so you can always see its state. For more
information, scroll down to the section 'Making menu windows sticky' in the object editor
overview sub-chapter.

Transport Editor properties

Timecode readout

This shows the current value of the incoming clock signal, if any. This is a raw clock value, i.e. no
adjustment has been applied to it. If you are chasing LTC or MIDI timecode, the display shows the
standard hours:minutes:seconds:frames. 

Chase status

Below the timecode readout is a status message. This is usually blank, but gives you useful status
information about the current chase scenario.

Engaged/disengaged

The Engaged/Disengaged button allows you to turn synchronisation on or off. When set to
disengaged, all external control signals are ignored. This is particularly useful when you are in a
rehearsal situation and want to edit while the rehearsals are taking place.

To engage, left-click the button; it will then begin flashing green and say engaged. The state of
the Engaged/Disengaged button is persistent. This means that if you restart the software, it will
be in the same state you left it in.

Objects-Editor-Overview.html
Objects-Editor-Overview.html
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Timecode

The transport property contains a TimecodeTransport object, used for syncing to LTC or MTC. See
Setting up LTC in disguise, Setting up MTC in disguise.

Please note: There can only be one timecode transport active at a time.

Timecode can change track

When timecode is received, disguise searches through timecode tags on the timeline to determine
where to jump to. If this option is set to 'yes', disguise will search across all tracks in the currently
selected track box, and jump to the first matching track it finds. If this option is set to 'no', disguise will
only search within the currently selected track.

Play mode

This specifies what play mode disguise should select when chasing timecode - play normal (ignore
section breaks), play-to-end-of-section, or loop. If the play head hits the end of the section in play-to-
end-mode while chasing timecode, the playhead will hold at the end of the section and go into 'ignore
timecode' mode; it will stay in this mode until timecode either restarts or jumps elsewhere.

On clock lost

In a rehearsal situation, timecode stop usually means a pause in rehearsal; in this scenario, it's more
convenient for disguise to stop playback when timecode is interrupted or stops. In a show situation, on
the other hand, timecode loss is usually an accident (someone tripped over a cable, or a device failed)
and it's better to keep playing ("the show must go on"). This switch selects which behaviour to use.
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Local & Remote Transports

Event transports allow disguise to be controlled externally by Art-net, OSC, MSC and MIDI notes.
Please see Controlling the timeline with Artnet Control, MIDI Show Control, MIDI Note Control, OSC
Control.

Remote Transports affect the d3Net network at all times that the Transport Manager is engaged.
This is generally items like a controlling Lighting Desk or a master show control system (e.g.
Alcorn Mcbride).

Local Transport are for local control surfaces on Editors. They only affect the d3Net timeline
when the Editor is Locked to the Master

Schedule

A schedule allows disguise to run automatically according to a schedule. Please see Scheduling.

Set List

User defined lists used to reorder tracks for playback. Please see Set List.

Trace Level

When set to on, disguise will print out all transport events to the console ( accessible with ALT-C ).
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Cue List
The Cue List shows a list of all sections & tags on the tracks within the currently active set list, allows users

to trigger specific tags with a 'go' button, view where they are in the Set List, create new Set Lists and

trigger the show from one single interface.

Opening the Cue List
The Cue List can be opened in two ways.

Option 1

Right click Transport in the dashboard

Expand the Set List tab
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Left click the Open Cue List button

Option 2

Use the keyboard shortcut - CTRL G to open the Cue List.

Using the Cue List

Auto scroll

The Cue List will scroll as the user plays through the timeline to allow the user to track where in the Cue
List they are, without needing to manually scroll.

Track jump

Left clicking on a track name in Cue List will take you to the beginning of that track in timeline.
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Active selection

The active Section will be highlighted in green, and the most recent cue will be highlighted in a lighter
green.

Row selection

The row selection follows much the same behaviour as list editor. Users can select a track for
playback by hovering over cue row and selecting it with a click, users can then click the GO
button to trigger that cue, or the note or tag columns to edit.

Users cannot select more than one row

Once a track is selected users can select other tracks by pressing up and down.

User can press CTRL + UP to jump to top of list.

User can press CTRL + DOWN to jump to bottom of list.

Adjustable size

Users can adjust the width as well as height of widget by hovering over the edge, then left clicking and
dragging when the arrow icon is visible. The note column will truncate text (in the middle of the text) if
there are large strings in the note column.

Removing tracks from the Cue List
If the Set List is set to Automatic, then all tracks in the project will display in the Cue List. However this
is inefficient and can cause performance issues with large projects, therefore we recommend the use
of Set Lists.

Removing a track from the Cue List can be done by specifying a Set List that does not contain that
particular track.
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Set List configuration
A show often uses many tracks. To make this easier to manage the tracks can be organised into Set
List. A Set List can be created from either the Cue List or the transport manager.

It is important to use the Set List functionality to effectively manage what data the Cue List is showing.

1. Open the Cue List either through the Transport Manager, or by pressing CTRL G.

2. Left click the Set List tab.

3. Right click the Set List, the Set List manager opens.

4. Create a new Set List in the manager or select an already created Set List.

5. Add the desired tracks to the Set List.

Tags.html
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Editing items within the Cue List
Double click the note field to edit or add a note to the track.

Double click the tag field to edit the tag after it has been added to the timeline. Once a tag has
been added using the traditional tag workflow specified in the tags topic, users can edit that tag
in the Cue List. Double clicking the tag column when before a tag is added will do nothing.

Searching the Cue List
As well as the standard text search (looking for matches in track name, notes and tags), you can filter
your search by type, with the following syntax:

track: name will return only tracks that match the search text.

note: name will return only notes that match the search text.

tag: name will return only tags that match the search text.

cue: name will return notes and tags that match the search text.

Tags.html
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Set Lists
Set lists are a way of managing the order the tracks are played back in the disguise software and are

especially useful for managing which tracks the Cue List displays.

Creating a Set List
A show often uses many tracks. To make this easier to manage the tracks can be organised into Set
List. A Set List can be created from either the Cue List or the transport manager.

It is important to use the Set List functionality to effectively manage what data the Cue List is showing.

1. Open the Cue List either through the Transport Manager, or by pressing CTRL G.

2. Left click the Set List tab.

3. Right click the Set List, the Set List manager opens.

4. Create a new Set List in the manager or select an already created Set List.

Tags.html


312

5. Add the desired tracks to the Set List.

Switching from one Set List to another
Select the Set List you want to use from the Transport Manager or the Cue List. The currently active
track in the Timeline will not change immediately. To change the active track, left click on the track
within the Cue List or select it from the track manager.
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MultiTransport

What is a MultiTransport?
Multitransports allow for the control of multiple tracks within a project simultaneously, instead of
sequentially.

A Multitransport is comprised of multiple Transport Managers. More information on Transport controls
can be found here .

Common uses of MultiTransports include dividing shows by main content tracks and live content
elements, or in a multi-programmer scenario, where one programmer sequences control commands in
one track, and the other sequences content in a new track. Then, at show time, both tracks can be
controlled independently from each other, but still interact.

In the Workflow and Example tabs on this page, example uses of MultiTransports in broadcast, theater,
and touring situations are outlined, but there are many creative uses of MultiTransports beyond those
outlined here.

Example Workflows
Broadcast

Below we will compare the same broadcast scenario, with one project set up in a singular track setup,
and the other with the use of a MultiTransport.

The project is of a TV Studio that requires the following elements: test patterns, studio graphic overlays,
backgrounds, a live video feed, and Picture in Picture video elements for each different news segment
(PiPs).

In this first example of a singular track setup, the project has multiple video layers, all stacked up on top
of each other to determine hierarchy. The majority of these are backgrounds and studio graphics, all
running beneath every other layer in the timeline (Video layers 8-13), with the live feed as its own section
in the timeline. It is then up to the operator to navigate to the correct PiP for each news segment.
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Image 1: Stacked layers

This creates a very rigid and manual timeline structure, in an environment that is needs to have a fluid
and dynamic structure (for example, in the event of breaking news.) This is a reason a single Transport
and Timeline structure will not be effective for this production.

In this second project, the production utilizes a MultiTransport to organize all their separate elements
and allow for more flexible control.
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Image 2: MultiTransport

There are three separate tracks in the MultiTransport editor. The first is titled 'breaking" and covers the
breaking news issue from earlier. This track contains a graphic saying "Breaking News" and a live video
feed of the reporter on the scene.

It can be made live at any point during the show by hitting the Play command for that track on the
MultiTransport editor, and because it is above all other tracks in the editor, it will show on top of whatever
other content is playing back on the assigned screens.

Because there is a universal crossfade option enabled on the track, the feed will always fade in and out
at the assigned duration, so the operator does not need to worry about a hard cut when activating the
live feed.
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Image 3: Breaking News

The second track is titled PiP and contains sequentially cued news segments. Because each PiP is
contained in its own section, they can be played back one by one by the operator until the anchor has
completed discussion for each segment. Because the PiP track is beneath the breaking track, the
breaking news live video feed will always take precedence over the PiP when it is activated.

The third and final track is titled background, because that is all it contains. It the lowest track, so all
elements will appear on top of it. Because there is only one section, the operator can continually loop
this background video for however long the broadcast is and does not have to worry about accidentally
overriding it by cueing up a new piece of content in another track.

Finally, note that the cue list pinned to the left hand side of the GUI reflects all cues in all three of the
tracks. This allows for great flexibility of the operator to control all separate graphic and video elements
from one UI element. More information on the cue list can be found here.

Theatre

This example project is a theatrical show where the MultiTransport divides the Control Layers for the
projector shutters from the content sequencing.
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This can be useful in a tech rehearsal situation for any holds where the projectors need to be quickly
shuttered and the commands have not been built into every cue, or a show where the timing of the
projector control changes every night.

Image 4: Theatre

Concert Touring

In this example project file, the live video feed IMAG is one track, and all the song's video content is in
the track called song 1 beneath it. This will allow the operator control of the IMAG live feed without
having to cue it into every song's track, and is especially helpful when IMAG cues are being called by a
camera director or stage manager. This is a similar concept to the broadcast studio, as it allows greater
flexibility for a live show environment for unexpected cues.
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Image 5: Concert Touring

Breaking up every song into individual tracks also allows for the flexibility to create different
multitransports based on individual set lists. For a concert touring example, a common practice is
creating a set list for each new stop on the tour, where the song list and order is different in each stop.
More information on creating set lists can be found here.

Workflow
Creating a Multitransport Manager

1. Create a TransportManager. For more information on TransportManager properties, see
http://help.disguise.one/Content/Configuring/Transports/Transport-manager.html
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2. Create a Set List by left clicking on the tracks editor in the top toolbar, and click on the Active Set
List option.

You can either create different set lists, or use the automatic one populated, containing all tracks
created in the project.

For this example, we will be making three set lists: one for all songs video content (which would
contain all individual song tracks), one for the IMAG live video feed track, and one for projector
control commands track.
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3. Left click to open the Transport Manager and assign the set list containing the tracks you wish to
control.

4. Repeat Step 3 for all other set lists you with to have active in the MultiTransport. For this example,
we will create three separate Transport Managers for each of our set lists: titled song content,
IMAG, and control.

5. Create a new transport from the Transport editor like in Step 1, but choose
MultiTransportManager as the type.

6. Under the Configure tab, click the + icon and the names of the Transport Managers you wish to
control. This will then create a menu with the tracks editor for the active track in each set list. For
our example, we will add all three Transports we created earlier.

7. To reorder these Transport Managers, left click on one of the names in the Configure tab, and
drag it above or below the others. This editor will still respect the top/bottom hierarchy of
disguise, similar to layers in the Timeline, so the topmost tracks will always appear on top of
those beneath it.

8. If you will be controlling this MultiTransport externally, for example through Midi or OSC, assign
the proper transport under the Control tab.

9. Left click Disengaged at the top of the MultiTransport editor to engage. Select a playback option
in the top Global Transport Control.

10. Click on the individual playback controls for each individual track to control them separately. Use
the Global playback controls at the top of the Multitransport editor to control all tracks at once.

Properties
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- Global Transport - Controls of all Transports in the list

- Global Engage/ Disengage

- Transport Managers List - These are where individual Transport Managers are added to then be
controlled by a MultiTransportManager

- Event Transport - Gives the ability to control the MultiTransportManager through Telnet (JSON Strings).

- Control - Contains the list of TransportManagers to then configure and control.

Telnet commands
Disguise provides a way to gather key information on the status of a disguise session whilst also
providing some basic timeline control.

All commands are formatted in JSON and sent over the telnet protocol.

Setup
1. Create a new Multitransport Manager

2. Assign transport(s) to Multitransport Manager

3. Assign tracks to transports or use the automatic setlist

4. In the Multitransport Manager add an event transport and set its listening port

Queries
Queries is the method used to extract information out of disguise. They are formatted in JSON using
the following structure.

{"request":<request_number>,"query":{"q":"<Query>"}}\n

Please note: The ‘\n’ denotes a newline character, programs such as PuTTY and NetCat
automatically add the newline character when you send the string.
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All Queries return data as JSON. It de-serialises into a dictionary that has three entries.

Request number: Same number that has been given to disguise in the initial request, can be
used to synchronize requests / replies in a multithreaded environment. If no number has been
supplied it defaults to 0. If an error has occurred the number is -1.

Status - Defaults to “OK” but will provide context for an error if it occurs.

Results - A list of dictionaries that contains the requested information. This is always a list, even
if one element is returned back.

Available Queries

Machine list: {"query":{"q":"machineList"}}

Returns a list of dictionaries containing information about the machine: d3 name, hostname role and
machine type.

Example return : {"request":0,"status":"OK","results":

[{"machine":"4x4-demo","hostname":"4X4-DEMO","role":"Pure master","type":"4x4pro"}]}

Machine status: {"query":{"q":"machineStatus"}}

Returns extra information about a machine: session status, failover status and current FPS.

Example return: {"request":0,"status":"OK","results":[{"active":true,

"Failed":false, "fps":32.345558166503909}]}

Player list: {"query":{"q":"playerList"}}

Returns a list of all transports that have been assigned to the multi-event transport

Example return: {"request":0,"status":"OK","results"[{"player":"transport 1"},

{"player":"transport2"},{"player":"transport 3"},{"player":"transport 4"}]}
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Track list: {"query":{"q":"trackList"}}

Returns a list of all the tracks that have been assigned to players

Example return: {"request":0,"status":"OK","results":[{"track":"track 4",

"Length":560.0}, {"track":"track 3","length":560.0}, {"track":"track

2","length":560.0},{"track":"track","length":560.0}]}

Cue list: {"query":{"q":"cueList <Track name>"}}

Returns a list of all the Sections breaks in a given track

Example Return: {"request":0,"status":"OK","results":
[{"location":"","startTime":0.0,"length":15.0},

{"location":"a","startTime":15.0,"length":15.0},

{"location":"b","startTime":30.0,"length":15.0},

{"location":"c","startTime":45.0,"length":515.0}]}

Commands
You can control the timeline using the following command format

{"track_command":{"command":"<Playmode>","track":"<Track>",

"location":”<location>”, "player":"<player name>", "transition":"<transition

time>"}}

<Playmode>

play - normal play mode, will ignore section breaks on the timeline

playSection - play section mode - will hold at section breaks

Loop - loop section mode - Will loop around section breaks

Stop - stops the playhead
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<Track>

Any track that is in the setlist for the player that you select

<Location>

Any valid timecode - “00:00:15:00”

Any valid Cues that are present on the timeline - “CUE 35”

<player name>

Any transport that is present inside the multi transport manager

<transition time>

Seconds - crossfades from current playhead position to the new requested position - e.g. “10”

<transition track> & <transition section>

Introduced in r17.1 you can assign actions to crossfades using track snippets. You can achieve
something similar using the transitionTrack & transitionSection entries.

This is an example command

{ "track_command": { "player": "toptransport", "command": "playSection",

"track": "toptrack", "location": "00:00:00:00", "transitionTrack":

"transitions", "transitionSection": "woosh" }}

transitionTrack is the (string) name of a track, and must be paired with transitionSection which is the
(string) note set at the section break.

DMX Transports Overview
DMX Transports allow d3's transport controls to be controlled by external DMX sources, mainly lighting
desks.
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Setup DMX transports
This sub-chapter explains how to configure the disguise software to control the Timeline with Art-Net.

Please note: GrandMA2 users can find a pre-built Timeline personality on our download page.

Creating a EventTransportDmx Object
1. Right-click on the Transport menu from the d3 State menu bar.

2. Under the Event Transports tab click the + icon and create a
new EventTransportDmx object. This will open the EventTransportDmxeditor.

Timeline-overview.html
https://download.disguise.one/#resources
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State Listen/Command operating modes
Before creating a EventTransportDmx object it is important to understand the difference between
the state listen and command operating modes.

The disguise software offers two operating modes to utilise DMX as a show control protocol:

State Listen mode

Command mode



327



328

Universe (1-base)
This is the universe the disguise software will listen on for Art-Net commands.

Channel (1-base)
This is the channel the disguise software will listen on for Art-Net commands.

Personality Section

Command Channel (1-base)
Command operating mode only.

This is the channel the disguise software will listen for commands. When the value sent to this channel
is within a range defined in the command ranges section, and the trigger channel is set to 255, disguise
will perform that command. For example, to trigger a next section command with the default settings,
send a value in the range defined in the next section field, and send the value 255 to the trigger
channel.

Parameter Channel (1-base)
Command operating mode only.

The parameter is used when the track select command is issued. It defines which track to select.

Trigger Channel (1-base)
Command operating mode only.

This is the channel disguise will listen for triggers. A trigger triggers the command the command
channel is set to when the value is 255

Play Mode
This the play mode to be in when jumping to a cue.

Play Status (1-base)
State Listen Mode only
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This is the channel disguise will listen to for play state changes.

Brightness Channel (1-base)
This is the channel disguise will listen to for any changes to the master brightness.

Cue XX Number (1-base)
The value sent to this channel will set the cue xx number for any go to cue commands when in
command operating mode. In state listen mode, disguise will automatically jump to the cue when the
value sent changes.

Cue YY Number (1-base)
The value sent to this channel will set the cue yy number for any go to cue commands when in
command operating mode. In state listen mode, disguise will automatically jump to the cue when the
value sent changes.

Cue ZZ Number (1-base)
The value sent to this channel will set the cue zz number for any go to cue commands when in
command operating mode. In state listen mode, disguise will automatically jump to the cue when the
value sent changes..

Command Ranges Section
Command operating mode only.

This section is where you define the ranges for commands

State Ranges Section
State listen operating mode only.

This section is where you define the ranges for play status channel.

Behaviour Section

Cues Are
This option defines where cues are global or local to the current track. 
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When set to global (all tracks), disguise will change track if jumping to a cue that is not on the current
track. This means that all cue tags need to be unique over multiple.

When set to local (current track), disguise will only jump to cues on the current track. This means cue
tags do not need to be unique over multiple tracks.

State Listen mode
In State Listen mode, disguise listens to the state of various channels to understand how it should be
responding.

State Listen utilises five channels to control the disguise show and reacts instantly to changes in these
channel values. A list of the default channels used in State Listen mode can be seen in the
section EventTransportDmx Personality properties above. It allows jumping to cues at any point on any
track in your project and allows you to control the play mode in which it should be.

For most purposes the State Listen mode is the most appropriate methodology.

Please note: If the disguise software is receiving a play status instruction via DMX, this
overrides the GUI play status controls so after receiving the command fron the GUI, the DMX
instuction will override again. Cueing this parameter to 0 (Idle) will keep the play status and
allow for the GUI controls to override.

Command mode
In Command mode, you build a command utilising two (or more) channels and then use a trigger
channel (spiking to 255) to issue the command.

In this mode two actions are required for a command to be executed:

You construct a command by setting values in various channels

You issue the command using a trigger channel
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Please note: When a command has been triggered by spiking the trigger channel to 255, the
trigger channel should be returned to 0 before triggering the next command.

The only exception to this is the brightness channel, which constantly matches the channel value.

Now that you understand the difference between the State Listen and Command modes, you can take
the first step to controlling the Timeline with Art-Net.
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Switching tracks with DMX

Switching tracks with DMX
1. Open the Track editor by right-clicking the titlebar of the Track Player.

2. Open the track-select section by left-clicking the tab.

3. Enter a value into the track ID text field (this value should be programmed into the lighting
desk).

Please note: in the disguise software the track ID should be written in decimal
format.
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Track ID property of the Track editor is used to assign a note number to the current track,
this number can then be programmed into the lighting desk

4. Set the parameter channel value within the EventTransportDmx object editor to match the track
ID value.

5. Set the command channel value within the EventTransportDmx object object editor to within
81...90 (default).

6. Execute the trigger (with a value move from 0 to 255).

For more information on the Track editor please see The track editor page.

The-track-editor.html
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Triggering cues with DMX

The format for Art-Net, OSC and MSC cues is xx.yy.zz. (e.g. 3.1.1) and is communicated via three
channels.

In State Listen mode, disguise constantly monitors the three cue channels. If a change in any of the three
channels is detected, it will attempt to go to the specified cue on the Timeline within the disguise
software. These cues can be set at any Timeline point in any track.

How to create a DMX cue
For this example we are going to use the DMX cue 1.1.3.

1. Right-click on the bar you want to jump to and create a CUE tag.

2. Type in the DMX cue number using the CUE tag format ( xx.yy.zz )into the tag text field.
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To jump to this cue the DMX channels have be set to:

Channel 5 = 1

Channel 6 = 1

Channel 7 = 3

Please note:  If disguise cannot find the specified cue, it will simply ignore the cue and not
jump to any point. Cues can be in any position on the Timeline and on any track.

Midi Transports Overview
Delete this text and replace it with your own content.
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Mixing MIDI cue types

Timecode cue, MIDI note cue and Show Control cue being used simultaneously on the Timeline

In many shows, it is necessary to use different types of synchronisation at different times. For example,
one song may require MIDI timecode ( MTC ) chase, another may need MIDI Show Control ( MSC )
cues, and a third one may require midi-note cueing.

To enable this, disguiseallows MIDI note and MSC commands to override its default timecode chasing
behaviour. If d3 receives a MIDI note or MSC command while chasing timecode, it will immediately obey
the command and stop responding to timecode. This mode is known as 'ignore MTC mode.

When disguise goes into this mode, the Controls editor displays the message ignoring MTC below the
timecode readout.

Once d3 is in ignore-MTC mode, it will not respond to timecode unless either the timecode value jumps
to a different position or the timecode stops and restarts.

When in ignore-MTC mode, you can manually return to normal MTC chasing mode by disengaging and
re-engaging (double-click on the engaged button of the Controls editor).

Please note: if you select 'play-to-end-section or loop section play mode for MTC chasing,
disguise will go into ignore- MTC mode if it bumps into a section break while chasing.



337

Sending MIDI Timecode

You can configure the disguise software to send MIDI timecode (MTC) based on the position of the
playhead on the timeline. This is useful if you want disguise to control the cues of other devices in the
show, such as lighting desks, fireworks etc. To see how to configure MTC output see the MTC layer
page. 

MTC.html
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Setup MIDI Note
The disguise software can respond to MIDI notes in several ways. You can use MIDI notes to select

different tracks, trigger transport commands (play, stop, next/previous section, etc) or to jump to particular

sections.

Creating a EventTransportMIDI Object
1. Right click the transport button from the dashboard.

2. Click the + icon under the Events Transport section and create a new Event TransportMIDI
object. The EventTransportMIDI editor will open.

3. Make sure to press the engage button to enable the MIDI note input. 
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EventTransportMIDI Editor

MIDI Device
The MIDI device to use. You may need to download and install the driver for the MIDI device. Make sure
that no other MIDI utilities (such as MIDIOX)  are open while inputting to d3 as they may conflict with
d3. 

Input Channel (1 - 16)
Which MIDI channel to listen on.

Next-Cue
The MIDI note, in decimal, to use to jump to the next cue.

http://www.midiox.com/
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Play to End of Section
The MIDI note, in decimal, to use to set the play mode to play to end of section.

Stop
The MIDI note, in decimal, to use to set the play mode to stop.

Prev
The MIDI note, in decimal, to use to jump to the previous section.

Next
The MIDI note, in decimal, to use to jump to the next secton.

Return to Start
The MIDI note, in decimal, to use to return to the first bar of the current track.

On MIDI Note Jump
Defines what play mode to be in when jumping to a MIDI cue tag on the timeline.

Behaviour
This option defines where cues are global or local to the current track. When set to global (all
tracks), disguise will change track if jumping to a cue that is not on the current trac. This means that all
cue tags need to be unique over multiple .When set to local (current track), disguise will only jump to
cues on the current track. This means cue tags do not need to be unique over multiple tracks

Issuing transport commands based on MIDI notes
You can use MIDI notes to issue transport commands (effectively hitting the play, play-to-end-section
buttons via MIDI notes).

Open up the midi control editor of the EventTransportMIDI editor and type in the note number
(in decimal format) into the box next to the command you want to control. If the value of these
numbers is 0, no note is assigned.
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When executing a command from the MIDI device the corresponding property will flash in cyan.

The MIDI property will flash in cyan as soon as disguise receives the command from the MIDI
device.

Please note: You can tag cues in the track as 'channel.note' if they are channel specific, and just 'note'
to listen to all channels being sent.

Please note: You can tag cues in the track as "channel.note" if they are channel specific, and
just "note" to listen to all channels being sent.

Please note: midi next-cue is a composite command. If the disguise software is stopped,
midi next-cue will press the play to end section button; if the disguise softwareis playing, it
will press the next section button. This allows you to use a single command to start tracks
and to hit cues.
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Tagging a specific section with a specific MIDI note
You can also tag any bar of any track with a specific MIDI note by editing the tag on that bar. To do this:

Go to the bar, right-click the bar or press Ctrl-T , then type into the Tag text box the note
number and any other label text you like in the note box. When the disguise software receives
that MIDI note, it will jump to that section.

For example, the following notes tag 'section 1' with MIDI note 53 and 'section 2 ' with MIDI note 54.
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Setup MIDI Show Control

The disguise software can be set up to respond to MIDI Show Control ( MSC ) cues, usually issued by a
lighting desk. Cue numbers are usually written as x.y.z, where x, y and z are integers. This allows for new
cues to be easily inserted between existing cues. For example, if you have cues 1 and 2, you can insert a
cue between them by numbering it 1.5, and so on.

You do not need to take any special action in order to set up MSC cue triggers. You only need to set up
the incoming MIDI device using the EventTransportMSC object.

Creating the EventTransportMSC
1. Open the transport editor from the dashboard by right clicking the transport button.

2. Click the + icon under event transports and create a new EventTransportMSC object.
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EventTransportMSC Editor
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Midi Device
The midi device used for MSC.

On Section-Jump
What play mode to be in when jumping.

MSC Device Filter
When set to Use Device ID, d3 will filter out incoming MSC commands that are only for this device.

When set to All-Call, d3 will listen to all incoming MSC commands regardless of the device ID

MSC Device ID
Specifc the Device ID of the recieving MIDI Transport.

Cues Are
This option defines where cues are global or local to the current track. 

When set to global (all tracks), d3 will change track if jumping to a cue that is not on the current track.
This means that all cue tags need to be unique over multiple tracks.

When set to local (current track), d3 will only jump to cues on the current track. This means cue tags do
not need to be unique over multiple tracks

Jumping to cues using MSC
To jump to cues 

To mark a section of a track with a midi cue number, go to that section and right click to bring up
the options. Under Tag type, right click and set the cue type to CUE. Then simply type in the cue
number you'd like into the Tag field and hit OK. You can add a note to this cue by filling in the
Note field and hitting OK.

For example, the following note sets up cue 1 to be start.
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Marking Midi Show Control cue points (CueNumber: MyCueLabel) on a track
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Troubleshooting MIDI 

Proving MIDI Input
MIDIOX is a multipurpose MIDI toolkit and is very useful for troubleshooting any MIDI related problems.
You can check the MIDI input coming from an external source by doing the following.

1. Open up MIDIOX, and select Options > MIDI Devices.

2. Left-click on you MIDI input. Click OK.

http://www.midiox.com/
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If there is a MIDI signal coming into the selected port you will see the data in the MIDI monitor
window.
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OSC

OSC applications
There are several applications available for iOS that are capable of sending OSC commands. Two
applications that disguise uses are Liine by Lemur and TouchOSC by hexler.net.

To download examples of TouchOSC and Lemur layouts please go to the OSC Downloads page of the
disguise website. 

Please note: the sliders within TouchOSC application are set as float values between 0 to 1.

Creating OscDevices
An OscDevice is created in the same way as any other device type. Please see the earlier sub-chapter
Creating devices for step-by-step instructions on how to create a device, and select OscDevice from
the menu of different device types. Alternatively, by default d3 contains an OscDevice called osc 1,
which can be selected from the Devices manager.

OSCDevice properties

sendIPAddress
This property specifies the IP value of the machine/device for out going commands to be sent to.

sendPort
This property specifies the port number of the machine/device for out going commands to be sent to.

https://download.disguise.one/#resources
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receivePort
This property specifies the port number for incoming commands.

For more information on setting the IP address please see the sub-chapter Windows Settings.

OSC Transport Control
For information how to use OSC expressions on the timeline please see the OSC Transport Control
page. 

Controlling layer properties with OSC
For information how to use OSC expressions to control layer properies please see the Controlling layer
properties with OSC page. 

Controlling-layers-with-OSC.html
Controlling-layers-with-OSC.html
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OSC templates
Disguise have made two OSC templates available for the iOS applications; TouchOSC and Lemur. 

To use the template layout first download the TouchOSC or Lemur from iTunes.

Please see the Lemur support page and TouchOSC support page for how the install the interface.

Download our pre-made Lemur OSC template.

Download our pre-made Touch OSC template.

http://hexler.net/software/touchosc
http://liine.net/en/products/lemur/
https://itunes.apple.com/app/touchosc/id288120394?mt=8
http://liine.net/en/support/lemur
http://hexler.net/docs/touchosc-configuration-layout-load-and-remove
http://www.disguise.one/media/2484/d3_lemur_osc_layoutjzml.zip
https://www.disguise.one/media/1749/d3_touchosc_q32015.zip
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OSC syntax library
This section lists the objects in the disguise software that can be controlled by OSC. Furthermore,

it outlines the message strings and arguments required to control each object with OSC.

Please note: These messages are simply the default entries. They are use configurable
through the OSC transport editor.

Input messages
From a device broadcasting OSC, messages can be sent using the following addresses and arguments
to control the disguise software.

Play 
Sets the playhead to play.

Address: /d3/showcontrol/play

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.

Play to end of section
Sets the playhead to play to end of section.

Address: /d3/showcontrol/playsection

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.

Loop section 
Sets the playhead to play and loop section.
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Address: /d3/showcontrol/loop

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.

Stop 
Sets the current track to stop.

Address: /d3/showcontrol/stop

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.

Previous section 
Sets the playhead to jump to the previous section.

Address: /d3/showcontrol/previoussection

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.

Next section
Sets the playhead to jump to the next section.

Address: /d3/showcontrol/nextsection

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.

Return to start 
Sets the playhead to return to the first bar of the current track.

Address: /d3/showcontrol/returntostart

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.

Previous track 
Sets the playhead to jump to the previous track.

Address: /d3/showcontrol/previoustrack

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.
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Next track 
Sets the playhead to jump to the next track.

Address: /d3/showcontrol/nexttrack

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.

Cue
Sets the playhead to jump to a specified cue.

Address: /d3/showcontrol/cue

Argument: responds to a message with a float between 0.0 and 1.0, or integer values.

For further information see the Triggering Cues with OSC page.

Float cue
The float cue is a special derivative of the cue. It is designed to receive floats from programs that
cannot send multiple arguments.

Address: /d3/showcontrol/floatcue

Please note: when using the float cue the cues should be padded out to the hundredths
place (IE: 1.1 should be 1.10)

For further information see the Triggering Cues with OSC page.

Cue play mode
Sets the playback mode when a specified cue is triggered.

The following options are available:

no change

stop
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play

play to end of section

loop section

Fade up
Sets the master brightness to fade up.

Address: /d3/showcontrol/fadeup

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.

Fade down
Sets the master brightness to fade down.

Address: /d3/showcontrol/fadedown

Argument: responds to a message with no arguments, a float with a value of 1.0, or any other data.

Volume
Sets the master volume.

Address: /d3/showcontrol/volume

Argument: responds to a message with a float between 0.0 and 1.0.

Brightness
Sets the master brightness.

Address: /d3/showcontrol/brightness

Argument: responds to a message with a float between 0.0 and 1.0.

Output messages
d3 broadcasts OSC messages using the following strings and arguments to an OSC device.
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Heartbeat
Sends an on/off heartbeat signal for every frame.

Address: /d3/showcontrol/heartbeat

Argument: sends a message with a float between 0.0 and 1.0.

Track position
Sends a string which contains the current track timecode.

Address: /d3/showcontrol/trackposition

Track name
Sends a string which contains the current track name.

Address: /d3/showcontrol/trackname

Current section name
Sends a string which contains the current section name.

Address: /d3/showcontrol/currentsectionname

Next section name 
Sends a string which contains the next section name.

Address: /d3/showcontrol/nextsectionname

Section Hint
Address /d3/showcontrol/sectionhint

Outputs the current section cue tag, note, and time ellapsed as well as the upcoming sections cue tag,
note, and time remaining until that section.

Volume
Sends a string which represents the master volume.
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Address: /d3/showcontrol/volume

Argument: sends a message with a float between 0.0 and 1.0.

Brightness
Sends a string which represents the master brightness.

Address: /d3/showcontrol/brightness

Argument: sends a message with a float between 0.0 and 1.0.

BPM
Sends a string which represents the current track BPM.

Address: /d3/showcontrol/bpm

Argument: sends an integer value.

Feedback mode
Changes how the disguise software sends output messages.

Send changes only: Sends output messages only when values change (heartbeat still sends
every frame). Please note, this mode may behave unreliably if on a wireless network.

Always send - Sends all output messages every frame. Please note, this mode is reliable but at
the expense of a small increase in network traffic.

Never send - Send no output messages.
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Setup OSC transport
To use OSC transport control please follow the steps described below. Please note that if jumping to a

specific section in the timeline you need to tag the timeline with a specific cue syntax.

Step 1: Create an OSC device 
An OscDevice is created in the same way as any other device type. Please see the earlier sub-chapter
Creating devices for step-by-step instructions on how to create a device, and select OscDevice from
the menu of different device types. Alternatively, by default d3 contains an OscDevice called osc 1,
which can be selected from the Devices manager.

Step 2: Create an OSC transport control event
1. Right click transport.

This will open the transport controls dialog.
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2. Left click on the + button.

3. Create a new eventtransport.

4. Select EventTransportOSC from the transport list.
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Step 3: Configure OSC Control
A new OSC event transport dialog will open. Remember to select the OSC device you created in step 1.
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Step 4: Engage OSC Transport Control 
To engage OSC transport control, left-click on disengaged in the transport window.

The button will flash green which means that the all transports controls are engaged. 

Please note: If you want changes you make in disguise to appear on the OSC application
you are using, feedback mode needs to be set to always send or only send changes.
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Triggering cues with OSC

The track on the Timeline can have cues assigned to it, which can then be triggered by incoming OSC
messages.

Step 1
To trigger a track bar with OSC, first ensure the disguise software is setup with an OSC device and an
OSC transport. To read more about OSC setup for disguise, see the Configuring OSC Control page.

Step 2
Create an OSC interface following the example below, which can be downloaded here. This was
created in TouchOSC but any application capable of sending OSC is adequate, for example Lemur.

Please note: To open the TouchOSC interface, first run TouchOSC, then open the layout
from inside the application.

https://s3.amazonaws.com/d3-downloads-centre-content/Cue+test.touchosc
http://hexler.net/software/touchosc
https://liine.net/en/products/lemur/
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The OSC layout above shows three buttons each having an assigned string and argument.

String: d3/showcontrol/

Arguments: button 1 sends a message with float values between 0 and 1, button 2 sends a message
with float values between 0 and 2 (shown below), and button 3 sends a message with float values
between 0 and 3.
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TouchOSC layout with button 2 assigned values 0 and 2 as an argument.

Warning: Because TouchOSC sends a cue value of 0 when you release the button, it
will cause disguise to jump to CUE 0 on the track. This is a limitation of TouchOSC,
the workaround being to not have CUE 0 assigned to the track.

Step 3
Setup the Timeline to receive incoming OSC messages. Assign cues to the track following a format
that matches the argument(s) being received. In the example below, three cues were assigned to a
track, each corresponding to a different argument.
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CUE 1 will be triggered by an OSC message sending a single argument value of 1.

CUE 2 will be triggered by an OSC message sending a single argument value of 2.

CUE 3 will be triggered by an OSC message sending a single argument value of 3.

Cues assigned to a track on the Timeline following three different formats for receiving three different incoming OSC messages.

Please note: You can trigger cue x.y and x.y.z by sending a double or triple argument from a
supported OSC system.

ETC Eos OSC cue triggering
Use the string /d3/showcontrol/cue=%3,%4

This will send an OSC message with every cue of the integer and the float past the decimal point. So,
cue 1.1 on the Eos will trigger cue 1.1 in disguise.

Please note: the disguise software understands cues as xx.yy, not xx.xx. This means that
leading zeros are ignored (cue 1.1 and cue 1.01 both read as cue 1.1 inside the disguise
software) Only in the last decimal point will this be an issue.

For more granular control, this can be changed to be /d3/showcontrol/cue=%2,%3,%4. That allows
the first number to be cue list, second cue integer and third float. So cuelist 3 cue 4.5 will trigger cue
tag 3.4.5
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Please note: The arguments are separated by commas in the Eos output section, but are
sent as period separated.

Qlab OSC cue triggering
An OSC message from Qlab can hold multiple arguments, separated by a space. So in Qlab make a
generic OSC cue and for it's string set it to /d3/showcontrol/cue 7 8 9 and this will trigger cue
7.8.9 inside the disguise software.

Please note: Qlab messages can have a varied number of arguments, the disguise software
will only accept three or less.
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Transports overview 

The disguise software can chase external SMPTE timecode, either as LTC (timecode over audio) or MTC
(timecode over MIDI). The software can also respond to external cue commands, in the form of MIDI
notes, MIDI Show Control cues, OSC, or Art-Net commands, and combine multiple cue types in the
same show.

The Transport Manager lets you configure what signals the track will receive. 

Tags let you mark points in your track that disguise should jump to when it receives either
timecode or a 'go to cue' command from an external device.

OSC control allows for iPads, iPhones or other OSC-compatible devices to control the disguise
timeline but also to control layer properties. 

Controlling-layers-with-OSC.html
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Transport manager
External synchronisation is managed by the Transport manager.

Transport Managers in disguise allow for the control of playback to be sent via external commands to
keep all cues across devices in sync. Transports can be controlled by timecode, Midi Show Control, Midi
Note, DMX and OSC devices. Transports can contain multiple tracks, as defined by their assigned Set
List.

The control of multiple Transport Managers can be done through a MultiTransport controller.

Opening the Transport manager
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To open the Transport manager:

Right-click transport in the dashboard.

Right-click Transport to open the Transport Manager

The transport manager manages external synchronisation

The transport manager gives you a large-format readout of the current clock time received when a
transport device is connected to disguise, and information about whether external synchronisation is
engaged or disengaged.

Please note: while working with external synchronisation, it can be useful to make the
Transport editor sticky by Ctrl+ left-clicking the close button of the editor. From this
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point on, the Controls editor will remain open so you can always see its state. For more
information, scroll down to the section 'Making menu windows sticky' in the object editor
overview sub-chapter.

Transport Editor properties

Timecode readout
This shows the current value of the incoming clock signal, if any. This is a raw clock value, i.e. no
adjustment has been applied to it. If you are chasing LTC or MIDI timecode, the display shows the
standard hours:minutes:seconds:frames. 

Chase status
Below the timecode readout is a status message. This is usually blank, but gives you useful status
information about the current chase scenario.

Engaged/disengaged
The Engaged/Disengaged button allows you to turn synchronisation on or off. When set to
disengaged, all external control signals are ignored. This is particularly useful when you are in a
rehearsal situation and want to edit while the rehearsals are taking place.

To engage, left-click the button; it will then begin flashing green and say engaged. The state of
the Engaged/Disengaged button is persistent. This means that if you restart the software, it will
be in the same state you left it in.

Timecode
The transport property contains a TimecodeTransport object, used for syncing to LTC or MTC. See
Setting up LTC in disguise, Setting up MTC in disguise.

Please note: There can only be one timecode transport active at a time.

Objects-Editor-Overview.html
Objects-Editor-Overview.html
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Timecode can change track
When timecode is received, disguise searches through timecode tags on the timeline to determine
where to jump to. If this option is set to 'yes', disguise will search across all tracks in the currently
selected track box, and jump to the first matching track it finds. If this option is set to 'no', disguise will
only search within the currently selected track.

Play mode
This specifies what play mode disguise should select when chasing timecode - play normal (ignore
section breaks), play-to-end-of-section, or loop. If the play head hits the end of the section in play-to-
end-mode while chasing timecode, the playhead will hold at the end of the section and go into 'ignore
timecode' mode; it will stay in this mode until timecode either restarts or jumps elsewhere.

On clock lost
In a rehearsal situation, timecode stop usually means a pause in rehearsal; in this scenario, it's more
convenient for disguise to stop playback when timecode is interrupted or stops. In a show situation, on
the other hand, timecode loss is usually an accident (someone tripped over a cable, or a device failed)
and it's better to keep playing ("the show must go on"). This switch selects which behaviour to use.

Local & Remote Transports
Event transports allow disguise to be controlled externally by Art-net, OSC, MSC and MIDI notes.
Please see Controlling the timeline with Artnet Control, MIDI Show Control, MIDI Note Control, OSC
Control.

Remote Transports affect the d3Net network at all times that the Transport Manager is engaged.
This is generally items like a controlling Lighting Desk or a master show control system (e.g.
Alcorn Mcbride).

Local Transport are for local control surfaces on Editors. They only affect the d3Net timeline
when the Editor is Locked to the Master

Schedule
A schedule allows disguise to run automatically according to a schedule. Please see Scheduling.
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Set List
User defined lists used to reorder tracks for playback. Please see Set List.

Trace Level
When set to on, disguise will print out all transport events to the console ( accessible with ALT-C ).
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Setup LTC

Setting up LTC input
First connect your LTC source to you hardware's soundcard and then open up the transport
editor. Please see Using Timecode in disguise to see how to setup the software to chase timecode.

1. From the main transport editor, create a new timecodetransport object and select the type
TimecodeTransportLtc.



378

2. Make sure to press the engage button to enable the timeline to slave to the incoming LTC. 

LTC Transport Properties

Timecode Readout
Displays the current incoming timecode. If there is no line-in selected, it will report 'No valid clock
found'. If there is no incoming signal, it will report 'Clock not running'.

Line-in
This is the audio input to use for LTC.

Note, that on the Solo, LTC can be received through the microphone connector on the rear of the
machine.

SMPTE clock type
The clock type (FPS) if the incoming LTC. The options are:
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23.976fps

24fps

25fps

29.97fps drop frame

30fps

Adjust (sec)
Allows you to add a delay (in seconds) to the incoming timecode.

Setting up the line-in
The next step is to setup the line in to use for LTC. To do so, left-click on the line-in property of the LTC
transport editor and create a new audioline. This will open up the audioline editor for your new
audioline.

Audioline editor

Signal Meter
Displays the levels of the incoming signal from the selected iLine. By default, this shows an plot of
incoming EQ levels (bass on the left, treble on the right); click on the signal meter to switch to a direct
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view of the signal, with clipping highlighted in red.

iLine
This is the audio input to use.

Gain
If the incoming audio level is too low to extract a reliable clock signal from, you can boost the signal
using the gain control. Incoming audio levels are simply multiplied by this number. Note however that if
gain is too high, clipping will result, which can make clock detection unstable.

Once the audioline is setup and receiving signal, you will see the timecode readout update with the
current time reference.

Notes on playback behaviour

Please note: When a clip is set to Mode: Locked and includes a timecode trigger, the content
will ‘jam sync’ to incoming timecode, jumping from one section to another with timecode

Please note: When a clip is set to Mode: Normal and includes a timecode trigger, the content
will be fired at the moment of the timecode trigger but is then free-running relative to
timecode

Please note: In case there is an overlap of the time code of the section you're in and the next /
a TC tag, it will not trigger
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Setup MIDI Beat Clock

MIDI beat-clock chase is particularly useful for shows with electronic music of which the tempo may
change compared to the guide audio in the track. It can also be used in rock shows where the drummer
is playing to (or generating) a click-track.

MIDI beat-clock is effectively a regular metronome. When chasing beat-clock, disguise will match the
tempo and phase of the incoming signal, varying its playback speed accordingly. This is useful for shows
that rely on rhythmic, to-the-beat editing and quantised video playback. MIDI beat-clock carries tempo
and phase information but does not carry song position information. This makes it possible to combine it
with manual or MIDI-based cue and track selection.

Setting MIDI Beat Clock chase
1. Create a new timecode object in the transports editor. 

2. Choose TimecodeTransportMidiBeatClock. 

3. Make sure to press the engage button to enable the MIDI beat-clock. 
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Midi Beat Clock Properties

Clock device
As with MTC chasing, this can be set to the same device as the main MIDI input device or to a different
device if necessary.
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Input lock type
This should be set to beat clock.

Play mode
This selects the play mode that disguise uses when chasing beat-clock it can be normal play, play to
end section, or loop section.

On clock lost
When disguise stops receiving clock beats (or receives a stop command), it can either stop or continue
playing. For rehearsals, you will usually select stop mode, and then switch to keep playing mode
during the live show.

On clock regained
If d3 loses and then regains clock, it can either start from the beginning of the track or continue from
where it currently is in the Timeline. Again, reset to start is the norm for rehearsals, and play from
current is the best response during a live show.

Adjust
As with MTC , the adjust property allows you to delay the video signal relative to the audio. Positive
values will make video events happen earlier, negative values will delay the video in relation to the
audio.

MIDI beat-clock track settings
To change the per-track settings, open up the track you want to change, right-click the title bar to open
the Track editor and open up the midi beat-clock tab.
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Midi Beat-Clock properties of the Track Editor are used to change the track tempo and add a
beats count in

Clock divider
When working with quantised guide audio, it can happen that you quantise a track and end up with a
different bpm than the musician has assigned to the track. For example, you might quantise a track to
120 bpm and then find that the clock signal for that track is coming in at 240 bpm. The clock divider
property is useful in such a situation: the tempo of the incoming clock signal is simply divided by this
number. In this example, you should simply set the clock divider to 2 in order to take the incoming 240-
bpm signal and down-step it to 120 bpm, allowing d3 to play back at the correct speed. Similarly, in the
opposite case (quantising at 240 bpm, but then receiving at 120 bpm), you should set the divider to 0.5
(1/2).

Count in
When starting a song, it is usual for the clock to issue a count-in: a number of beats that indicates the
start of the track, but happens before the song starts. For example, if you set count in to 4 beats,
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disguise will wait four beats after clock-start before starting to play the track. During count-in, the bpm
indicator in the Controls editor shows the letter c after the beat-count.

For more information on the other properties contained in the Track editor please see the Editing tracks
sub-chapter.

Jumping during beat-clock chase
When disguise is chasing beat-clock, it will always remain in the correct phase, so that it always stays
locked to the beat. If you issue a transport command (for example jump-to-next-section), d3 will
remain locked to the beat even if you issue the command midway through a beat. For example, if you
issue a jump-to-next-section command when the beat counter is 0.5, d3 will jump to the next section
and then jump 0.5 beats forward in the Timeline. This enables you to move around the track while
knowing that disguise will always remain on time.

The-track-editor.html
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Setup MTC

Setting up MTC
1. First connect your MTC source to the MIDI input on your hardware.

2. From the main transport editor, create a new timecodetransport object and select the type
TimecodeTransportMtc.

3. Make sure to press the engage button to enable the timeline to slave to the incoming MTC. 
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MTC Properties

Adjust
This option lets you add a delay to the incoming clock signal. This is useful for adjusting for front-of-
house delay in different stage situations. The number, measured in seconds, is added to the time value
received; so a negative number will delay the visuals relative to the audio.

MIDI device
The MIDI device to use for MTC input.

MTC Time Format
The time format of the incoming MTC (fps). Options are;

24fps

25fps

29.97fps drop frame

30fps

Please see the Using Timecode in disguise page for how to setup syncing to timecode.

Timecode-Transports-Overview.htm
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Setup Tap Tempo

The Tap Tempo feature lets the user define a bpm of the active track based on keyboard input. This
feature is usfeul for live operation when you want visuals to match tightly to the beat but where no other
timecode input is available. 

How to setup Tap Tempo
1. From the main transport editor, create a new timecodetransport object and select the type

TimecodeTapTempo.

2. Make sure to press the engage button to enable Tap Tempo.
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How to use TapTempo
1. To set a bpm, click the down the INS button as many times as set in the min bpm taps property

described below.  If using a MacBook Pro you may need to click Fn+INS to do this. 

2. To jump to a specific bar while keeping the current bpm just click on that bar with the mouse.

3. If Chase beat count mode is active and you wish to place the playhead in the very beginning of
the timeline, hold to the DEL key.  If using a MacBook Pro you may need to
click Fn+Backspace to do this. This feature is rarely needed. 

4. Tapping delete will reset the beat counter to zero.

TapTempo editor 

Beat read-out 
Displays the total number of beats that has been played. 

Bpm read-out
Displays the current bpm based on keyboard input.  

Adjust 
A value set in seconds that compensates for a potential delay. This values is usually ranging between
0-0.5 sec. This feature is rarely used and will be most likely removed in future releases.
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Mode

Metronome
When Metronome mode is active the bpm will change as to the keyboard input without affecting the
position of the timeline playhead. Metronome mode is set to default and is considered to be and used
in most cases of live operation using TapTempo. 

Chase beat count
Chase beat count mode automatically sets the playhead position on the timeline, based of to the total
number of beats and the current bpm. For example, if being in Metronome mode, then switching to
Chase beat count the playhead will automatically jump to a bar.

This feature is rarely used and will be most likely removed in future releases.    

Min bpm taps
This value decides how many clicks the user need to input before calculting an average bpm. 

Input
The interface for controlling the TapTempo parameters. Currently only keyboard input is supported.  
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Timecode system time

The Timecode System Time transport simply looks at the windows clock of the machine, and uses that
as it's timecode source. You can adjust in seconds from the editor.

This can be a useful alternative to the Scheduling system.
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Timecode Tester

The Timecode Tester is now an available Timecode input option in the Transports Manager. Once the
Timecode Tester is assigned as the input source, a widget will appear allowing you to Start, Stop, Pause
and Jump the timecode tester. It is simply a way of streaming timecode internally.
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Triggering cues with Timecode

Marking timecode cue points on a track
1. Open the track and go to the bar you want to assign timecode to. This will generally be the first

bar of the audio region corresponding to the song you want to chase. If the track contains a
single song, this will usually be the first bar of the track. If the track contains multiple songs, this
will be the first bar of the audio section for that song.

The most commonly used system is to assign a different timecode start position to each song.
For example, song 1 might be 10:00:00:00 (10 hours, 0 minutes, 0 seconds, 0 frames), song 2
might be 20:00:00:00, and so on. Once you are on the right bar of the right track, you can edit
the tag attached to that bar: right-click the bar or hit Ctrl-T , and select the tag type TC. Type
into the tag text box that pops up.
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2. In the tag: field, enter the timecode for when you want disguise to play from this bar and sync
to timecode. You the following syntax, hour:minute:second:frame.

Example 00:00:10:00.

A new tag will be created below the timeline at the selected bar.

3. Now when the incoming timecode reaches 01:00:10:00, the track will start playing, locked to
timecode, from that bar.
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Please note: Don't set a timecode note at the first bar of a track, always leave a few bars for
pre-roll, otherwise there's a risk will not hit the note on time.

Per-track delay adjust
If, for any reason, you need to delay various tracks differently, you can do this by right-clicking
the track titlebar to open the Track editor, opening up the timecode chase tab and editing the
TC adjust property. This option lets you add a delay to the incoming clock signal just for the
selected track. This is useful for adjusting for front-of-house delay in different stage situations.
The number, measured in seconds, is added to the time value received; so a negative number
will delay the visuals relative to the audio.

TC Adjust property of the Track editor controls how to delay a track

For more information on the Track editor please see the sub-chapter Editing tracks.

The-track-editor.html


396

Setting active tracks
If your show has multiple tracks, disguise can automatically jump to the correct track that matches its
incoming timecode. When timecode is received, disguise will search through all tracks in the currently
selected box in the Track manager. If there is more than one matching track for an incoming timecode,
disguise will select the first one in the list.

To ensure that only the tracks you want to use are searched through, create a set-list. For step-by-step
instructions on how to create a set-list scroll down to the section 'Creating a set-list in the
Creating/managing tracks sub-chapter.

Creating-managing-tracks.html
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Troubleshooting LTC

No audio is coming in through the RME 9362 soundcard (only
applicable on a 4u 2.5 server)

1. Check that the levels on the HDSP mixer are at 0db.

2. Open the start menu and type hdspmix. Open hdspmix.exe.
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3. In the HDSP mixer, check that In 1 and In 2 levels are at 0db.
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Scheduling events

A Schedule is useful for long-term running or permanent installations. It allows you to schedule track

change events that occur regularly over long periods of times (days, weeks or even months).

Please note: the Scheduler is merely a device for switching tracks based on the
specified time. It is not a mechanism for powering down hardware or quitting the disguise
software. It is possible to schedule a time for the disguise software to exit and close using
the Scheduled Exitfeature. For more information please see the Running/quitting sub-chapter.

How the Scheduler works
The scheduler behaves in the following manner:

1. the scheduler will go down the list of events to see what to do

2. the scheduler will keep going down the list until it finds an active event

3. as soon as it finds an event that is active it will switch to it

4. repeat from above

To move the events up/down the scheduler list, simply drag and drop them

Running-quitting.html
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Create a schedule
1. Left-click the schedule property in the Transport Editor. This will open the Schedules manager

which contains a list of all of the schedules available.

2. Type the name of the new Schedule into the new schedule text field.

3. Hit Enter. This will create the new schedule, add it to the Schedules manager, and open the
Schedule manager. The Schedule manager consists of an ordered list of events.

Events are also referred to as schedule items. A schedule item specifies a track trigger event. For
example, a schedule item can say: trigger track X for Z seconds every Z seconds, between the hours of
A and B and on dates C to D.
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Schedule manager properties

Interface of the Schedule manager 

On start
Specifies what type of playmode to be triggered when tracks are being triggered. 

Transition
Specifies the transistion between tracks.

Cut
Transitions the tracks with a hard cut.

Fade
Transitions the tracks via fade to black. 

Events
Ordered list of all scheduleitems. 

Add a schedule item to the Schedule 
1. Left-click +. This will open the scheduleitems manager which contains a list of all of the

schedule items.
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2. Type the scheduleitem name into the new scheduleitem text field, in this example the event
morning.

3. Hit Enter. This will add the schedule item to the schedule menu and open the Scheduleitem
editor.

As an example, the Schedule object called schedule 2 has been edited to contain one event called
morning. Morning will be active for five minutes every hour, starting at 9am and ending at 4pm,
between the 1st of November and the 15th of December, all days of the week.

Warning: Please ensure the Start time is earlier than the End time when scheduling
events. If an event is running past midnight, please schedule it to stop at 23:59 and
add a second event to start at 00:00. 
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Schedule item properties

Track
Specifies the track that will be triggered.

Start date, end date
Specifies the dates on which the event will be active. The format must be dd/mm/yyyy.

Days of week
Specifies if the scheuled item should be applied on all days, weekdays only, or weekends only. 

Start time/end time
Specifies the time range during the day that the event will be active. The format must be hh:mm.

Duration
Specifies how long the event will be active when it is triggered. The format must be hh:mm.

Every
Specifies the repeat cycle duration for the event. The format must be hh:mm.

If the Schedule contains more than one event, the first active event in the list will be triggered. This
allows you to add highpriority events (such as a particular track played on the hour) that override other
events.
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Scheduling events
A Schedule is useful for long-term running or permanent installations. It allows you to schedule track

change events that occur regularly over long periods of times (days, weeks or even months).

Please note: the Scheduler is merely a device for switching tracks based on the
specified time. It is not a mechanism for powering down hardware or quitting the disguise
software. It is possible to schedule a time for the disguise software to exit and close using
the Scheduled Exitfeature. For more information please see the Running/quitting sub-chapter.

How the Scheduler works
The scheduler behaves in the following manner:

1. the scheduler will go down the list of events to see what to do

2. the scheduler will keep going down the list until it finds an active event

3. as soon as it finds an event that is active it will switch to it

4. repeat from above

To move the events up/down the scheduler list, simply drag and drop them

Running-quitting.html
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Create a schedule
1. Left-click the schedule property in the Transport Editor. This will open the Schedules manager

which contains a list of all of the schedules available.

2. Type the name of the new Schedule into the new schedule text field.

3. Hit Enter. This will create the new schedule, add it to the Schedules manager, and open the
Schedule manager. The Schedule manager consists of an ordered list of events.

Events are also referred to as schedule items. A schedule item specifies a track trigger event. For
example, a schedule item can say: trigger track X for Z seconds every Z seconds, between the hours of
A and B and on dates C to D.
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Schedule manager properties

Interface of the Schedule manager 

On start

Specifies what type of playmode to be triggered when tracks are being triggered. 

Transition

Specifies the transistion between tracks.

Cut

Transitions the tracks with a hard cut.

Fade

Transitions the tracks via fade to black. 
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Events

Ordered list of all scheduleitems. 

Add a schedule item to the Schedule 
1. Left-click +. This will open the scheduleitems manager which contains a list of all of the

schedule items.

2. Type the scheduleitem name into the new scheduleitem text field, in this example the event
morning.

3. Hit Enter. This will add the schedule item to the schedule menu and open the Scheduleitem
editor.
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As an example, the Schedule object called schedule 2 has been edited to contain one event called
morning. Morning will be active for five minutes every hour, starting at 9am and ending at 4pm,
between the 1st of November and the 15th of December, all days of the week.

Warning: Please ensure the Start time is earlier than the End time when scheduling
events. If an event is running past midnight, please schedule it to stop at 23:59 and
add a second event to start at 00:00. 

Schedule item properties

Track

Specifies the track that will be triggered.

Start date, end date

Specifies the dates on which the event will be active. The format must be dd/mm/yyyy.

Days of week

Specifies if the scheuled item should be applied on all days, weekdays only, or weekends only. 

Start time/end time

Specifies the time range during the day that the event will be active. The format must be hh:mm.

Duration

Specifies how long the event will be active when it is triggered. The format must be hh:mm.
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Every

Specifies the repeat cycle duration for the event. The format must be hh:mm.

If the Schedule contains more than one event, the first active event in the list will be triggered. This
allows you to add highpriority events (such as a particular track played on the hour) that override other
events.
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Copyright 2022 disguise. All rights reserved.

Information in this document is subject to change without notice. The software described in this
document is furnished under a license agreement or nondisclosure agreement. The software may be
used or copied only in accordance with the terms of those agreements. No part of this publication may
be reproduced, stored in a retrieval system, or transmitted in any form or any means electronic or
mechanical, including photocopying and recording for any purpose other than the purchaser's personal
use without the written permission of disguise.
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