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Content Management Overview

Content management is divided into three broad areas which consist of content version control, proxy

management and frame replacement.

Content Version Control

The disguise software understands version tags in video filenames (_vXXX where XXX is one or
more numerals, optionally followed by a letter)

You can copy new content versions to actors while the software is running (as long as you’re not
trying to overwrite a file that’s being played)

When a new version of a file arrives, the software will automatically replace older versions on the
timeline wherever they occur

You can drop any asset back to an older version instantly

Once new content arrives on a machine, it becomes available instantly, without having to refresh

If content is unavailable on actors, disguise will warn you by colouring layers on the timeline
(yellow for wrong version, red for no content)

Proxy Management

In order to sequence large shows with multiple large video files on a laptop, you can substitute
them with low-resolution versions (proxies)

Proxy files are indicated by adding '_proxyXYZ' to the video filename, where XYZ is any number.
Higher numbers indicate lower resolutions

In the visualiser, disguise uses your camera position (in stage view) or view position and zoom (in
feed view) to select which proxy level to display
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Frame Replacement

A new version of a video file can replace a subset of frames of the overall video file

Add the tag '_frameXYZ' after the Version Control tag (XYZ should be a frame number), and
disguise will interpret the video file as a 'patch' to the file

This saves time when you want to replace single corrupted or erroneous frames in a clip, or short
runs

Warning: The Frame Replacement feature requires a Version Control tag greater than
the file that's being replaced.
For example, to replace content from frame 130 of a file called "Video_v1.mov" one
would need to name their replacement file as follows: "Video_v2_frame130.mov".

Media Ingestion History Tool

disguise analyses new content and displays them in the Media Ingestion History Tool

This is used to find and fix naming or spelling errors in filenames when they occur
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Supported file formats

The disguise software supports multiple content formats for Video, Audio, Still image and 3D model
files. It is important that these formats are used for optimal performance. Only formats listed here are
officially supported.

Video files
The disguise software supports Quicktime .mov files using the following codecs:

QuickTime DXV version 2. Download the DXV codec for Mac or Windows from the downloads
centre.

QuickTime HAP, HAP Alpha and HAP-Q. Download the HAP codec for Mac or Windows from the
downloads centre

QuickTime Animation.

Warning: We do not support Delta frames. Videos need to be exported with
keyframes at every frame.

NotchLC.

Premultiplied vs. straight/matted alpha
Alpha can be rendered into videos and images with subtle differences which can affect how they
appear when composited upon output. Premultiplied vs straight alpha will require different blend

https://download.disguise.one/#resources
https://download.disguise.one/#resources
https://download.disguise.one/#resources
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modes depending on which is used. There is no preference in the disguise softwareto either one, but if
using content with premultiplied alpha, it should utilize the Premult Alpha blend mode, rather than
Alpha, which should be reserved for straight alpha.

Also note that Premult Alpha is usually the only option available when creating fuzzy edges against an
alpha background, as the pure alpha workflow requires the colour which is being faded from to be
available at full intensity throughout the gradient, while only fading the alpha component. That sort of
thing is tricky to create in content creation packages, so falling back on Premult Alpha makes more
sense in those cases.

Maximum resolutions of video files and still images

The disguise software supports video files and still images up to 16384 pixels in one direction. 

If all heads are genlocked to the same resolution, a 4x4pro server can play up to 32 HD videos
simultaneously, when encoded to HAP or DXV (no alpha).

Please note: To read more about supported video loads see the individual product pages on
the disguise website.

Audio files prior to r14.3

Quantised tracks option 1:

.mp3

Stereo 16 bit

44.1 KHz, constant bitrate. Currently d3 only supports 44.1 KHz, any other frequency will

http://www.d3technologies.com/products/4x4pro
http://www.disguise.one/en/
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generate an error. 

256 Kb/sec is a recommended balance between quality and file size.

Quantised tracks option 2:

.wav

Stereo 16 bit

44.1 KHz

Quantised tracks option 3:

.aiff

Stereo 16 bit

44.1 KHz.  Currently d3 only supports 44.1 KHz, any other frequency will generate an error. 

For audio embedded in Quicktime .mov files:

.mov

Uncompressed

Stereo 16 bit

44.1 KHz.  Currently d3 only supports 44.1 KHz, any other frequency will generate an error. 

Please note: To read about multi-channel audio support, see the Output multi-channel audio
page.

Output-multi-channel-audio.html
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Audio files after r14.4
These audio file formats can be used on the audio layer.

Uncompressed WAV files with the following properties

Unsigned 8 bit, Signed 16 bit, 24 bit or 32 bit PCM, 32-bit or 64-bit floating point encoding

Sample rates up to 192 kHz

1 or 2 channels

Uncompressed AIFF files with the following properties

Unsigned 8 bit, Signed 8 bit, 16 bit, 24 bit or 32 bit PCM, 32-bit or 64-bit floating point encoding

Sample rates up to 192 kHz

1 or 2 channels

MP3 with the following properties

CBR up to 320kps (variable bit-rate not supported)

8 kHz, 11.025kHz, 12kHz, 16kHz, 22.05kHz, 24kHz, 32kHz, 44.1kHz, 48kHz sample rates

Stereo, joint stereo or mono

Please note: The software internally uses a 32-bit floating point audio pipline, so best
performance can be achieved by using 32-bit uncompressed WAV encoding, at a sample

Audio.htm
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rate that matches your audio output

Audio files after r15.2
These audio file formats can be used on the audio layer.

Uncompressed WAV files with the following properties

Unsigned 8 bit, Signed 16 bit, 24 bit or 32 bit PCM, 32-bit or 64-bit floating point encoding

Sample rates up to 192 kHz

Uncompressed AIFF files with the following properties

Unsigned 8 bit, Signed 8 bit, 16 bit, 24 bit or 32 bit PCM, 32-bit or 64-bit floating point encoding

Sample rates up to 192 kHz

MP3 with the following properties

CBR up to 320kps (variable bit-rate not supported)

8 kHz, 11.025kHz, 12kHz, 16kHz, 22.05kHz, 24kHz, 32kHz, 44.1kHz, 48kHz sample rates

Stereo, joint stereo or mono

Still images
The still image formats disguise supports in order of preference:

Audio.htm
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.png (supports alpha-channel)

.jpeg (does not support alpha-channel)

.bmp (supports alpha-channel)

.tiff (supports alpha-channel)

.exr (Still images only; disguise does not support real-time playback of exr sequences)

Please note: The maximum texture size supported is 16k x 16k. disguise processes very large
texture resolutions (4k-16k) faster if they are converted to HAP / DXV Quicktime movies. If
there are many still images transitioning on the Timeline it may be necessary to convert
them to HAP / DXV Quicktime movies.

Image sequences
TGA

TIFF

DPX

8-bit and 10bit is supported where applicable. All formats support the use of alpha channel (with the
exception of 10bitDPX), and any framerate.

Please note: Although other formats may work, only those listed above have received
enough testing to formally support.

For more information, see Image Sequences.
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3D meshes
.obj files only.

.obj files used as the mesh file for video screens need to be UV mapped.

.obj files used as the mesh file for Props do not need to be UV mapped.

Please note: To read more about preparing 3D meshes for the disguise software, see the 3D
Fundamentals sub-chapter.

Alembic files
In order to better support animating meshes, the disguise software supports Alembic (.abc) files.
Simply bring the file into the project by placing it in the mesh object folder, and select the file where
you would have normally selected an OBJ.

Currently supported:

Xform

PolyMesh

Not currently supported

Curves

Points

Camera

SubD

NuPatches

3D-fundamentals-overview.html
3D-fundamentals-overview.html
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FaceSet

Light

Material

Custom data

Writing Alembic files

Selecting Alembic objects (e.g meshes) in the stage.
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Colour profiles
A colour profile is an object within the disguise software that allows you to specify what colour space the

content was produced in, and what colour space the content is output in which allows the disguise software

to convert between the two colour spaces, to preserve colour detail as required.

Overview
A feature of the disguise software is the ability to apply a colour profile to both screens as well as pieces
of content.

A colour profile consists of a colour space specification and a gamma curve.

Colour profiles are supported on LED Screen, DMX Screen and DMX Lights screen objects.

Colour space
A colour space defines the range of colours achievable with a particular signal chain (content source ->
display device). Different signal chains enable different colour spaces - this is not directly related to the
colour depth (8 bit or 10 bit), but there is a relationship - you can think of the colour depth as increasing
the resolution of the available colour space.

Colour space becomes important when considering content chains, as the colour space which the
content is produced in should be preserved throughout the chain to ensure it can be output in the same
colour space.

The disguise software's colour space is sRGB - also known as Rec.709.

Gamma
When expressing a color in RGB (red, green, blue), what we are specifying is the amount of light which
will be emitted from each phosphor, as a fraction of full power. What we are actually specifying is
however the voltage which will be applied to pixel on the output device (projector, LED processor, etc).
These devices don’t respond linearly to the voltage, and the gamma curve is a way to correct for the
non-linear relationship between content and display.
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Workflow
A colour profile is a discrete object within the disguise software that can be applied to a piece of
content. The workflow consists of two parts, creating a new colour profile in the colourprofile manager,
and applying that profile to the content.

Applying a colour profile to content

Open your content layer.

Right click the content thumbnail.

Navigate to the Colour shift tab.

Apply a new Colour profile to the clip using the Colour profile property.

Creating a colour profile

Open a Video layer and apply a piece of content.

Right click on the Media thumbnail and expand the Colour shift tab.
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Create a new Colour profile.

Enter a the name for your new profile in the naming field.

Hit Enter or click OK.

In the profile editor, specify your Colour space and Gamma curve.
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Colour shifts
A colour shift is a discrete object within the disguise software that allows you to alter the colour properties

of a piece of content.

Applying color shifts to video clips
It is possible to attach a colour shift object to an individual video clip so that every time you use that
video clip it will colour shift in the same way. You can then place these video clips onto the key-frame
editor and sequence these video clips. To do this:

1. Create a Video layer.

2. Open the Video Clip editor by right-clicking on the media thumbnail in the layer editor.
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3. Note: making changes to properties of a clip alters the state of the clip, and any changes made
will appear in each instance where the clip is used. For this reason, it is recommended to make
a duplicate of the clip and then make changes to the duplicate, keeping the original in its
unaltered state.
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To duplicate the video clip, begin by right clicking the header of the clip options and typing the
name of the new video clip into the duplicate text field and hitting Enter . You will notice the
title bar of the Video Clip editor change; it is now the object editor for your new video clip. The
video clip will also be added to the Video keyframe editor at the current playhead position.

4. Left-click colour shift from the Video Clip editor. This will open the Colour Shift manager
showing a list of colour shift objects. The colour shift object assigned to a video clip may be
untitled, in which case it is unique to that clip. Renaming the colour shift object will add it to the
ColourShift manager, allowing it to be used by multiple clips.

5. Create and attach the colour shift object to the video clip by typing the name of the new colour
shift object, for example desaturate, into the new colourshift text field and hitting Enter. This
will open the Colour Shift editor. For information on the Colour shift properties please visit the
section 'Colour Shift' in the Common layer properties sub-chapter.

Common-layer-properties.html
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6. Edit the properties. In this example we have desaturated the video clip by decreasing the
saturation scale property to 0.
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Content versioning

Content versioning is a powerful feature of the disguise software that allows you to easily version and
subsequently replace media files based on their file name. This is useful for shows where content
development continues throughout rehearsals and disguise programmers need a quick way of changing
between different versions of an asset.

For more information on where to put media files, including video content see the placing media files
topic.

New files may either contain :

no version tag (myfile.mov),

a numeric versiontag (myfile_v2.mov),

a date version tag (myfile_v20210602a.mov)

Date version tags should be formatted YYYYMMDDL, where L is a, b, c... and so on.

Date version tags can also be extended to YYYYMMDDHHMM where HH is hour and MM is minute.

Version tags are sorted alphabetically, i.e. _v20210602b is considered a more recent version than _
v20210602a.

The disguise software will remove the version tag to create a stem filename, and create a new videoclip
with the stem name.

There may be more than one occurrence of the version tag in the overall pathname, i.e. it is permissible
to create a folder for each version date, if you wish. However please note that this introduces the risk of
errors, i.e. if you make a mistake and add a different version tag to the filename, the result will be
indeterminate.

To add a new version of a file, simply copy it into the VideoFile folder alongside the older versions. The
disguise software will automatically match the stem filename with the existing clip and load the new
version, which will play immediately.

The disguise software will automatically replace older versions of the file wherever it occurs in the
timeline.
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Examples

Viewing an assets version
1. open the videoclip editor (right-click a videoclip in a video layer)

2. select the versions tab and right click on the asset to view a simple graphical view of the file
contents

VideoClip and VideoAsset editors for glowing_circles.mov’, after adding ‘glowing_circles_
v2.mov
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Please note: You can drop back to previous versions of the file by opening the VideoAsset
editor and clicking the ‘on’ label next to each version, and setting it to ‘off’.
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Adaptive Proxies

The disguise software recognises proxy videofiles with a ‘_proxy’ tag.

myfile_proxy1.mov is ‘proxy 1 (half-resolution) of an asset called myfile.mov’

myfile_proxy2.mov is ‘proxy 2 (quarter-resolution) of an asset called myfile.mov’

myfile_proxy3.mov is ‘proxy 3 (1/8-resolution) of an asset called myfile.mov’

You are free to create any number and mix of proxies for video assets that you wish.

The proxy tag number is optional. Proxies with numbers do not have any stipulations, however we
recommend that proxy1 is half resolution, proxy2 is quarter resolution, proxy3 is one-eighth resolution,
and so on.

Example
You have four 4K screens in your project, which you wish to sequence on an HD laptop. Your usual
view would be zoomed out so that all four screens fit into your viewport. In this case, disguise would
recognise that each screen is under 500 pixels across in the visualiser, and would therefore step the
content down to proxy3 (1/8th resolution).

(Note that you won’t be able to see the difference)
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If you zoom in so that only a single screen is in the visualiser, disguise would increase the resolution

being played on that screen, but stop playing content for all off screen surfaces :
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Zoomed in view selects higher-resolution proxies, stops rendering other screen.

Proxies will never be played onto any surface that goes out to the stage. If a machine is an Actor or a
non-dedicated Director, if a screen or projector appears in any of its feed rectangles, then that machine
will only play full-resolution content on that surface.

In time-pressured situations, it may be useful to update to a new proxy version on the editor or Director,
so that sequencing can progress while waiting for the full-resolution version to render and copy. The
timeline will always warn you when the copy being rendered to stage is different than the one in the
visualiser.

Please note:  proxies are only used on Dedicated Directors or Editors
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Frame Replacement
In disguise, if you want to replace a range of frames in a piece of content, you can render only those frames

that have changed, and tag them with a frame index.

The file that you are replacing frames with needs to have its own version number, so if the original video
is "myfile_V2", then the n in the format:

‘myfile_v3_frameXXX.mov’ where XXX is the first frame number to be replaced. Note that frame 0 is the
first possible frame in the clip, not 1.

For example:
the file ‘myfile_v3_frame187.mov’ replaces frame 187 onwards in ‘myfile_v2.mov

Please note: If you want to replace a set of frames in clip version V, the new clip should have a
higher version number (V+1), not the same number.

VideoAsset editor for ‘myfile.mov’ after adding myfile_v3_frame187.mov
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Media Ingestion History

There are two ways to access the Media Ingestion History:

Right click the d3 state menu in the dashboard and select Media Ingestion History

In the VideoAsset editor (by pressing the ‘find fragment -’ button).

In the latter case, the media import history editor is brought up with the search field pre-populated with
the name of the asset.

The Media Ingestion History can highlight any spelling or version number mistakes with the file naming
which may affect the Content Version Control.

Media Import History showing misspelled file stem name myfiel instead of myfile

There is a search feature for finding files. The search is fuzzy, so it will find all misspellings as well as
correct files.
Errors can be fixed directly in the Media Ingestion History by doing the following:

1. Right click incorrect asset name. 

2. Select the option ‘move to asset’ and click the correct asset.
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Correcting an erroneous import caused by the spelling mistake

Please note: You can clear the media ingestion history from a project prior to running the
project; right click on the project file in the d3Manager and select "Clear Ingestion History".
This will cause disguise to rescan all media when the project is launched



31

Manage old media

Manage old media is a tool within the disguise software that allows the user to generate a list of unused
versioned media within the project and archive it. As this tool only works specifically with versioned
content files, it is generally used to cleanup the project and remove 'old' versions of content that are no
longer used.

Versioned content uses tags such as "File_v1" or "File_20170602a". For more information, please refer to
the content versioning topic.

Accessing Manage old media
1. Right click the d3 state menu in the dashboard.

2. Left click Manage Old Media.
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Manage old media option.

Using Manage old media
1. Left click the Unlock button in the Manage Old Media editor.

The button will generate two lists, in use media and unused media, in the output folder of the
project file. These are for manual reference and deletion.

2. Left click the archive button and an automated process will move unused media to the
"Archiver" folder in your project's output folder. This can be deleted or transferred to a new
location or external storage location.
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Manage old media editor, with all files selected.

Text files written to the output folder, following an archive process.

Please note: You can specify a number of old versions to keep in the Manage Old Media
editor.
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Archive unused objects

Archive unused objects is a tool to remove extraneous, unused files from a project. Similar to Manage
old media, this feature refers to objects such as video files, meshes, textures and audio files. This can be
useful in the case of low available storage on a machine, or simply making a project more organized.

Accessing Archive unused objects
1. Right click the d3 state menu in the dashboard.

2. Left click Project settings.
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Archive unused objects option.

Using Archive unused objects
Left click Prepare to Archive unused objects.

Clicking the Prepare to Archive unused objects will present a pop-up estimating how much free space
will be gained.

If you proceed, the disguise software will generate a new folder within the output folder of your project
called "Archiver"; this folder contains two text files and two scripts.

The text files ("Used" and "Unused") will create a list of the used and unused files found in the project.

The scripts will automate the process of either moving the unused media to the archiver folder or
copying to a folder you're prompted to specify.

Please note: This process is different than Archive project file which is a way of saving your
file without copying & pasting then renaming the d3 project file.
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Duplicating video clip instances
Video clips can be duplicated just the same as other objects within the disguise software. This proves

useful for managing a single piece of content that has multiple sets of properties.

Distinction between VideoFile and VideoClip
VideoFile is the piece of content you place in the VideoFile folder which lives inside your Objects folder
in your project file.

VideoClip is an object inside the disguise software that contains the VideoFile (or VideoFiles when
versioning is being used) as well as properties that you can apply to that file, outside of the normally
keyframable parameters. These properties are things such as FPS, In & Out frames and are covered in
more detail in the content properties topic.

Duplicating a VideoClip
Duplicating video clip assets is extremely useful if you want a piece of content that has different
properties, such as in and out frame but is the same VideoFile.

You could simply copy the content in the VideoFile folder, but this creates a hard copy of the file which
therefore increases storage space and means that the disguise software has to deal with a whole
separate VideoFile, which reduces efficiency.

By duplicating the VideoClip asset, you can have one single piece of media which has different
properties applied to it while still being a separate piece of media to choose from the VideoClip editor.

Example

Content-properties.html
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Open the Video layer.

Expand the media tab.

Open the video object keyframe.

Right click on an VideoClip from the picker to open it's properties.

Right click the header of the properties editor.

Choose duplicate .
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Note how a separate instance of this clip now displays in the video_clip picker. This clip can
have a different set of content properties than the original.

Content-properties.html
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Image sequences
An Image Sequence enables the playback of a contiguous sequence of images as a video.

Enabling image sequences
Any folder inside VideoFile with a name ending in .seq will be ingested as an image sequence. As long
as it matches the requirements described in this topic, it will behave just like a conventional video file.

Supported Formats:

TGA

TIFF

DPX

8-bit and 10-bit is supported where applicable. All formats support the use of alpha channel (with the
exception of 10-bit DPX), and any framerate.

Please note: Although other formats may work, only those listed above have received
enough testing to formally support.
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Sequence Requirements
Alongside supported formats, there are rules that must be followed when creating image sequences
for them to be recognised by the disguise software. These rules are in place to ensure reliable and
predictable playback performance.

The name of images within the folder must end with their frame number. For example: My_
video_00035.tif would be the 36th frame in the sequence.

As an additional precaution, the name of the images should be prefixed with the folder name.

Eg: My_video.seq\My_video_00035.tif.

The numbering must start from 0.

There must be no gaps in the numbers between frame 0 and the final frame of the sequence.

File formats cannot be mixed within the same image sequence folder.

Ingesting image sequences
Image sequences will always be imported at 30fps. The playback fps can be changed in the clip
properties.

Additional frames can be added to a sequence while the disguise softwareis running and will be
available for playback immediately. It is not recommended to play back the sequence while receiving
extra frames as this will affect playback.

In much the same way, gaps in image sequences can be filled in while the disguise software is running
and once complete the sequence will become available.

Frames cannot be removed from a sequence without first exiting the project.

Any errors in image sequence formatting will be announced by a notification.
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Content management
Version, frame replace, and proxy tags behave in the same way as with regular videos, as long as the
.seq portion of the folder name stays at the end.

For example: My_video_v2_frame150.seq would be a frame replacement for My_video.seq starting
from frame 150. Tags are only ever applied to the .seq folders, never the image files themselves.

The rules for frame numbering are the same for frame replacements - the frames inside My_video_v2_
frame150.seq must still be numbered from 0.

If a sequence is accidentally imported without .seq at the end of the file name, the several thousand
image files ingested can be removed by taking the following steps:

1. Exit the project.

2. Add the missing .seq to the folder name.

3. Start the project.

4. Right-click the missing tab in the videoclips editor and select Remove Missing. After a brief
pause, the images will be removed.

Performance
Due to specific performance optimisations, the preferred settings for TGA and TIFF are as follows.

TGA

Do not use RLE compression

Render at 24-bits per pixel. Only include an alpha channel if required.

TIFF

Use IBM PC byte order

Do not use LZW compression
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Segment size should be equal to the height of the frame (this is often the default and not
editable).

Render at 24-bits per pixel. Only include an alpha channel if required.

DPX

Render at 8-bits per channel unless working in a fully 10-bit pipeline.



43

10bit content
10bit content is a newly supported feature in r16. This topic aims to show some of the known workflow

challenges to be aware of.

10bit content is added to the disguise software project just like any other content. See placing
media files for more information.

10bit content can be played back regardless of whether the disguise software is in 8-bit or 10bit
mode.

Only 10bit DPX content has received a full performance test.

10bit DPX files cannot have alpha channels.

NotchLC 10bit is supported. This is technically the highest performance 10bit format the disguise
software supports.

Embedded HDR data is not currently supported. Tone maps (LUT file's) must be applied on the
output.

The bit depth of DPX sequences is not given when in 8-bit mode.

16-bit file format support is as follows:

Files loaded from objects/DxTexture are downgraded to 8-bit in r16, regardless of original bit
depth or current bit depth of d3.

Files loaded from objects/VideoFile are downgraded to the current bit depth of d3.

PNGs may be subject to some processing during downgrade.
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Alembic Files
Alembic files are animated 3D mesh objects that can be imported and used within disguise.

Configuring an Alembic file within disguise
1. Open your project folder

2. Copy your working alembic file into the Mesh folder

3. Run your project

4. Right click on the Stage menu

5. Left click on the venue to assign one to the project. If the default 'none' is selected, create a new
venue

6. Right click on the venue name and click on the + symbol to add a new prop. A prop can be a
regular mesh or alembic file located in the Mesh folder

7. Right click on the name of the newly created prop and under the Mesh property, select the
alembic file

8. In the timeline, create an AnimateObjectPreset layer

9. Left click on the layer to open it's layer editor, and open the keyframe editor for the Config tab

10. Create a new screenconfiguration named "off" and hit the + icon to add the alembic prop to the
layer. Leave all fields at the default 0

11. Duplicate this configuration and name it "on"

12. Right click on the header bar to open the "on" configuration's properties menu, and set the
Animate field to 1.
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13. Keyframe these two configurations to have the alembic file animate in the visualizer. The time
between the "on" and "off" configurations will determine the speed the animation plays back.

14. Enter a playmode in the timeline to see the file animate.

Recommended Blender settings for object
animation and export
Please note, for questions about the UI or specific animation workflow of Blender, it is best to contact
Blender support. This guide is intended only for the specific export settings needed with the disguise
workflow.

1. Set the project's units to Meters.

2. Import or create the mesh of your prop object in Blender.

3. Create an empty and animate it with either the keyframe or graphs editor.

4. Attach this null to your object using an object constraint or modifier.

5. Play your animation to ensure that the object is now attached to the null.

6. Select the null and the object.

7. Export the alembic file using the below settings:

Renderable Objects Only

UVs

Pack UV Islands

Normals

Important Notes about Alembic Files

Alembic files can only be brought in as prop objects, they cannot be used as UV mapped content
screens.
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There are some restrictions on the types of alembic files supported in disguise. Please refer to these
recommended alembic export settings if your custom alembic file is not rendering within disguise.

The object must not contain:

Curves

Points

Camera

SubD

NuPatches

FaceSet

Light

Material

Custom data
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Slideshows
Slideshow is a new feature of r14.1 that enables fast and easy output of a sequence of content with a

minimum of sequencing time.

Although these sequences rely on file location and name, they can be edited while the software is
running.

They allow an automated slideshow style operation of video or still images within the software. A good
example of this is running advertisements pre-show. It would take too long to sequence the adverts
individually within disguise, so utilising a slideshow allows you to place one piece of content within
disguise that may consist of many pieces of content in reality. It also allows you to change the content
outside of disguise without affecting the sequencing.

Creating slideshows
A slideshow is any folder within VideoFile that ends in “.slideshow”. This functions similarly to the
versioning or proxy tags, and tells d3 that the contents of the folder is to work as a single clip made up
of multiple files.
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Video file folder

Slideshows can be populated with any filetype that could be placed inside the VideoFile folder, in any
combination. The order that the slideshow plays back these pieces of content is determined by their
filenames - slideshow works in alphabetical order.
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bob.slideshow showing 3 videos

Slideshows are accessed inside disguise, just in the way normal videofile content is. On the video
layer, open your media object keyframe and select your slideshow.

bob.slideshow now available as standard video content
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The slideshow behaves just like a regular video file in disguise, so playmodes, colourshift, audio
routings, etc are all applicable. Transition Time will enable a crossfade between each piece of content,
as if each piece of content were separately keyframed into the module.

bob.slideshow on the video keyframe editor

Clicking unlock clips will allow you to rename (ie: reorder), and delete slideshow clips without having
to restart d3. When in unlocked mode, the slideshow cannot be played back.
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Content management and slideshows
Versions, proxies and frame replacements are all compatible with slideshows. Versions can exist within
the same .slideshow folder. The disguise software will automatically use the highest version content it
can find.
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VideoClip object

Overview
When sequencing video files in the disguise software, you are actually sequencing VideoClip objects,
which are the container the disguise software uses to identify the media file, its properties, versions as
well as other specific properties.

Duplicating VideoClip objects
Sometimes it's useful to have a single video file that has different settings for different parts of the
show. For example, you may wish to have Video 1 with in and out frames at default in one part of the
show, but change the in and out frames to a different setting later one. Instead of making a hard copy
of the file in the VideoFile folder of the project, you can simply duplicate the VideoClip object in the
disguise software and change the VideoClip object properties. This saves media drive space, and also
allows for better internal handling of the media files.

To duplicate a VideoClip object:

1. In the VideoClips editor, which can be accessed via the Video, Legacy video or VideoTrigger
layers, left click the Video property under the media tab.

The VideoClips manager opens.
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2. Right click a VideoClip

The VideoClip editor will open, containing the properties of that VideoClip.

3. Right click the header of the VideoClip editor

4. Select Duplicate, give the duplicate a name, and then hit Enter or OK.
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5. You will now see the duplicate VideoClip available in the manager, but only one piece of
content will be in the VideoFile folder. You can edit the settings of the duplicate clip to be
different to the original.

Multi Editing VideoClip objects
Its possible to Multi-Edit most objects in the disguise software, but due to the VideoClip objects being
items used for sequencing, the method to multi-edit them is slightly different.

To multi-edit a VideoClip:

1. In the VideoClips editor, which can be accessed via the Video, Legacy video or VideoTrigger
layers, left click the Video property under the media tab.



55

The VideoClips manager opens.

2. Left click the Edit VideoClips button.

3. The Multi Editor opens, select clips by using CTRL or SHIFT and alter their properties
accordingly.

See the Multi-Edit topic for more information.

Multi-edit.html
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Rendering media overview

Stage/Feed movies
Stage movies and Feed movies can be rendered in d3. Stage movies can be used to provide the client
or production team with the latest update on the project, and Feed movies allow rendered project
content to be played back on a conventional media server.

Before rendering the Stage/Feed movies please specify the video output settings by reading the
following sub-chapter video output settings.

Screenshots
If there is not enough time for rendering a movie screenshots can be made. See the rendering
screenshots topic to see how. 
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Video output settings

Before rendering a Stage or Feed movie it is important to set the size, frames-per-second and codec
used for the output video. To do this:

1. Open the Program Settings menu by right-clicking d3from the dashboard (bar at the top of the
screen).

2. Select Project settings...

3. The Movie Output section contains the properties used to specify the settings of the Stage/Feed
movie.

Movie Output properties

Output movie format
This selects the codec for the video. Options are: Photo- JPEG (no audio) , Animation (no audio) , .mp4
(with audio) , or Photo- JPEG mov ( OLD quicktime players) . Only the .mp4 option writes audio to the file.
In general, the first two options are used for writing Feed movies for playback since they do not need
audio. The .mp4 option is used mainly for Stage movies since Stage movies most likely need audio and
also need to be as compact as possible to be sent via the internet.

GUI-overview.html
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Output movie fps
The output movie speed, in frames-per-second. Any frame-rate can be used, but common values are 24,
25, 29.97 or 30.

Output movie size
The output movie size, in pixels.

Add head to output movie (in seconds)
This option will add an extra number of seconds to the beginning of the file. This can be useful when
writing out short sections for playback on other systems.

Add tail to output movie (in seconds)
This option will add an extra number of seconds to the end of the file. This can be useful when writing out
short sections for playback on other systems.
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Rendering screenshots
Screenshots can be made of the Stage or Feed levels.

These can be used for:

allowing the client or entire production team to know exactly what the latest update is on the
project, particularly if there is not enough time for rendering Stage movies.

matching the position of the Feed rectangles in their Display heads to an LED processor when
configuring outputs.

How to make a screenshot:

1. Specify the file format used for saving screenshots as described in the section below.

2. If the Track Player is obscuring part of the shot close it by left-clicking the x icon in the top left
corner of the Track Player. To re-open the Track Player, left-click track in the d3 State editor (bar
at the top of the screen).

3. Hit Alt-X . The screenshots are saved in a new folder called screenshots inside the specific
Project folder. For information on where the specific Project folder is located please see the sub-
chapter Projects location/structure. To learn the other d3 shortcuts please see the sub-
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chapter Shortcuts.

Warning: it is recommended not to delete or rename screenshots in
the screenshots folder. If screenshots are renamed or deleted, ensure the screenshots
ascend numerically in name with no gaps, for example 'screenshot_00000,
'screenshot_00001, 'screenshot_00002, otherwise the most recent screenshot will be
overwritten and lost when a new screenshot is made.

Specifying the screenshot file format

1. Open the Projects Settings menu by right-clicking d3 from the dashboard (bar at the top of the
screen) and selecting project settings.

2. In the Screenshots tab, Select an option from the menu of file formats by left-
clicking output format. There are five file formats to choose from: .png .jpeg .bmp .tif .dds.

Keyboard-shortcuts.html
GUI-overview.html
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Output Screenshot Format property within the Program Settings menu points to the
five screenshot file saving formats
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Rendering Stage movies
Stage movies render the content in the Stage levels Stage Visualiser, allowing the client or entire

production team to know exactly what the latest update is on the project.

Please note: before rendering a Stage movie the AnimateCamera2 layer can be used to
create camera fly-throughs of the show. Please see the AnimateCamera2 layer sub-chapter
for more information.

How to render Stage movies

1. Specify the settings of the Stage movie as described in the previous sub-chapter video output
settings.

2. Hold down the left Shift key and click-drag a rectangle across the Track bars to be rendered.

3. Open the Track bars menu by right-clicking the selection rectangle.

4. Type in the name of the Stage movie into the write movie (stage) text field.

AnimateCameraPreset.html
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5. Hit Enter to render the Stage movie. The Stage movie will be saved in a new folder
called output inside the specific Project folder. For information on where the specific Project
folder is located please see the sub-chapter Projects location/structure.

If there is not enough time to render a Stage movie screenshots of the stage may suffice. For more
information on this useful feature please see the rendering screenshots sub-chapter.
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Rendering Feed movies
Feed movies render the feed outputs in the Feed level, allowing rendered project content to be played back

on a conventional media server.

For more information on configuring outputs please see the chapter Output Feeds.

How to render Feed movies

1. Specify the settings of the Feed movie as described in the previous sub-chapter video output
settings.

2. Hold down the left Shift key and click-drag a rectangle across the Track bars to be rendered.

3. Open the Track bars menu by right clicking the selection rectangle.

4. Type in the name of the Feed movie into the write feed movie text field.

5. Hit Enter to render the Feed movie. The Feed movie will be saved in a new folder called output
inside the specific Project folder. For information on where the specific Project folder is located
please see the sub-chapter Projects location/structure.

Outputs-Feeds-overview.html
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Write Feed Movie option from the Track bars menu is used to render a Feed movie, opened by
right-clicking the grey selection rectangle.

Please note: the disguise software Designer limits the maximum resolution of a feed movie to
2160x2160.
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Generate content table
Generate Content Table allows users to export a list of content used in the project.

Generating a content table
1. Open the track manager by left clicking track from the dashboard.

2. Right click the All box (or whichever box you wish to export a table of).

3. Left click the Generate content table option.

4. A notification will appear upon successful generation of the content table.

Viewing a content table
The content table is written as a text file (.txt) to a newly created Table folder inside the Objects folder
of the project.

Open your project folder by navigating through the windows file structure to its location. For more
information see Project structure.

Main-Elements.html
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1. Open the Objects folder.

2. Open the Table folder.

3. Open the newly created .txt file in the Table folder.
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Project structure

Each specific Project folder contains the .d3 project file. For example, if you have a project called my
project, the Project file will have the name:

my project.d3

and a number of sub-folders:

History which contains auto save files and shows after a project has been running long enough for
auto save to occur.

internal which contains files internal to the software, such as thumbnails.

objects which contains all media files.

Packages which is used to package data and move it between projects, this is a user created
folder and is not present by default.
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Each specific Project folder contains by default the Project file and two sub-folders called Internal
and Objects.

Please note: all media files for a project must be stored in the specific Project folder. This
ensures that when you copy the specific Project folder from one device to another, all
relevant files will be copied as well.
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Project location

Where are all of my projects stored?
All of the specific project folders are stored in the assigned d3 Projects folder which is set during the
installation of d3. The default location is My Documents/d3 Projects

Alternatively, you assign a project folder in a different location on the server from within the d3Manager
window. For more information on how to assign a new project folder location, please visit this link.

Managing-Project-Folders.html
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Placing media files

Where do I place the media files for my project?
The media files for a project are stored inside the objects folder. The objects folder is located inside the
specific Project folder.

For information on where your specific Project folder is located please see the above sub-
chapter Projects location/structure. To read about the exact specifiation of the media formats read
the Supported file formats page. 

Within the objects folder are the following sub-folders:

AudioFile which contains all audio files (.mp3 .wav, .aiff). Notice that this audio is just for audio
which is to be quantizsed on the d3 timeline. 

DxTexture which contains all texture files (.png .jpeg .bmp .tif) including pixel masks and palette
files.

Mesh which contains all 3D object meshes (.obj)

notchfile which contains notch blocks exported from Notch.

recordingfile which contains device recording files generated by disguise's Devices Recording
feature.

VideoFile which contains all video files (.mov)

Still images can be placed in the Objects/VideoFile folder and they’ll work just like video files.

A benefit of this is when you have to work with proxy content while waiting for the real content to
arrive; when you ingest the real content into the system, the content manager will make sure it
supersedes the proxy.

Using Stills as Textures on props
Still images intended to be used as textures should be placed in the Objects/DX Texture folder.
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The maximum texture size supported is 16k x 16k.

Please note: Still image files can be stored in either the DxTexture or VideoFile folder. Files
stored in the DxTexture folder are available for use only in the Bitmap Layer. Files stored in the
VideoFile folder are available for use only in the Video Layers.

Object folder contains by default sub-folders which are used to store the media files for a specific
project.

By default a new project contains a series of media files. For example, the mesh folder contains mesh
files. For more information on the mesh folder please see the sub-chapter Venues/props overview .

Venues-props-overview.html


74

How to place media files and access them in your disguise
project

1. Ensure the media file is saved to a supported file format.

2. Open the objects folder.

3. Place the media file inside the appropriate sub-folder depending on the media file type. Once
the media file has been added to the folder it will be added to the corresponding object library in
the software. In this example a custom mesh file called palace_screen has been placed inside
the mesh folder.

4. Run the software.
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5. Select the media file from the appropriate object library.

Palace screen mesh file can now be accessed in the software from the Mesh object library of the
specific project.

Please note: all media files for a project must be stored in the specific Project folder. This
ensures that when you copy the specific Project folder from one device to another, all
relevant files will be copied as well.

Object-Libraries.html
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Video Codec overview
The disguise software uses the Quicktime .mov video container for playing back various codecs.

The disguise software utilises advanced GPU codecs DXV/HAP/HAP-Q which allow for excellent quality/
performance trade offs.

HAP / DXV : Two very similar GPU based codecs that allow for high numbers of simultaneous video to be
played at a good quality. Utilise HAP for resolutions greater than HD.

HAP-Q : Utilises twice the bandwidth of HAP/DXV, but delivers higher tonal fidelity especially in rendered
content, or content with tonal gradients (such as skylines)

Animation - A totally lossless, but very high bandwidth codec.

Notch LC - 10bit ltd have developed a new video codec which is intended to fit in between HAP and
lossless image sequences in terms of both visual quality and performance. All users who are currently
unsatisfied with HAP, but are unable to justify the cost of lossless playback will benefit from this addition.
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DXV 2.1.1 codec
The disguise software utilises a number of codecs; however, its primary video codec is DXV. The DXV

2.1.1 codec performs all decompression on the GPU allowing for greater media playback performance

compared to CPU based codecs (ProRes, MPEG, Photo JPEG). All codecs have characteristics due to the

various compression methodologies and DXV 2.1.1 is no exception.

DXV 2.1.1 provides excellent results and quality to size ratio. When playing back filmed video content, it
performs very well without any changes to workflow.

See the 'Filmed Video' section below. 

When playing back graphics with strong gradients, noise can be added to the video during render to
reduce compression artifacts.

See the 'Graphics & Gradients' below.

Download the DXV 2.1.1 Codec here.

Please note: DXV3 is not supported

Filmed Video
Stills from the short film Tears of Steel. Source media, 1920 x 800 PNG. 

DXV 2.1.1

https://download.disguise.one/#resources
http://mango.blender.org/
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Photo JPEG

Graphics with Gradients
With the DXV 2.1.1 codec there can be artifacts after compression in certain cases. One issue that can
occur is 'banding' in gradients, however this can be eased by adding a small amount of noise to the
media before conversion.

DXV
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DXV + 3% Noise

Photo JPEG
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HAP / HAP-Q codec
The HAP family comes in multiple flavours for different purposes.

HAP
Enables very large canvases at lower bitrates, with some trade-off for compression. HAP is very similar to
DXV in terms of compression profile, but allows much larger canvases. If you are preparing canvases
over HD, we recommend using HAP. When preparing shot footage, HAP is often the go to choice for
bandwidth and compression.

HAP-Q
Utilises twice the bandwidth of HAP, but offers much better detail in tone, which is especially important
in rendered content where tone gradients are utilised.

HAP Alpha
HAP Alpha has the same image quality as HAP, and supports an Alpha channel. HAP Alpha has roughly
the same bandwidth as HAP-Q.

Please note: Download the HAP/HAP-Q Codec here.

Warning: The disguise software does not support Hap-Q Alpha

Graphics with Gradients usage of HAP-Q
Most lossy codecs are very sensitive to gradients through tone. Below is a comparison of HAP-Q and
HAP performance on a gradient through tone in order of quality. Click the image for full size.

https://github.com/vidvox/hap-qt-codec/releases/
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Original
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HAP-Q



83

PhotoJPEG
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HAP/DXV
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Transcoding software
After installing the DXV/HAP/HAP-Q codec for Mac or Windows it can be utilized by any standard

rendering software such for example After Effects but also directly in QuickTime Player Pro.

You can also transcode from any movie format to DXV/HAP/HAP-Q using the Adobe Media Encoder CC
or the freeware MPEG Streamclip. Both of them allows for drag-and-drop batch transcoding. 

Download the HAP/HAP-Q Codec here.

Download the DXV Codec here.

Download MPEG Streamclip here. 

https://download.disguise.one/#resources
https://download.disguise.one/#resources
https://download.disguise.one/#resources
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Adding noise in After Effects
Adding a small amount noise before converting media to any codec is a good way to reduce compression

artifacts.

The easiest way is the use the noise effect in After Effects.

Example
First, create a new After Effects project and composition, and add your content as a layer.

Next, select the your content layer and from the toolbar choose, Effect > Noise & Grain > Noise. Or apply
a preset to your content by clicking here and importing it into the After Effects composition.

https://d3technologies.box.com/shared/static/7jovw9snul850r71xyet.zip
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Now in the effects property box, set the amount of noise to be applied. 2 - 3% works well.
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Now you can render out your content.
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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
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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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