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What is Disguise?

The Disguise software is a real-time 3D simulator & media server that integrates traditional lighting
fixtures, LED screens and projection surfaces into one easy to use package.

Pre-production

Disguise integrates a real-time 3D Stage Visualiser, media playback, and a timeline. It lets you model the
stage, view it instantly from any angle, drop video or still content onto the timeline and play it back onto
the stage, without time-consuming re-renders. It is therefore a very useful communication tool in the
early stages of a project. Showing a real-time simulation of a proposed design is faster, cheaper and
more effective than traditional renderings and fly-throughs. In the preproduction stage, it allows
designers, clients and artists to quickly visualise content and make artistic decisions, without having to

actually build the stage.

d3  the_weeknd_starboy_tour Track test Stage stage Feed asnaroo-pcfeeds Transport transport Devices devices Auto+ DMX < o [ 255 «) N 255  FadeUp 3 notifications  »

° test Start +00:01:46.00 End -00:07:34.00
[Colour
[
Video ]
bt T L

0.00:01:46.00

a a .
|| 1<
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Stage Visualiser used as an essential 3D visualisation and simulation tool in the pre-production phase.

Rehearsals and live production

However, Disguise goes further than mere visualisation; it is designed to integrate with the traditional
tools of show delivery (lighting desks, audio and automation systems). The Disguise software contains all
the video playback functions you would expect to find in a conventional media server, together with a
sophisticated timeline-based show control mechanism. Coupled with the Stage Visualiser, Disguise
allows the designer to edit and sequence a complete show, present it to the client and get a sign-off,
long before the real stage is built.

Once the real stage is set up, you bring Disguise (with the completely sequenced show) into the
production rehearsal, plug it in, and press play. Thanks to the Stage Visualiser, a highly realistic
simulation of the actual stage, you are guaranteed that the show will look the same on the real screen as
it does in the Stage Visualiser, aside from a bit of tweaking (and we give you an arsenal of tools to do
this).

Disguise being used in the production rehearsals of The Weeknd Tour 2017.
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The added value of this is simple it saves time, and therefore money. Disguise allows you to shift crucial
work forward in time, so you can spend time on making the right decisions before you go into
production rehearsals and start spending money. Disguise acts as a central focus for the production
team, making sure that everyone can review everything so that mistakes are caught early, aesthetic
blind avenues are identified and avoided, and content is made to maximise the potential of the stage.

Disguise used as an essential tool to successfully deliver The Weeknd show onto the stage, on time and on budget
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Main Elements

The Disguise software comprises three main elements: the Timeline level, the Stage level and the Feed
level.

Disguise's key insight is to separate these three levels and to perform the mapping between them in real
time. Changes to any level can be made independently of the others; a change in the screen layout or
output formatting does not require a change of content.

Timeline level

The Timeline level consists of a timeline containing a number of content layers. On the timeline, you can
create multiple layers of video or generative content and position it on the timeline. By adding keyframes
you can control properties such as playback speed, brightness, colour, etc. Multiple layers can be
combined onto one single output canvas by using a selection of blending modes. This environment is

familiar to users experienced with commercial video editing software tools.

Canvas

n Laver
IE Laver

Timeline Concept

MIDI 12
between

Timeline level sequencing video and generative content
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Stage level

The Stage level simulates your stage. It allows you to create any number of screens in all kinds of
shapes. Each screen can be placed at any position, orientation, scale and set to any resolution (up to 8k
in one direction) within the 3D scene. In addition, each screen has its own target canvas with an
adjustable resolution. You can turn anything you want into a screen, even entire 3D buildings, and design

your content with projectors, LED screens, or DMX lighting fixtures in mind.

The Stage can be created to precisely simulate the real stage that Disguise will be connected to, with
each and every pixel represented. Content generated by the layers in the Timeline is mapped onto the
target canvases of the screens, allowing you to visualise the content in 3D from any point of view.

\

Screen 3

/

Screen 2

/ \

Stage level conceptual diagram

56



AnimateCamera2

0 - footage

Stage level visualising and simulating the set of the Superbowl.

Feed level

The lowest level, the Feed level, comes into play when you connect d3 to the real world: the LED
screens, projectors, plasma displays, or DMX lights on your stage. It allows for the 2D output screen
content to be formatted according to the requirements of the receiving LED processor, projector, or
lighting system.

head 1 head 2 head n

— '

Feed level conceptual diagram
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Feed level formatting the screen content to a projector system for the Superbowl.

Real-time mapping

Disguise's key insight is to separate the Timeline level, Stage level and Feed level and perform the
mapping between them in real time. Changes to any level can be made independently of the others; a
change in the screen layout or output formatting does not require a change of content.
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Designer overview

Designer is a software only version of the Disguise production suite built for designers, project managers

and technicians.

Designer enables you to design, configure, and present your show using your own laptop or desktop
computer, and then transfer to a rack-mounted system for showtime. In production rehearsals, Designer
also allows you to multi-edit the show from your laptop. For more info about the Designer product see

the Desigher page on the Disguise website.

Please note: while Designer can remotely edit shows running on Rackmount Machines using

the MultiEdit feature, it cannot run shows as a Director.
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System Requirements

A Warning: Disguise requires a 64-bit operating system.

Recommended hardware specifications for
running Designer

Operating System Windows 10 or 11, 64-bit.
GPU 2GB Video RAM , DX11compatible (only single graphics cards are supported at present)
CPU Intel i7 3rd Generation

4GB RAM (min. 2GB)

Memory
Audio Any permitted
Storage 50+GB (min. 8 GB)

Operating system

To run the latest version of Designer your system needs to have a Designer license. Licenses can be
obtained via the Disguise Cloud, and either installed directly on the machine (dongle-less solution), or
they may be installed on a USB Codemeter dongle, available for purchase from the disguise webstore.
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Virtual Machines - Parallels

Virtual Machines like Parallels do not run Disguise software, since Disguise requires DirectX11l Bootcamp
may be used, but only if you are working on a pre-M1 M2 Mac platform.

Designer software

For information on how to install the latest version of Designer please see the sub-chapter Updating the
software.

If you encounter any issues with the installation of the Designer software or license, please contact the
Support Team for assistance.
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Download and Install Designer

Starting the download installer

Please note: before updating the software make a manual backup copy of your .d3 project file
(not the whole projects folder), which is located in the specific Projects folder. If there is a

problem running the new release you will need to revert to the backed up .d3file.

1  Ensure that your USB license stick (if applicable) is not plugged into your PC.

2. Ensure your PC is connected to the internet.

3. Download the latest executable Designer release from here.

Installing Disguise software

Step 1 Install location

On the first screen you will be prompted to select an installation directory for the program files.

1 Openthe downloaded executable.
2. Select Browse to change your installation directory.

3. Select OKto return to the d3 installer window.
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4.

Select Next once you are happy with the installation directory. If you are upgrading an existing

installation of Disguise software, the installer will detect and use your current installation

directory.

H d3-full-r14.2-37636_x64 Setup: Installation Folder — >

Setup will install d3-full+ 14.2-37636_x64 in the following folder, To install in
a different folder, dick Browse and select another folder. Click Mext to
continue.

Destination Folder

C:\Program Files\d3 Production Suite Browse...

Space required: 374, IMB
Space available: 62.0GE

Selecting an installation directory for the Disguise program files

Step 2: End User License Agreement ( EULA )

You will be prompted to read and accept the EULA and all associated licenses.

1

2.

Read the EULA and all associated licenses information.

Select | Agree to continue.
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E d3-full-r14.2-37636_x64 Setup: License Agreem...  — *

By installing, allowing to be installed, or otherwise using the d3 Production
Suite software agree to be bound by the terms of the EULA. You must
accent the EULA and assodated licenses below,

k= End User Licence Agreement for the d3 Production Suite, ====== Y

This End-User License Agreement ("ELILA") is a legal agreement between you
(either an individual or a single entity) and d3 Technologies (of United Visual
Artists Ltd) for d3 Technologies's d3 software toolkit, (also known as d3
Production Suite), identified above which may indude assodated software
components, media, printed materials, and “online” or electronic
documentation ("SOFTWARE PRODUCT ™). By installing, allowing to be
installed, or otherwise using the SOFTWARE PRODUCT, you agree to be
bound by the terms of this EULA.

This license agreement represents the entire agreement concerning the
nronram hetween voin and A3 Technnlonies. (referred tn az Ticenser™. and it

Cancel < Back | I Agree |

W

End User License Agreement for the Disguise Production Suite

Step 3: Component selection

Next, you will be prompted to select which components you wish to install.
1 Select the boxesto tick or un-tick components.

2. Select Next once you are happy with the selected components.
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you don't want to install,

Click Install to start.

Select components to install:

Space required: 374, IMB

Cancel

n d3-full-r14.2-37636_x64 Setup: Installation Opti..  — *

Chedk the companents you want to install and unched: the companents

Installing to: 'C:\Program Filesd3 Production Suite'.

Flequired Runtimes

i-[£] d3 Core Installation
Assocdiate .d3 files with d3
Add d3 firewall rules
Start Menu and Shortouts
&-[Z] Required Libraries

-- Video Codecs

|:| Hardware detection

< Back | Install |

Selecting components to install

Please note: if the installer detects that you already have a given supporting component
installed (e.g. QuickTime or CodeMeter drivers), the installer may deselect that component
to avoid unnecessary re-installation.

Step 4: Projects directory selection

Installing for the first time: if you are installing Designer for the first time you will prompted to choose a

directory for your projects. By default this is placed in your Documents folder; however you may wish

to place it in another fast storage drive (e.g. SSD drive).

Upgrading from a previous version: if you are upgrading from a very old version of Disguise (pre-R10)

the system will automatically detect and use the current Projects folder and you will not see the screen

where you can change your Project folders directory. From R10 onwards you are free to choose the

location of your Projects folder.
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Step 5: Installation

Your files will now install into their appropriate location.

Left-click Close once the installation is complete.
d3-full-r14.2-37636_x64 Setup: Completed —

P Completed
9 AREEEERERNRENEERENNENENENENEENEEN

Completed

Uninstalling Disguise software

1 Openthe Windows Start menu (bottom left of screen).
2. Navigate to Control Panel, Programs & Features
3. Double-click d3.

4. Follow the on screen instructions.
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how to do this please see the chapter Diagnostics.

Additionally, installs supporting libraries for your convenience. These can be uninstalled manually if
they are not used by any other software on your PC. These are:
Select CodeMeter Drivers

Select QuickTime Player

Select Java Runtime Environment
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Licensing

Overview

Designer licenses are available through disguise Cloud, available for free through the dashboard. The

Designer license can be stored on your dongle.

Sign up for your free license here.

The physical dongle is USB based and can be used to host other supported licenses such as Notch as

well as Designer.

The software based option is tied to your physical machine, and currently cannot be moved between

machines. The software based option is ideal for customers who do not often switch machines and are

happy to have less portability.

Warning: Notch blocks cannot currently be pre-visualised using the software based

license. This is due to Notch licensing limitation.

Dongle

Software
based

Portability Yes No

Notch pre-visualisation Yes No
License activates immediately No Yes
Time block licenses Yes No

No Yes

Run Disguise software without a dongle
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Dongle based license

Obtaining alicense

1

2.

Dongle based licenses come in two parts.

a. Thefirst part being a physical Codemeter dongle which can either be purchased from
Disguise, or users can use another Codemeter dongle. For example, the Notch dongle
can also host a Designer license.

b. The second part is the license itself, which, after purchase from the Disguise web
store, will be emailed to you in the form of a link.

Once you have the two items, you can proceed to activate your license.

Activating a license

1

6.

Ensure you have the latest version of Disguise software downloaded and installed on your
machine.

Ensure your USB dongle is plugged in

Using google chrome, go to the web depot

Enter your ticket ID which was defined in the email confirmation you received from the
Disguise web store. the ticket ID format will be XXXXX- XXXXX- XXXXX- XXXXX-XXXXX.

Click Retrieve

On the following page click Activate Licenses

Your Designer license is now on the USB dongle and will begin counting down usage time when

Disguise software is launched for the first time.
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Launching Disguise software

Once your license is installed, you can proceed to launch or create a project to load Disguise software.

Viewing your license information

License information is available in Manager.

Help > d3 licenses.

Software only based license

Obtaining alicense

1 Software based licenses (dongle-less) do not require a physical USB dongle and can be
activated on a PC as soon as your web order is completed.

2. Once you have your activation code, you can proceed to activate your license.

Activating a license

1  Ensure you have the latest version of Disguise software downloaded and installed on your

machine.
2. Using google chrome, go to the web depot

3. Enteryourticket ID which was defined in the email confirmation you received from the
Disguise web store. the ticket ID format will be XXXXX- XXXXX= XXXXX- XXXXX-XXXXX.

4. Click Retrieve
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5. Onthe following page click Activate Licenses

Your Designer license is now on your local machine and will begin counting down usage time.

Launching Disguise software

Once your license is installed, you can proceed to launch or create a project to load Disguise software.

Viewing your license information

License information is available in Manager.

Help > d3 licenses.
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|dentifying the version

You can identify the version of Designer you are running in a number of ways.

Please note: that you may only have one version of Designer installed at atime.

Option 1

To see what current release you have installed on your system go to the d3manager > Help > About

d3manager.
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Projects | etw

Giaiborne_main\Documents\d3 Projects

out d3manager

d3manager

. [EE
| I e—p—

About d3manager dialog

Option 2

Additionally in the d3manager you can hover the mouse over the menu bar to reveal a tooltip box
displaying the current version number
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A tooltip box with the version number activiated by placing the mouse over the menu bar

Option 3

Alternatively, when you start Disguise software, it displays a startup screen while loading the project.

This consists of the logo at the bottom right of the screen, along with the version identifier. This
consists of two numbers: the major release (such as Release 13, 14 and 15 etc) and the build revision
(for example revision 35000, 36000, etc).

Designer
24.4 159063

start/start.

Starting

current release and build revision number displayed whilst project is loading
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Option 4
You can also see which release and build revision you are running in the d3 Options menu.

To open the d3 Options menu:

1 Right-click d3 from the Dashboard (bar at the top of the screen).

2. Left-click About d3.

Designer

: remaining 261

r24.4

159063

r24.4

Official Release

sl e 1 27

1 Warsio i
MNotch Licenses 3

QK

current release and build revision number displayed in the d3 Options menu.




Macbook Pro Retina driver issues

In 2012 Apple released a range of Macbook Pro's with Retina displays containing the NVidia 650M. Apple
shipped a set of Bootcamp drivers (used to support Windows on a MBP) with these machines and have
since released updates. The Bootcamp drivers that ship with the Macbook Pro present varying screen
resolutions to the program as it tries to start. This can cause failure to start issues for Designer.

Solution

1 Install the latest NVidia Drivers for the 650M from http://www.nvidia.co.uk/page/drivers.html

2. Disable Aero Theme

a. Right-click on the Windows Desktop
b. Click Personalize
c. Choose the 'Windows 7 Basic' theme

3. Disable Aero Peek Preview (in Windows 7)

a. Right-click the Windows task bar and choose Properties
b. Disable the check box: Use Aero Peek to preview the desktop

Completing these three actions should solve the majority of issues with the Retina Macbook Pro.
However, if you are still facing issues, please contact the Support Team.

7


http://www.nvidia.co.uk/page/drivers.html
mailto:support@disguise.one

Video capture

The Designer software can capture video from any DirectShow device, such as a webcam or other device.

To read how to set up live video input see Setting up live video input in Disguise.
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APIs

Developer Portal

The disguise developer portal

ll- disguise DEVELOPER [ Q search docs Designer API RenderStream SDK  disguise.one (5 B3

disguise
developer

Documentation and guidance for
building tools and integrations With
disguise platform.

Designer API RenderStream SDK

Documentation and guidance for building tools and developing integrations for disguise
products

You can find documentation for all of disguise's Designer APIs at the developer portal,

developer.disguise.one.

The developer portal supports the control and monitoring of disguise media servers and Designer

software using a comprehensive HTTP API.
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An HTTP APl is an API that uses Hypertext Transfer Protocol as the communication protocol between the
two systems. HTTP APIs expose endpoints as APl gateways for HTTP requests to have access to a server.

The disguise approach to APIs

Workflow Centric

APIs and SDKs designed to compliment and integrate with disguise workflows.

Developer Focused

The developer portal has been designed with the developer experience in mind.

Integration Support

We are happy to support integrations with our products. Contact us for integration support and
partnerships.

d3manager OpenAPI Documentation

Documentation for our disguise Designer APIs is also hosted within Designer.
To access APl documentation from d3manager navigate to
Help > Open API Documentation. Note that this documentation uses the OpenAPI format which means

that you can execute APIs from within the documentation.

80



[ d3manager r23.0 - O

File Edit Machine Settings Language Help
€3 d3manager Help
. m Open Project in A ce Mode
Projects Networ .
Open APl Documentation
Collszsializinee) _@ Create Project diagnostic

E Create System diagnostic

- -
Project IB Create System diac selected machines

> m - . ; :
Sl Open BlueFish tools folder

Open Console

Open Console folder

d3 Licenses

Notch Licenses

License Acknowledgements
About Qt

About d3manager

mRun Project

I Open Project Folder start
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Viruses and malware

Viruses and other malware are potential problems that should be considered when using any software.

Recommended virus scanner

One option you can use to scan your machine for viruses and malware without reducing performance is
ClamWin. ClamWin is an open source virus scanner that does not have any active background scanning
and can be run from a USB pen drive or other. You can also download ClamWin Portable, which is a very

handy portable app.
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What's new In r27

r27 - Matrox SDI Improvements

build: 178488 (released January 312024)

r27 introduces a number of improvements specific to Disguise media servers with a Matrox SDI capture
card installed. These include:

Mixed frame rate support - users can now work with any combination of video resolution
formats and refresh rates across each video input. This resolves the outstanding TA-19: Matrox
Video capture cards advisory.

Ultra low latency mode - we have reduced the video latency when running in ultra

low-latency mode from 4 frames per second to 3 frames per second at 30Hz, 50Hz and 60Hz.
General performance improvements.

These improvements are only available when running Designer software version r27 and above
alongside the following OS builds - all of which are available to download on
disguise.download/#hardware or https://disguise.cloud/account/software/os-downloads:
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Disguise media server

vx 1 vx1_vx2_24Q1
VX 2 vx1_vx2_24Q1
vx 4 vx4_24Q1
VX 4+ vx4+ 24Q1
gx3 gx3_24Q1

DSOF-21761Support for mixed frame/ refresh rates which are not related

DSOF-24646 - Fixed an issue where 1080psf 29.97 Videoln on a gx3 gave half quadrant artefacts

DSOF-24666 - Fixed an issue with interlacing modes other than discard did not work

DSOF-25337 - Fixed capture buffer delay sporadically being too large resulting in tearing

DSOF-25394 - Fixed interlaced capture on driver 10.4.1011269 having fields in the wrong order

DSOF-25460 - Fixed an issue when using Quad coupled mode, losing inputs 2-4 would result in

ablack frame

DSOF-25465 - Fixed an issue where only the 12G-enabled ports hold onto the last frame if input

was removed.
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r27.1- Improvements & Fixes

build: 178972 (released February 07 2023)
Improvements
DSOF-23762 Ability to see usages of mappings

DSOF-25935 Replace all usages of a mapping
The above two improvements are accessible via the 'Find/Replace Mapping Usages' button in
the Mapping editor.

DSOF-23946 Remove "CodeMeter USB Mode" check from installers

DSOF-24291Show Designer software version in Ul

We have added the Designer software version in the bottom right of the Ul next to the machine
name.

DSOF-25256 Machine List in Monitoring Manager should be alphabetical

We have made the Machine List alphabetical within the Monitoring Manager window, found by
left clicking on the FPS in the lower right hand corner of the track.

DSOF-25700 Warn the user when the audio codec in their embedded audio is not supported
We have added a notification to warn the user that an unsupported audio codec is recognised
when using embedded audio, and to convert the audio codec to either ‘sowt’ or ‘twos’.
DSOF-25873 Define a certain degree of a cylinder mapping

When using cylindrical mappings, we have added a red highlight to any areas that extend past
the top and/or bottom of the cylindrical mapping wireframe.

DSOF-25936 Auto-select first enabled layer in feed warp editor

In previous releases, when a user left-clicked the + button under Deformation layers - found
within the Edit Warp Menu in the feed view - the first deformation layer was selected, even if the
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deformation layer had been disabled. In r27.1the first deformation layer that is selected is the
first one within the stack that is enabled.
DSOF-26029 OmniCal: export unstructured point clouds (without invalid points)

We have enabled users to be able to export unstructured point clouds when using OmniCal.
Structured point clouds directly correspond to the 2D grid output by projectors, and will include
invalid points as NaN values. These values are usually those that were not visible to enough
cameras or where 3D reconstruction failed. Unstructured point clouds provide no invalid points
as NaN values within the export.

This can be found in the Advanced section in OmniCal Calibration and clicking on ‘Save
PointCloud’. This will save four PCD files for each projector grid within the Optical Stage Plan
folder:

Aligned and unaligned (as captured)
»
Structured and unstructured
DSOF-21670 DMX String: Now defaults to 1fixture
We have changed the default behaviour of new DmxStrings to one fixture.

Fixes

DSOF-24032 - Fixed an issue where an 'Indirections' object had no attribute ‘role’ - d3net
Manager

DSOF-24561- Fixed an issue when starting a RenderStream workload, RMAX receiver was being
attached/detached several times

DSOF-25904 - Sockpuppet: Fixed an issue where moving the Frame Index value caused
stuttering and jumping of playhead in Video Clip

DSOF-25950 - Asset preview for 2.5D beach asset no longer clashes

DSOF-25987- Fixed an issue where adjusting prediction would break spatial mapping
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DSOF-26146 - Added feedback when active latency automatic calculation is higher than the
manually set active latency override

DSOF-26247 - Fixed an Access Violation when starting DSV video in preview

DSOF-26251- Fixed an Access Violation opening Virtual Reality Navigator editor

DSOF-26290 - Fixed an issue where MAC addresses stored in NetworkAdapter were wrong

DSOF-26137 - Fixed an issue where UEwould crash on launch when a single fragment was too
large

DSOF-26250 - Fixed an Access Violation when using VR headset

Minor Releases

r27.11

Download the complete r27 Release notes here
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What's new In r26

r26 - Battle tested.

New features for an enhanced Designer experience.

build: 168310 (released September 14 2023)

Please sign in to your Cloud account to download Designer r26 from here.

Ordownload all current and previous releases from the Download centre.

DSOF-16666 Simple FBX mesh support:

The FBX file format can now be successfully imported into Designer as a single mesh. These can be
used in the schematic, lux and heatmap renderers. Any FBX mesh will be imported with global
positions, and non-triangulated meshes are triangulated on import. FBX files are imported with UV
maps.

It isimportant to note the following mitigations with this feature:
Object hierarchies found within the FBX file in Designer are currently not supported

FBX files imported with up to 3x UV maps are supported. Designer uses the first UV map only
and there is currently no way to switch between each UV map.
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FBX file format support can be used with the option switch enabled. To access, right-click on a project
folder in d3manager, select ‘Advanced project settings’ and then select ‘enableFbxMeshimport’.
Please contact product-team @disguise.one for feedback on this feature.

DSOF-22271 TransportJumpCommand locations should use time adjusted by timecode tag

when using timecode location.
When making a TransportJumpCommand in the TransportControl module, the location value has the
option of being set with ‘CUE <cue>’ or timecode.

In previous releases, when there are timecome tags on the track that a user wants to specify a location
on, the timecode displayed in the GUI is based on the timecode tags, but the location that the

TransportJumpCommand uses does not take the timecode tags into account.

In r26, the location for TransportJumpCommand now uses the time adjusted by timecode tags when
using the timecode location.

DSOF-23321 Show RenderStream proxy stream status in the GUI.

We have added RenderStream proxy information in the RenderStream Editor widget.

DSOF-23699 Make list/grid view selection for media/texture browsers persistent.

In previous releases, the behaviour of the media and texture browser in Designer was not persistent
when a user would switch between grid view and list view. In r26 we have made the selection of grid or
list view in the media/texture browser to remain persistent across all machines running in a session.

DSOF-23810 Add FBX ASCII format for Shot Recorder export.

Users can now export data from the Shot Recorder to the FBX ASCII format.

DSOF-24041 XR: improve usability of Tracker Delay Ul.

We have made a number of changes to the Tracker Delay Ul. These include changing the overlay
colour from magenta to red to signify when no tracking data was captured, or the delay is set to too
low or too high. We have also introduced help text in a number of areas of the Ul to provide instruction
on the Tracker Delay process.
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DSOF-24066 Alert the user when video lookup times becomes unstable or if errors are high.

We have added a visible notification within the Ul to notify users that the video receive delay is set
incorrectly during the spatial calibration process when working with MR Sets. The calibration will be
highlighted in red, and hovering over the row with a mouse will explain that there is a video receive

delay error and to perform the delay calibration again.
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Capture
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DSOF-24089 DSV capture: minor performance optimisations.
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DSOF-24090 DSV capture: add dropped frames detection.

DSOF-24099 Shorten RenderStream workload/stream friendly names for the Ul.

In previous releases, RenderStream workloads and streams were identified within the Ul through a 64
bit unique ID to enable users to reference each stream. In r26 we have shortened the RenderStream
workload names to make it more straightforward for a user to reference each RenderStream workload.
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DSOF-24153 Expressions: if expressions are broken, the layer they are used in should change
colour as well as the parameter.

In previous releases, if an incorrect Expression had been written then this would be flagged to the user
by turning the parameter orange in colour.

Inr26 we have included the layer that is using the Expression to also change to red in colour so that the
user is notified that the Expression is incorrect. If the layer is in a group, then the group will turn red
when the layer it contains turns red.
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We have also included an error message on the layer via a tooltip. If a user corrects the Expression then

the layer will return to its default colour.
DSOF-24160 Better texture buffer management for LogicalVideolnDevice.
DSOF-24166 Make list editors stickyable.

In r26 we have enabled users to pin ListEditors to the Designer Ul by clicking the pin in the top left hand

side of each ListEditor as seen in the image below.

About d3

wewew
wewewe None

efefefefefee

efefefefefecee

DSOF-24271Change default location for d3 Projects to D:Drive after reimaging a disguise media

Server.

Inr26 we have changed the default location for d3 Projects to be in the D:Drive after reimaging a
disguise media server. In previous releases, a user would be pointed towards the Documents folder

whereas all Designer projects should be located in the D:Drive.
DSOF-24375 Include display master brightness in the feed UI.

We have included the master brightness of LED screens and projectors within the feed Ul. This can be
seen as a percentage underneath the name of each screen, as shown in the screenshot below.
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DSOF-11028 - Fixed an issue where an embedded audio in a video layer would drift out of sync
from the playhead either over time or due to frame drops.

DSOF-17926 - Fixed an issue where setting a value with '="in an expression locked the value to
the conditional value.

DSOF-21117 - EventTransportMidiNote Personality Train is no longer offset in GUI.

DSOF-21827 - MultiTransport Manager: Fixed an issue where Editors would respond to timecode
cues when the Director’s transport had been disengaged.

DSOF-22783 - Clarified active latency mismatch error.
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DSOF-22876 - RenderStream: Fixed a stall / crash to desktop when modifying ClusterAssigner
options while sending remote texture.

DSOF-22900 - Fixed an issue where pre-capture in spatial calibration did not work when

multiple cameras are using same video input.

DSOF-23276 - It is no longer possible to rename a group to an empty name, which then
prevented opening group options widget.

DSOF-23281- Fixed an Access Violation in the input manager when using keyframe editor with
multi-layer selection.

DSOF-23315 - API: Fixed /sequencing/changeindirections only matching classes not
subclasses.

DSOF-23367 - Fixed the keywidget timeline repositioning to the timeline playhead rather than
the time indicator when moving between control parameters, thus losing view of keyframes
being edited.

DSOF-23645 - Fixed an issue where Actors and Understudies were not showing frame rate at
Startup until open the session widget.

DSOF-23661- Fixed an issue where the missing media window could go off screen.

DSOF-23710 - Fixed an issue where FBX data from disguise shot recorder doesn't import
correctly in 3rd party software (UE, Maya).

DSOF-23749 - Fixed being unable to filter by resolution in list editor.

DSOF-23841- Monitoring manager improvements.

DSOF-23848 - OmniCal: Fixed an issue where NUL was logged instead of integer value 0 for
"projectorSimulationOptions".
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DSOF-23898 - Fixed an issue where user made video-in resource used in layers would generate
content table fails.

DSOF-23934 - Fixed an issue where d3 switching between full screen and windowed would

sometimes caused a crash to desktop.

DSOF-23955 - Inconsistent version tags no longer cause a crash to desktop.

DSOF-24036 - Fixed DSE not work with Face Culling.

DSOF-24088 - DSV capture: Fixed capture failure leading to shortening of capture buffer.

DSOF-24093 -Stop on TC Lost Behaviour is now consistent between director and editor.

DSOF-24105 - Fixed an issue where timecode tags where the frame number is the same as the
number of frames per second caused the playhead to show the wrong time.

DSOF-24116 - Fixed an issue where versioning down a file used in smart group versions down
every file used in that smart group, regardless of version number.

DSOF-24127 - OmniCal: Ul Clarified when Multi-Pose is disabled because of missing cameras.

DSOF-24133 - Fixed an Access Violation when attempting to Empty Trash for LED Screen and
Projection Surface.

DSOF-24168 - Fixed an issue where users could not create string literals in expressions.

DSOF-24176 - Fixed an issue where a project with StageAnnotationLabels of size zero can
caused font rendering issues in GUI.

DSOF-24189 - Fixed an issues where Go To Timecode ( Ctrl +/ ) went to timecode plus a frame
when used after atimecode tag.

DSOF-24204 - Fixed video is not being in sync when an actor rejoined the session.

DSOF-24209 - Fixed frame drops when moving between multiple video clips with audio.
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DSOF-24214 - Fixed remote installs of d3 stalling.

DSOF-24269 - Fixed an Access violation when trying to write more than one mpeg-4 feed
movie if using an unsupported resolution.

DSOF-24278 - Fixed an Access Violation in VideolnSystem:render when GPU driver had
crashed.

DSOF-24343 - Fixed an issue where sockpuppet changes were not actually being applied to an
audio layer.

DSOF-24384 - Trial: Fixed an issue where a write compacted package on exit will leave project
file empty.

DSOF-24385 - Fixed an issue where an unreadable shader source directory could stop shader
cache creation.

DSOF-24429 - Fixed an issue where audio underran at the start of videoclip with audio.

DSOF-24439 - Fixed Text Module failing to update text on project restart.

DSOF-24445 - Groups are now red when they are created containing layers which are already
red.

DSOF-24454 - Installer: Fixed d3 Installer hanging when d3 is running the background.

DSOF-24462 - Fixed an issue where every string rendered to screen was copied Ix more than
required.

DSOF-24466 - Fixed RSCompressedVideoln not calling shutdown(), bypasses
videolnShutDown actions.

DSOF-24507 - Fixed an issue where ResourceTransport was blocked on Actor/ Understudy
machines after FeedRect edits.

DSOF-24520 - ResourceManager: search() now includes matching files on disk.
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DSOF-24521- ResourceManager: Fixed remove() calling removeResourceAction twice.

DSOF-24529 - Fixed an issue where the List View and Grid View highlight icons were reversed.

DSOF-24553 - Fixed widget suggestion text being unnecessarily copied.

DSOF-24573 - Fixed an issue where ObjectDeformationSettings::remove used single parameter
erase call when used with std::remove_if.

DSOF-24588 - Fixed a virtualCam error when starting a RenderStream workload.

DSOF-24605 - Fixed an error notification "m_cameras.front() == cam" being produced during
spatial calibration.

DSOF-24805 - XR: Fixed being unable to create a Legacy Observation.

DSOF-24806 - Fixed an issue when removing feed rectangle on output threw error: 'Machine'

object has no attribute 'feeds'.

DSOF-24807 - Fixed errors thrown when trying to duplicate a feed rectangle.

DSOF-24815 - RenderStream: Fixed Uncompressed workloads failing to start.

DSOF-24819 - Fixed an issue where users were unable to duplicate multiple feed rectangles in
the feed vie

DSOF-24841- Fixed remote install failing on RX

DSOF-24847 - Improved LED Screen List Editor duplicate names handling.

DSOF-24956 - Fixed an issue where a combination of Matrox VX2 director and Deltacast VX4 or
VXUnderstudy caused “Unable to create video capture stream” error notifications.

DSOF-25099 - Fixed an issue d3preview caused an Access Violation on opening file.

Minor Releases

r26.0.1
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r26.0.2
r26.0.3
r26.0.4

r26.0.5

r26.1- Fixes

build: 171936 (released November 012023)

Fixes
DSOF-22666 - Fixed an issue where d3 would hang due to a network security sweep
DSOF-24346 - Added logging to Live Update option switch

DSOF-24360 - Fixed an issue where RenderStream Uncompressed only received texture parameters
on the first adapter

DSOF-24786 - Fixed an issue where installing HDMI VFC REV E cards in a system after having QSDIVFC
cards installed caused d3 to stall when loading

DSOF-25156 - Added DCS sensor width manual column
DSOF-25283 - Fixed an issue where project templates caused an error during install
DSOF-25440 - MatroxApi now warns the user when there is driver and SDK version are mismatched

DSOF-25468 - Fixed an issue where Arri LDS device was not parsing raw encoder values for zoom or
focus distance

DSOF-25527 - lenscalibrator.exe is now code-signed

Minor Releases

r26.11
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r26.2 - Improvements & Fixes

build: 173464 (released November 16 2023)

Improvements

DSOF-24937 - Fixed an issue where SaveOnDelete Resource Transport commands shouldn't
blocked Resource Transport if a resend failed

DSOF-25413 - Default Variable Timecode Implementation

Fixes

DSOF-25050 - Fixed an issue where right clicking a Screen of DMX lights on an editor while in a
2 machine or more session stopped DMX outputting

DSOF-25186 - Fixed an issue where remote installation occasionally failed to start d3service
with 'Entry Point Not Found' errors on RX servers

DSOF-25420 Fixed an issue where the Position Receiver Axis could not use "Set" button for

input ranges

Minor Releases
r26.2.1

r26.2.2

r26.3 - Improved workflow

build: 175110 (released December 6 2023)

New 2.5D Workflow

The new 2.5D workflow is also covered here with a new demo video.
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What is 2.5D?

2.5D workflows bridge the gap between traditional 2D video plates and full 3D generative scenes. By
building up a

scene with layers of images or video plates, with the possibility to add depth or shaping to the plates,
users can quickly

create arealistic-looking scene with parallax. 2.5D assets can be saved as .2p5d files and shared
across projects or

created using external integrations such as Cuebric to harness the power of generative Al to optionally
create the image

or just to speed up the process of image segmentation using Al.

What has changed?

2.5D has been possible with Designer prior to r26.3, however, it required the manual creation of plates
using a projection

surface per plate, manually applying specific settings to each plate, and the use of a StageRender
layer. With r26.3, 2.5D

has been made a first-class citizen in Designer with its own layer type and the concept of a 2.5D asset.
This dramatically

increases the usability and speeds up the workflow, as well as making it more intuitive and less error-
prone.

In addition, the Cuebric integration speeds up the pipeline between the creative and volume control
stages of the

end-to-end workflow.

Cuebric Integration

Cuebric is aweb-based tool for creating 2.5D scenes with the help of Al. For more information visit
https://cuebric.com/.
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With r26.3, 2.5D scenes can be exported from Cuebric and imported into Disguise. At launch, the
Cuebric

scene is exported from Cuebric by clicking on Plug & Play 3D in the Segmentation view under the
Depth option. Once

exported, follow the 2p5D workflow to set up a 2.5D asset from an existing .2p5d file.

When the Cuebric export includes Al-generated depth mapping information, Designer will auto-
generate a 3D mesh from the depth data to add shape to the plates.

To remove the depth mapping from the plate, you can simply select the standard rectangle mesh
instead in the plate properties.

Read more about 2.5D and the new workflow here and the Cuebric integration here.
For a video explanation of the Cuebric to Disguise end-to-end workflow, follow this link.

Minor Releases

r26.3.1

r26.4 - VX 2+ Support

build: 176069 (released January 10 2024)

New Features

Added support for VX 2+. Read more about VX 2+ here.

Fixes

DSOF-25920 - 2.5D - Fixed an issue where changes in z-offset for plates with depth maps don't

get saved to 2p5d file.

Minor Releases
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r26.4.1

126.4.2

r26.5 - Improvements & Fixes

build: 178116 (released January 24 2024)
New Features
DSOF-25410 - Updated the way proxy and non-proxy streams are filtered in health status widget

DSOF-25448 - Receive Health status in the RenderStream layer editor should no longer report
"Frames Dropped Recently" for Proxy streams.

Fixes

DSOF-23229 - Fixed an issue where the current status of RenderStream was not shown under
‘Network’ tab within d3manager

DSOF-23266 - RenderStream Workload widget does now automatically shrinks

DSOF-23889 - Fixed an issue where d3manager did not update network share location when
changing d3 projects folder

DSOF-23890 - Fixed an isse where d3manager did not update network shares if not running as
admin / elevated

DSOF-24449 - Fixed an issue wher eRenderStream uncompressed streams intermittently only
rendered black

DSOF-24474 - Fixed an issue where Heap corruption in Rivermax cleanup code caused a crash
in touchdesigner

DSOF-24475 - Fixed a CL_OUT_OF_HOST_MEMORY error on vx using RenderStream
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DSOF-24622 - Fixed an issue where workloads could occasionally get stuck in awaiting
requests

DSOF-24648 - Fixed an intermittent flickering issue when starting RenderStream

DSOF-24706 - Fixed an issue that occurred when using an uncompressed Unreal
RenderStream, some actors showed RECV 0

DSOF-24707 - Fixed an issue where an exception occured when trying to remove a channel
mapping

DSOF-24715 - Fixed an issue where actors crashed whilst starting and stopping workload

DSOF-24838 - Fixed an issue where pool usage was not shown for assets using the default
channel name

DSOF-24855 - Fixed d3 heap corruption and a crash to desktop with RenderStream compressed
in LibGpuVideoCodec (AMD 22.Q2)

DSOF-24918 - Fixed an issue that occurred If the drive that d3manager was pointed at
disappeared, launching d3 remotely on that machine would default to another drive

DSOF-24943 - Improved RenderstreamSystem system speed when updating statistics about
many streams

DSOF-24974 - Fixed an issue where starting and stopping a render stream workload reduce
performance of the director

DSOF-24984 - Fixed an issue where launching d3manager with a missing d3 projects folder
would result in the next project folder from the list being launched

DSOF-25009 - Fixed an issue where adding samples to an uninitialized graph descriptor caused

an exception

DSOF-25023 - Fixed a crash on director when receiving proxy streams
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DSOF-25028 - Fixed an issue where if d3service crashed while RenderStream is running, all
renderstream processes on that machine will no longer be controllable via d3net

DSOF-25039 - Fixed an intermittent issue where streams were occasionally never received

DSOF-25096 - Fixed an issue where calling an invalid APl endpoint can intermittently caused a
crash to desktop

DSOF-25113 - Fixed an issue where 16K or higher screen couldn’t use blur layer even using
enableSLC switch

DSOF-25136 - Fixed an Access Violation can occur when moving the playhead out of a
RenderStream layer after the GUI had been reloaded during development.

DSOF-25137 - Fixed an issue where Renderer Graph was not accessible via the Workload details
GUI

DSOF-25183 - Fixed an issue where a video layer missing media highlight no longer updated as
frequently to changes in sequencing

DSOF-25185 - Fixed an issue where a vx occasionally dropped all received frames with

RenderStream Uncompressed

DSOF-25237 - Fixed an issue where missing media scenarios with a Bitmap layer caused
notification spam: Corrupt keyframe, please check sequencing

DSOF-25327 - Fixed an issue where Feed Mapping Editor still opened and is interactable even if
the feed mapping is "Locked"

DSOF-25338 - Reduced active time of "Packets dropped recently"”

DSOF-25556 - Fixed an issue where editing Feed Warps intermittently did not take effort on
actor machines in session, but the control points did move
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DSOF-25568 - Fixed an issue where RenderStream failed to initialise due to an exception, rs_

initialise returns success

DSOF-25629 - Fixed an error when launching project on actor, "Current d3projects folder not
available on machine..."

DSOF-25631- When opening d3 manager "Run Project" buttonis now populated with the
"current" project

DSOF-25765 - Fixed an issue where Understudy takes over but does not indicate on director,

sometimes failing to trigger matrix failover

DSOF-25829 - Fixed RenderStream Failover

DSOF-25892 - Improved Track widget updates when RenderStream workload status is updating

DSOF-25893 - Improved receive health widget

DSOF-25932 - Fixed an issue where workload state intermittently got stuck in "Launching"

DSOF-26095 - Fixed an issue where some RenderStream uncompressed streams failed to start

on the director when using an actor controller to run many streams

DSOF-24245 - Fixed an indefinite hang/crash due to exhausting video memory

DSOF-25905 - Fixed an issue where mesh mapping fragments teared when the engine origin is
changed in real-time

Minor Releases
r26.5.1

r26.5.2

Download the complete r26 Release notes here
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What's new In r25

r25 - The power of the unseen.

New features for an enhanced Designer experience.

Cameratracking updates

In r25, we have introduced improvements to the lens tracking source workflows within Designer.

The main changes are:
Under the hood refactoring to reduce code complexity
Adding receive time smoothing to object tracking sources, rather than just cameras
Additional graphs and logging
Added the ability to disable particular axes in tracking sources

Added lens focus parameters (focus distance and aperture) for tracking sources which support

them

General Ul improvements.
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Read more about the improvements here.

Further featured changesinclude:

BlackTrax: Implement BlackTrax Centroid calculations

We have implemented centroid tracking sources into the RTTrPMDriver within the
PositionDriver.

Add ARRI LDS as a device driver for receive lens data native from Arri Cameras

We have added Arri LDS within the PositionReceiver devices so that users can receive metadata
from Arri cameras into disguise - that being focal length, aspect ratio, vertical and horizontal
field of view, sensor size, aperture, and focus distance.

r25 improvements include:

DSOF-22279 Ensure Quad-SDI VFC output signal is not interrupted after configuration

In previous releases, the output from a Quad-SDI VFC card would be interrupted if a project
would be restarted within Designer

In r25, if a user was to restart a project within Designer then the output from a Quad-SDI VFC
card would be the same resolution as it was before the project was restarted. This prevents the
signal beinginterrupted upon restarting a project within Designer.

The only time that an output will be interrupted from a Quad-SDI VFC will be if a disguise media
server was restarted or powered off, or when apply feed settings is executed.
DSOF-22410 Support focus and iris data in FBX export from shot recorder

In r25 we have added both aperture and focus distance to the default parameter collection for
newcameras within the Shot Recorder feature. These properties can also be set within the Shot
Recorder FBX export.

DSOF-22460 Keep last-known camera position if camera tracking drops
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In previous releases, when camera tracking is lost, the camera will revert back to 0,0,0. In r25,
the camera tracking will remain at the last tracked camera position.

DSOF-22672 Make common base project for d3api and d3service

DSOF-22837 Write functionality to clear up exported glb, movie and metadata files

We have added an improvement to the Previz Link within Designer in r25 to clear up disk space
by deleting old export files related to Previz that are no longer being used by any other
application. Any export file that is still being used will not be deleted until the next time a clean-
up takes place, where again we will only delete export files that are no longer being used by any

application.

DSOF-22937 Move nginx logs to d3 app data directory instead of in program files
In r25, nginx logs have been moved from the program files path to

C:\Users\d3\AppData\Local\d3\nginx

DSOF-22995 GUI: The layer editor should move to front open keyframe editors when it gains
focus

In previous releases, when working on a large timeline that overlaps on-screen with a layer
editor, if a user was to click on the layer editor to focus on it, the layer editor widget would be
foreground but the keyframe editor would be behind the timeline. In r25, when a user brings a
layer editor into focus, the keyframe editor will now foreground with it.

DSOF-23002 Sequencing: On project upgrade, disable sequencing for all fields which are not

sequenced

In previous releases, if a project was upgraded from a version of Designer that did not support
the Keyframe Toggle (before r20.0), all fields were set to have Keyframes enabled. This required
a significant amount of tidying to be able to benefit from the Keyframe Toggle. In r25, we have
enabled any fields that only have 1frame and therefore no sequencing should have the
Keyframe Toggle automatically set to off on project upgrade.

DSOF-23110 Videoins with placeholder images should have the resolution of the placeholder.
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In previous releases, when adding a Videoin for a placeholder image, the video would be set to
the last resolution of the video input received by disguise. In r25, if a Videoin is added with a
placeholder image, the video will be set to the resolution of theplaceholder image that is used.
The Videoin will override the placeholder image resolution when it is available.

DSOF-23245 Optimize DmxScreenRead layer

In previous releases, it was reported that the DmxScreenRead layer was impacting the
performance of Designer. We have now optimised the layer.

DSOF-23336 IP VFC SDP file paths should be discoverable

We have added a ‘Copy SDP path to clipboard’ button within the IP-VFC settings menu. This
includes the SDP path that can be copied and added onto a ST 2110 receiver device, such as the
MegapixelHelios.

DSOF-23646 GET activetransport API should return the selected track for each transport

We have enabled the ActiveTransport API to return the currently selected track for each
transport. This can be found within the GET activetransport API, where we have included a
currentTrack property that indicates the current selected track of a given transport.

DSOF-23756 Add double dot RS plugin version to schema JSON

We have added a new RenderStream release naming convention to include double dots for
plugin-specific hotfixes. This can now be seen within the Designer GUI.

DSOF-23808 Implement support for Arri Alexa LogCv4 to ACES workflow

DSOF-23927 Allow user to copy/ paste notifications

Users can now copy and paste notifications from Designer without having to open the console.

r25 fixes include:
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DSOF-19735 - Fixed an issue where snapshots failed to create after the snapshot widget was
closed

DSOF-19736 - Fixed: If a snapshot has failed to create, an access violation was displayed if a

widget was opened while taking a snapshot

DSOF-20435 - Fixed an issue where the CPUMonitor did not respect poll unit/interval settings

DSOF-20791- Fixed an issue where "Edid port invalid errors” on applied feed settings

DSOF-21510 - Improved the efficiency of Text Layers

DSOF-21687 - Fixed an issue where Media Distribution did not report correct size forimage
sequences

DSOF-21694 - Fixed an issue that occurred when undoing a creation of a group with the widget
open displayed a "not in list" error

DSOF-21839 - Fixed an issue where projects started with a Masking object appearing until the
stage is brought into focus

DSOF-21988 RenderStream: Fixed an issue where Designer would hang when stopping a
workload

DSOF-22109 - Fixed an issue where list indirections were not triggering multitransport

DSOF-22756 - Fixed an issue that occurred after deleting a Skeleton object from Stage and its
Stick Man was still visible

DSOF-22780 - Fixed an issue where it was not possible to open the rollback window of 2 objects
at the same time

DSOF-22781- Fixed an issue where duplicating group with video transition layer

DSOF-22798 - Video Input Patch Editor: Fixed an issue where the format field was not refreshed
upon project startup




DSOF-22812 - Fixed an unnecessary error continuously being thrown when an empty texture

parameter was assighed

DSOF-22846 - Fixed an issue that occurred when disengaging the Position Receiver, the status

didn't work as expected

DSOF-22916 - Fixed framerate drops on solo with section on the timeline

DSOF-23030 - Fixed an issue where a new section break was not dropped on the exact frame
when zoomed out and using ; * shortcut to move playhead

DSOF-23103 - Fixed an Access Violation when using ctrl+z to undo deleting a layer

DSOF-23107 - Fixed incorrect timestamps on a newly created project within d3manager

DSOF-23127 - Mosys Driver: Fixed an issue where it was possible to edit lens values in the GUI
when using Mosys GeneratedCameraTrackingSource

DSOF-23153 - Fixed an issue where Video Inputs was not scrollable

DSOF-23157 - Fixed an issue where Udp::connect error didn't specify which port it failed to bind
to

DSOF-23159 - Fixed an issue where ObjectView did not expand according to buckets /
subdirectories

DSOF-23179 - Fixed an issue where the Videoln format field was not serialising correct value
with director/actor setup

DSOF-23180 - Fixed an issue where Layer Stack did not affect placeholders in
LogicalVideolnDevice

DSOF-23215 - Fixed an issue where Movie Output > Output movie size had options for 2K and
4K exporton the MPEG-4 drop-down list despite Designer reporting errors that "d3 designer can
only export resolutions up to 2160 pixels" and then failed any export attempt




DSOF-23264 - Fixed an Access Violation when taking a Snapshot after closing Snapshot
manager

DSOF-23287 - Fixed an issue where a calibrated camera with no tracking source silently
overwrote lens intrinsics

DSOF-23303 - Fixed an issue where the console was spammed when Desigher was minimised
while running in application mode

DSOF-23319 - Fixed an issue where Designer delayed tracking longer than it needs to when
doing receive time smoothing

DSOF-23328 - Fixed an issue where many (Save) Actions were not unsubscribed at d3
shutdown

DSOF-23331- Added detailed logging on shutdown for still subscribed Actions

DSOF-23332 - Fixed an error at ‘MissingMediaDomain: checkMissing'

DSOF-23333 - Fixed an issue that occured when changing SLC sizes would result in an error
after configuring feed

DSOF-23342 - Fixed an issue where copying and pasting a layer at the end of the timeline did
not extend the track

DSOF-23358 - Fixed an issue where keyframes outside of the highlighted grouping area were
not deselected and not included in the keyframe grouping

DSOF-23361- Fixed an issue when assigning empty VideolnTexture caused a parameter size
error

DSOF-23368 - Fixed an issue when selecting a group of keyframes whilst there was already an
active group selection in the keywidget added the new selection to the old

DSOF-23422 - Fixed [XR] Spatial Cal not working as expected




DSOF-23429 - Fixed an issue where a ""NoneType' object has no attribute ' __base
notification was displayed when right clicking on proxy maker with disableProxyMaker option
switch enabled

DSOF-23513 - Fixed iPod 6 showing as an option in OmniCal

DSOF-23550 - Fixed an issue where the Patch Assignments Widget could not be opened

DSOF-23558 - Fixed an issue where Telemetry would fail with error "queryLogs failed: Can't find
manifest"

DSOF-23566 - Previz link: Fixed an issue where props didn't handle alpha material and textures
properly

DSOF-23575 - Fixed an issue where Rotational X value flickered between two numbers in
Tracking Source Data when Smooth Receive Time unchecked

DSOF-23581- Fixed an issue where ‘Cannot create a link without a Resource’ error was
displayed when

adding the new depth of fieldparameters to the shot recorder

DSOF-23595 - Fixed an issue where the ‘enable Depth of Field (DOF)' option check-box in
Camera settings has changed to a number field input box

DSOF-23598 - Fixed mesh fragment artefacts in a mesh mapping

DSOF-23611- Fixed an issue where upper and lower-case letters in names of the Camera
Settings were mixed up

DSOF-23613 - Fixed an issue where it was not possible to do secondary observations with

trackmen camera tracking system as zoom encoder is always 1f

DSOF-23620 - Fixed an issue where the prop mesh could not be assigned ‘None'




DSOF-23629 - Fixed an issue where Mesh Mapping would jump the camera for a few frames to
a different position

DSOF-23666 - Attribute Error: Fixed 'NoneType' object having no attribute 'hidden' when adding
aspherical camera

DSOF-23685 - Fixed the Focus field inside Camera widget not working as expected

DSOF-23716 - Fixed a VirtualCam notification error when starting RenderStream with MR set
mapping

DSOF-23740 - Fixed an m_renderPoseHistory.empty() Error Notification upon re-opening a
project with RenderStream layer

DSOF-23751- Fixed an error spamming whenever opening the Tracking Source widget of a
Skeleton

DSOF-23754 - Fixed an issue where a camera with a tracking source selected and no videoin,
opening

the camera widget showed an error

DSOF-23777 - Fixed Open Tracking Sources widget not working as expected with Skeletons

DSOF-23783 - Fixed an issue where VariableVideoPlayer: "Invalid frame calculated"/ "start !=
end" notification was shown on sharp speed changed - check

DSOF-23811- Removed Skeleton Scale

DSOF-23893 - RTTrPM driver - Fixed an issue where centroid positions had Y/ Z positions
swapped

DSOF-23899 - Fixed an issue where the Inner Frustum was not visible when using Backplate
and Mesh Mapping

DSOF-23963 - Fixed NGINX being set to Manual instead of Automatic in Services
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DSOF-23978 API: - Fixed an issue where boolean properties in result of
/servicel/ system/detectsystems never returned to ‘false’

DSOF-24042 - Fixed an issue where alembic mesh centroid did not match when mesh is far

away from origin
DSOF-24049 - Fixed a typo on response to http://localhost/api/ session/status/ health

DSOF-24083 - Fixed multiple Access Violations and crashes to desktop when trying to stream 3
channels over RenderStream.

Minor Releases

r25.0.1

r25.0.2

r25.0.3

r25.1- Fixes

build: 162408 (released June 28 2023)

Fixes
DSOF-22915 - Fixed a crash on exit when DxDevice was lost
DSOF-24500 - d3service no longer crashes on close

DSOF-24507 - Fixed an issue where ResourceTransport blocked on Actor / Understudy machines after
FeedRect edits

DSOF-24523 - Fixed ACCESS_VIOLATION 0x280 while renaming the stage from an Editor
DSOF-24558 - Fixed an issue where Heap Corruptions caused a crash to desktop

DSOF-24560 - Fixed an Access Violation when using the 'Removing Virtual Head' option in the
FeedHead widget



https://download.disguise.one/#release-notes
https://download.disguise.one/#release-notes
https://download.disguise.one/#release-notes

Minor Releases
r25.11
r25.12
r25.13

r25.14

r25.2 - Fixes

build: 165620 (released August 9 2023)

Fixes

DSOF-24386 - Fixed an issue where an error stating permission was denied [Errorl3] when opening
project from d3Manager

DSOF-24424 - Fixed a delay when launching a project from d3 Manager and Designer opening
DSOF-24594 - Improved the speed of NDI source discovery

DSOF-24758 - Fixed an issue where missing dependencies caused Notch Blocks to not load: “Unable

to load error: Error Ox7e: The specified module could not be found”
DSOF-24808 - Fixed an issue where 12G SDI input limit was reached even using 3G
DSOF-24814 - Improved audio prefetching limit logging

DSOF-24816 - RenderStream: Fixed an issue where framerate plummets and/or workload crashes

when un/assigning texture parameters

DSOF-24928 - FFixed a memory leak in RenderStream Uncompressed with Texture Parameters

Minor Releases

r25.2.1
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r25.2.2 [see r25.2.3 release notes]

r25.2.3

r25.3 - Improvements & Fixes
build: 167949 (released September 06 2023)
Improvements

DSOF-24101- Unified "dropped frames" counting across all videoin classes

DSOF-24349 - Implemented IMvVideoConnectorNotification for inputs to receive status updates in
console

Fixes

DSOF-24301- Fixed an issue where consecutive timeouts on capture cards would abort the thread and

not restart it

DSOF-24443 - Fixed an issue that occurred when a capture card input was unplugged and replugged,

all inputs would freeze for a few seconds before recovering
DSOF-24549 - Fixed Matrox thread 1A Aborting thread due to repeated time out

DSOF-24552 Fixed an issue where output would get stuck if the video input signal was lost and
recovered

DSOF-24693 - Fixed an issue where checklnputSignalChanged was causing main thread to hang

DSOF-25115 - Fixed an issue where the capture thread could occasionally crash with an Access
Violation while configuring a quad input

DSOF-23828 - Fixed an issue where setting EDIDS to unmanaged/force off did not work as intended

DSOF-25064 - Fixed an issue where Mellanox licence failure was not reported as an error on gx3

Servers

Minor Releases
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Download the complete r25 Release notes here
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d3manager Overview

d3manager runs as a normal windows desktop application.

Manager lets you do the following things:
see what projects are installed on your machine.
see what multi-machine sessions are running on the network.

see which machines on the network are running Disguise software and which version they are
running

remote install d3 on rackmount machines on the network

navigate quickly to any local project folder.

run any local project.

view the projects folder size

run a local project in assistance mode (for remote diagnostic sessions, for example over Skype).
join arunning session as an editor.

create a diagnostic archive (containing project, non-media files, consoles and telemetry) to send
to support@disguise.one.




B8 d3manager r14.3 - u] x
File Edit Help
Projects  Network
C:\sers\joeB\Documents 3 Projects MR-
[Fite |
Project Session Size )
I 3D stuff <0.016G8
I automation 14 <0.016GB
I Biank <0.01GB
I BroadcastSuperBowl2015_HalfRes 45668
I BuildingMappingDizmendlubilee 29168
I camera test 08568
I CarMappingBentley 254GB
I CarMappingMiniTesla 0.036GB
I CarMappingTesla 16.02 GB
I cipd training <00168
I ConcertTouringU2Vertigo 0.296GB
I Cube Projection <0.016GB
I Device Record <0.01GB
I Dubai Cube <0.016G8
I Dubai Training 0.86 GB
I Exercise001_Basics 0.88GB
I Exercise001_SequenceToBeat 0.16GB
I Exercise002_ContentManagement 1.65G8
I Exercis=002_MilleniaTower 0.06 GB
I Exercise003_FourScreens 0.86 GB
I Exercise003_StageVisualisation 0.05G8
I Exercise004_CubeProjection 0.01GB
I Exercise004_MistripTunnel 0.02GB
I Exercise005_Weblnteraction <0.016G8
I HBMPSG_PROLIGHT 1.51GB
I Joes automation project 0.24 GB
I Joes Project <0.016G8
I Joes test Proj <00168
I Joes User Guide Project 036GB v

Run project C:JserstjoeB\Documents\d3 Projects\osclosc.d3

I 0= ot oder Cosers st Documents g3 rosecsiesc
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Creating a new project

You can create a new project either outside disguise in Windows using the d3manager, or within the

software itself.

Create a new project in d3manager

1 Rund3manager.

2. Click File followed by New Project.
Or alternatively, use the keyboard shortcut CTRL+N.

3. Enter aname for the project and click Create.

Create a new project within Disguise software

1 Run Disguise software.
2. Right-click d3 from the dashboard (bar at the top of the screen) and left-click Project Settings...
3. Typeinthe name of the new project in the new project text field and hit Enter.

4. Exit the software, go to the new folder and run the new .d3 file.
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Template project

You can define a template project that all new projects are created from.

A template project can be any project that you have already created in the d3manager. Whenever you
define a template project, next time you create a new project, the template project will be copied. Once
you have created the new project, the template is not referenced in any way, and changes in either
project will need to be updated manually.

Define project template

1 Rightclick a project folderin d3manager

2. Choose the Set as template for new projects option
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v Il My template
m My template

M d3manager r17.3 - ] X
File Edit Machine Settings Help
Projects Network
C:\Users\Joe\Documents\d3 Projects A -ﬁ
|Fi|ter projects |
Project Date Modified Session Size ~
[ | Exercise001_Basics 6/6/2020 3.31 PM 1.24 GB
I Exercise002 ContentM anagement 6/6/2020 3:32 PM 3.36 GB
[ | Import feed map 6/26/2020 1:29 PM 0.12 GB
I keyframe test 6/6/2020 3:32 PM 0.12 GB
[ | keyframe test 2 6/6/2020 3:32 PM 0.04 GB
I layer colours 6/6/2020 3:32 PM 0.12 GB
I multi edit layers 6/6/2020 3:32 PM 0.12 GB

[ ] Open project folder C:\Users\Joe\Documents\d3 Projects\My template
I 117 demo project L+ Advanced project settings

I 17 LDI demo Set as template for new projects

I 17 test 6/6/2020 3:32 PM 0.12 GB
I 17 user guide 6/6/2020 3.33 PM 0.12 GB
I r17.1 demo 6/6/2020 3:33 PM 0.25GB
I 172 user guide 6/6/2020 3:33 PM 0.12 GB
I r17_1_demo 6/6/2020 3:33 PM 1.73 GB
I start 6/26/2020 1:54 PM 2.98 GB
I tips & tricks webinar 6/6/2020 3:34 PM 1.03 GB o

Lo Mem L1
m Run project

- Open project folder C:\Users\Joe\Documents\d3 Projects\My template

The project will now have a template indicator in d3manager.

Remove template

1 Rightclick the template project folder in d3manager.

2. Leftclick the Clear project template option.

Ctrl+F

L5
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M d3manager r17.3 - ] X
File Edit Machine Settings Help
Projects Network
C:\Users\Joe\Documents\d3 Projects - -ﬁ
|Fi|ter projects |
Project Date Modified Session Size 2
|| Exercise001_Basics 6,/6/2020 3:31 PM 1.24 GB
[ ] Exercise002_ContentManagement 6/6/2020 3:32 PM 3.36 GB
I Import feed map 6/26/2020 1:29 PM 0.12 GB
[ ] keyframe test 6/6/2020 3:32 PM 0.12 GB
Il keyframe test 2 6/6/2020 3:32 PM 0.04 GB
[ ] layer colours 6/6/2020 3:32 PM 0.12 GB
I multi edit layers 6/6/2020 3:32 PM 0.12 GB
A4 - My template Trmnmlata CEMEMNIN 1.00 DLA N4 D

I 117 demo project £+ Advanced project settings

m My template [ ] Open project folder C:\Users\Joe\Documents\d3 Projects\My template

Ctrl+F

I 117 LDI demo Clear project template N
B 17 test 6/6/2020 3:32 PM 0.12 Cns
I 117 user guide 6/6/2020 3:33 PM 012 GB
I 117.1 demo 6/6/2020 3:33 PM 0.25 GB
I 172 user guide 6/6/2020 3:33 PM 012 GB
I 17_1_demo 6/6/2020 3:33 PM 1.73 GB
I start 6/26/2020 1:54 PM 2.98 GB
[ ] tips & tricks webinar 6/6/2020 3:34 PM 1.03 GB v

Lo M £
m Run project

- Open project folder C:\Users\loe\Documents\d3 Projects\My template

d3manager will no longer use this project as the template for new projects.
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Starting an existing project

To start an existing project:

1

2.

3.

4.

Select the project name in the projects list.
Click the arrow next to the project name to view all the project files inside the projects folder.

Double-click a project file to launch the project.

B d3manager 1142 - O X
File Edit Help

Projects  Network

Ci\UsersVjoeH Documents\d3 Projects\raining Projects MR-

Project N Session  Si

I stert
B8 stert NS

Run project Ci\Users'joeB\Documents\d3 Projects\Training Projects\startistart. d3

[ < prosect oider C:WserstoeS\Documents\d3 ProjectsTraring Projectsistart

Alternatively, select the project and click the Disguiseicon at the bottom of d3manager.
d3manager will now launch the selected project file.
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Re-launching the last active project

This allows you to re-launch the last active project that was opened.

To open the last active project:
1 Openthe d3manager.

2. Click the Disguise Icon at the bottom.

B d3manager r142 - o X
File Edit Help

Projects Network

Project 5 Size

. start <001 GB
Run project C:\Users\josB \Documents\d3 Projects\Training Projects\startistart. d3 [
Open Praject
-om project folder C:\L ments\d3 Proj ts\start

Notice that as soon as you select any project in the list the last active project can no
longer be opened using the Disguise Icon.
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Opening a project from file list

This opens the project from the file list. If nested expand the project folder by clicking on it or pressing the

spacebar.

To open the project from the file list:

1 Double click on the project
Or alternatively

2. Right-click the project in the file list.

3. Select Run project from the drop down selection.
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Opening the Disguise Projects folder

To open the Projects folder:
1 Select File from the menu bar.

2. Select Open projects folder from the drop down selection.

Jo w2 g
B oz B

o
@
2 3
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d3manager - Networked Machines

By clicking on the network tab of the d3manager, you can view machines on the same network that have
d3manager installed.

d3manager network view

You can view: The machines name, the version of software it currently has installed, the type of hardware
the machine is, and the status.

Install Disguise software remotely

Itis possible to install the current build you have installed on your machine onto another machine on the
network through the d3manager. This can be useful for updating software on slave machines from a
Director or editor.

d3manager network view

You can view: The machines name, the version of software it currently has installed, the type of hardware
the machine is, and the status.

1 Selectthe machine you wish to install Disguise software on.

2. Select the install remotely button

d3manager Accessing project folders on networked
machines

To access the projects folder on a networked machine via the d3Net manager, follow these steps:
1 Navigate to the network tab in the d3Net manager
2. Select the desired active machine

3. Double click on the machine name to open the projects folder
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Joining a session from file list

Join session allows users with Designer to access projects over the network for multi-user editing.

To join a session from the file list

1 Ensure that the session icon is visible in the session column. If not you may have a
networking issue or you haven't set up your Director/ Actor network correctly.

2.  Double-click the project in the file list.

3. Select Join session from the popup selection.

B a3manager r143 - o X
File Edit Help

Projects  Network

CiWsersljoeB'\Pocuments \d3 Projects = &
Project Session Size A
I Dubai Trainin 035GB
a
I Exercise0] Basics 0.336GB
I Exerciseld1_SequenceToBeat 0.16GB
q
I Exercise002_ContentManagement 16568
I Exercise002_ MileniaTower 0.0 GB
I Exercisel03 FourScreens 0.85GB
I Exercise003 StageVisualisation 00568
9
I Exereisel04 CubeProjectior] _ « 0.01GB
I Exercise004_MistripTunnel d3manager 00268
I Exercise00S_Weblnteraction . . <001GB
- Th i lable for th t
I HEUPSG PROLIGHT ere is an active session available for this projec 5168
I Joes automation project Do you want to start the project locally of join the 03468
Joes Project session as an editor? <0.01GB
)
B Joes test Proj <0.01GB
]
I Joes User Guide Project Den'tjoin session Cancel 036GB
~ I Join Project Example <0.01GB
j P
B8l Join Project Example <
I rusic test 0.01 GB
M Networking Eemple 5 < 0.016GB
g Examp
I osc <0.016GB
M Project A <0.016GB
)
M ProjectB <0.016GB
j
I 112 WelcomeProject 01368
2
M Showled Training 08468
I Solar System 0.01GB
. stert < 0.01GB
D test «0.01GB
B test11 < 00168
I TheatricalDonGiovanniLendon 3544GB v

Run project C:\Users\joeB\Documents\d3 Projects\loin Project Example\Join Project Exampe.d3

- s BDe 15143 Projects\Join
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Viewing machines in a session

It's possible to view which machines are in a session, without joining it.

Hover your mouse over the .d3 file in Manager to see the machine names currently in that session.
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m d3manager r15.1.3
File Edit Help

Projects Netwiork

|C:\U5&r5\jer\Documents\d3 Projects\User guide projects

ke

|Filter projects

Project
v exmaple network project
exmaple network project %

> [ my new project

> I start

Machines in session:
jamie-disguise

Session Size

<

0.11 GB
0.60 GB

m Run project C:\Users\joeB\Documents\d3 Projects\User guide projects\exmaple network project\exmaple

- Open project folder C:\Users\joeB\Documents\d3 Projects\User guide projects\exmaple network project

Hovering over the file shows the name of machines in that session.
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Assistance mode

This allows the user to join a network session as an editor and allow remote support for the user if a
problem occurs.

To open a project in assistance mode:
1 Inthe projects list, first select the project you would like to open.
2. Select Help from the menu bar.

3. Select Open project in assistance mode from the drop down selection.

B8 d3manager r142 - o X
File Edit | Help
F1 ‘

MR-
Open Project in Assistance Mode Crl+Shift+0 A

Create Project diagnostic I

Run project C: |Users|joeB\Pocuments\d3 Projects¥Training Projectsstartlstart.d3

- Open project folder C:Users'josB\Documents\d3 Projects\Training Projectsstart

To join session in assistance:

1  Ensure that the session icon is visible in the session column. If not you may have a networking
issue or you haven't set up your Director-Actor network correctly.

2. Selectthe project name in the project list.
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3. Underthe Help menu select the Select Join session in assistance mode from the drop down

selection.

B dzmanager r142 - [m] X
File Edit Help
&) dImanager Help F

3 Downloads Center

Projects

Ci\users MR-
Open Project in Assistance Mode Ctrl+Shift+ 0

L}
= IB Creste Project diagnestic
B

Create System diagnostic

Session Size

<001GB
Open BlueFish tools folder

Open Console

Open Console folder

d3 License
About Ot
About d3manager

- c twistart




Adding and removing project folders

This allows you to add or remove multiple project folder locations, enabling you to have multiple project
locations simultaneously.

Adding a project folder:

1 Click the settingsicon +

2. Click + Add Disguise Projects folder in the drop down selection and select a new folder.

Removing a project folder:

Click - Remove Disguise Projects folder. Notice that this will not delete the actual content of the
folder, it just gets removed from the d3manager.

\\\\\\\\\\\

rrrrrrrrrrrrr

!
°
g
3
!
+ &
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Expanding and collapsing projects folders

This allows you to expand and collapse your project folder which enables you to see multiple project files
within your project

To open the projects folder:

1 Select Edit from the menu bar.

2. Select Expand / Collapse from the drop down selection.
B8 d3manager r142 - o X
File Edit Help
erll Expand / Collapse Projects  Space. %

C:\IsersljoeB\Documents|d3 Projects Rendom Crap -
Project N
~ M start

Session Size
< <001 GB
B stert

Run project C: \Users\joeB\Documents\d3 Projects\Training Projects\startistart.d3

- Open project folder C:Users'josB\Documents\d3 Projects\Training Projectsstart
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Help Menu Overview

The Help Menu in Manager can perform a number of functions. It is the go to place for finding out the
current information about the install, as well as the license information (for days remaining on Designer
dongle).

B8 d3manager 114.3 - O X
File Edit Help
orojects 2% d3manager Help Fi ‘ Iy
& Downloads Center
= B8 Open Project in Assistance Mode Ctrl+Shift+O hd
TP Create Project diagnostic
Project Session Size ~

IB Create System diagnostic

: B Create System diagnostics on selected machines ;ggg:

- Open BlueFish tools folder 0,86 GB

- Open Cansole 0.05GB

- Open Console folder 00168

- 0.02 GB

[ d3 License <0016GB

L About Gt 15168

] ._.fiu_ftﬁmmgar E&D‘.‘D?EGB

I Joes test Proj <0016GB

I Joes User Guide Project 0.36 GB

I music test 0.01GB

I Networking Example 5 <0.01G8

M osc <0.016GB

I Project A < 0.01GB

I Project8 <0.01G8

W 112 WelcomeProject 01368

I Showled Training 0.84GB

I Solar System 00168

. stert <0.01GB

I test < 0.01GB

I test 11 <0.01G8

M TheatricalDonGiovanniLondon 35,44 GB

I timecode example <0.01G8

I Toruk_Demo 3.20GB

I Training Day 1 0986GB

I Training_Blacktrax_Cube 0.19GB

I User Guide 02268 v

Run project C:\Users\joeB Documents\d3 Projectslosclosc.d3

[ 0= ot o C:serstoss Documentsids Prosectslose




Project History files

Every time you run Disguise software, the .d3 project file (for example, myProject.d3 ) is automatically
copied to a folder called History in your project folder.

I 4 = | User Guide - O *

Home Share View 0
B New item = I Open Select all
X = i :

1 | Easy access - Edit Select none

Pin to Quick Copy ove Copy Delete Rename Mew Properties o
access to - folder - £ History DD Invert selection
Clipboard Organise Mew Open Select
&« v A » ThisPC » Documents » d3Projects » User Guide v O Search User Guide »p
~
~ Mame Date modified Type Size
7+ Quick access
histo 22/05/2017 19:12 File folder
[ Desktop : e % e = - :
internal 22 N7 19: File folder
Download - .
¥ Downloads ohjects 22, File folder
d3 Projects B8 User Guide.d3 22/05/201719:12  d3 project file 396 KB

= Documents
=/ Pictures

d3 User Guide
o | Getting Started
& Objects

o Project Structure
m Box Sync
¢@ OneDrive

[ This PC
[ Desktop

|2 Documents
‘ Downloads
J‘! Music

| Pictures

4 items =

Backup files location for a project, used in case the current .d3 project file becomes corrupted or
fails to load

The file name of the backup copy is stamped with the date and time. The software manages the files in
your history folder so that you always have ten versions created within the last hour, 24 within the last
day, 7 within the last week, 4 within the last month, and 12 within the last year. If you should happen to
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lose or corrupt your project file for any reason, therefore, you can always access the project as it was five
minutes ago (or whatever your auto save duration is; see the next section on ‘configuring auto save').

Restoring an backed up .d3 project file

To restore a backup version of the project:
1 Copy the .d3 project file from the History folder up into your project folder.

2. Remove the date suffix and double-click it to run it.

Please note: if you do not rename the copied .d3 file without the date suffix the auto-backed
up .d3 file will create two date suffixes after each other.

Please note: all timestamps are in UTC and not the current timezone of the machine.

Restoring an object after permanently deleting it

Objects emptied from the trash-can are permanently deleted in the current .d3 project file. To retrieve
an object, restore a previous .d3 project file in the History folder. It is even possible to rollback an
object to a previous version.

Warning: automated saves do not make backup copies of media files (audio files, still
images, mesh files and video files). You should make regular backup copies of the

entire specific Project folder(s) and store them on an external hard drive or network

store.
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Autosave

By default, the software saves the complete project every 5 minutes, as long as video is not playing (this is
because saving takes time, which interrupts video playback). Autosave also generates a snapshot of the
current project in the history folder contained within the project folder.

Changing the frequency of autosave
1 Right-click the State tab to open up the Program settings menu. Select Project Settings

2. Editthe autosave frequency (min) property to the number of minutes between saves.

@ Project Settings

Project

Revert To Installed d3

Prepare To Archive Unused Objects
Unpack .d3 File
Consolidate Tagged Files Into Assets

User Interface
Movie Output
Screenshots

Timeline Control

Autosave Frequency (Minutes) property of the Program Settings menu is used to edit the number
of minutes between saves.

Manual save

To force the software to save all objects, hit Alt+w. Only objects that have changed will be saved.
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Warning: automated saves do not make backup copies of media files (audio files, still

images, mesh files and video files). You should make regular backup copies of the

entire specific Project folder(s) and store them on an external hard drive or network
store. For more information on where your specific Project folder is located please see
the sub-chapter
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Checkpointing projects

Once you have finalised your show, you can lock it to the version of the software that you built it with, by
creating a "checkpoint”.

Checkpoints are useful if you want to lock your project to a specific software version for portfolio
purposes, to have a known-working state you can go back to, e.g. for demos. We recommend to create
checkpoints only after a project has been finished.

Checkpoints are intended for archiving / demonstration purposes, not for running shows.

Please note: Checkpoints are not intended for - running shows - they are intended for
archiving / demonstration purposes and saving project file backups; Disguise
softwareautomatically saves your project file regularly and on exit.

Warning: At present, Director/ Actor operation is not guaranteed to work for projects
with active checkpoints. Disable the checkpoint if you encounter issues starting a

Director/ Actor session.

Warning: generated checkpoints do not make backup copies of media files (audio

files, stillimages, mesh files and video files). You should make regular backup copies
of the entire specific Project folder(s) and store them on an external hard drive or
network store.

What a checkpoint does

A checkpoint means that:
A backup of the .d3 file is stored in the checkpoints folder.

A backup of the entire software install is stored in the checkpoints folder.
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The project is "locked" to the version of software that you built it in. Instead of the installed version
(e.g.r21), the one from the checkpoint (e.g. ri8) is executed.

Therefore you can freely upgrade to the newest version of the software, knowing that the show

will continue to run exactly the same way as the day you built it.

You can still upgrade the show later on (See "How to disable a checkpoint" below).

How to create a checkpoint

1 Right-click d3 from the dashboard (bar at the top of the screen). Next select Project Settings.

2. Type the name of the new checkpoint into the new checkpoint text field and hit Enter.

EB Project Settings

Project

Prepare To Archive Unused Objects
Unpack .d3 File
Consolidate Tagged Files Into Assets

User Interface
Movie Output
Screenshots

Timeline Control

New Checkpoint property is used to create a checkpoint that allows you to open the project
file in a later version of Disguise

3. Wait until alabel saying d3 checkpoint complete pops up. This should not take more than a few
seconds but may be longer depending on the size and number of resources of the project.

This will create a new folder called checkpoint in the specific Project folder. For information on
where the specific Project folder is located please see the sub-chapter Projects
location/structure. Assuming that you do not rename this folder the project will now run from this

143



local folder, rather than the main Disguise installer.

’EB Project Settings

Project

User Guide E:u:ample| oK

oK

=

Prepare To Archive Unused Objects
Unpack .d3 File
Consolidate Tagged Files Into Assets

User Interface
Movie Output
Screenshots

Timeline Control

Checkpoint folder created in the specific Projects folder when a checkpoint is saved, the project

will now run from this folder.
Opening a checkpointed project created in an old release

1 Allcheckpointed projects created in an earlier release than rllneed to be copied
toc:/blip/data/d3

2. Open the project from thed3 Manager but make sure to add a projects folder that links
toc:/blip/data/d3

How to disable a Checkpoint
1 Make acopy of the .d3file.
2.  Rename the checkpointfolder, for example _checkpoint_old_ .

The Disguise project will now run from the main Designer installer on your system.

Please note: When you upgrade a .d3 project file, it may become incompatible with older

versions of Disguise (such as the checkpointed version). If you want to go back to the

of your .d3 project file from your history folder.

checkpoint (by restoring the "checkpoint" folder) you may also need to restore a backup copy
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Project snapshots

Project Snapshots allows users the ability to save the state of a project at a time as a Snapshot. Users can
then recall these snapshots to compare different points in time within a project.

Overview

Project snapshots are an advanced saving function of Disguise software. They are intended to allow
users to restore a known state of the project in a single action (a snapshot). The use case for this feature
was for recording "shots" on a film set, but they can be used for many other functions.

Snapshot Manager
New shot5 OK
Restored Snapshot v

no snapshot restored

Last Hour

shot4

shot3

shot2

shotl
newsnapshot_20200921_160116
newsnapshot_20200921_160055

newsnapshot_20200921_160054
newsnapshot_20200921_160048
newsnapshot_20200921_160047
newsnapshot_20200921_160044
newsnapshot_20200921_160003
newsnapshot_20200921_160002

Last 24 Hours hé
Last 48 Hours

Last 7 Days

Last 30 Days

Older

Workflow

Snapshots are created in a similar way to saving the project
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1 Press CTRL Sto save a snapshot, or use the Snapshot manager
2.  Name the snapshot if needed (this isrecommended)

3. Restore the snapshot later to restore the entire project state and revert once you wish to go back
to the current state

Example

Creating New Snapshots

Using Shortcut

Snapshots saved with a shortcut are applied with a default name, to save with default names open the
snapshot manager.

To save a Snapshot press [CTRL+S] (Saving a snapshot will save the projects current state and
all resources)

Using Snapshot Manager

Saving a Snapshot with the snapshot manager allows users to give snapshots custom names
To save a snapshot first open the snapshot manager [CTRL +O]

Type a name of the snapshot into the snapshot name entry field at the top of the snapshot
manager. (Designer will automatically timestamp the saved Snapshot name)

Press the OK button. (The snapshot will be added the list below)

Browsing Snapshots

The previously saved Snapshots will be added to the Snapshot List within the Snapshot Manager.
Snapshots are filtered by their timestamp of the creation. To browse a Snapshot created at a certain
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time simply expand the corresponding separator to view the Snapshots contained. Snapshots are
filtered by the following:

Restored Snapshot - The last snapshot you restored.

Restore Backup - Revert to the state before the last snapshot was restored
Last Hour - Snapshots created in the last hour

Last 24 Hours - Snapshots created today

Last 48 hours - Snapshots created yesterday

Last 7 Days - Snapshots created this week

Last 30 Days - Snapshots created within the last month

Older - Snapshots created older than a month ago

Restoring a Snapshot

A saved Snapshot can be recalled to return to another state of the project.
Left-click on a Snapshot within the Snapshot List to restore to that state.
The Snapshot List will update to show the current restored snapshot.
Recover Backup
A backup of the current project state occurs every time a snapshot is restored.
Left-click on Recover Button to revert to a backup

Backups are overwritten when a new snapshot is restored.
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Renaming a snapshot

Right-click on a Snapshot within the Snapshot List to open an options widget
In the rename field type a new name.

Click OK

Archiving a snapshot

Right-click on a Snapshot within the Snapshot List to open an options widget
Click OK on Archive Snapshot

(Archiving a snapshot will move the snapshot file on disk to an archive folder, archived snapshots will

be removed from the archive list)
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Console files

If any unpredicted problems arise during pre-production of your show just send the auto-generated console
file, i.e. the "blackbox" data of your session, to the Support team. By reading the console file, the support
team can quickly decipher what may have caused the problem and immediately respond with an

appropriate solution.

Finding the console.

1 Openthe d3Manager.

2. Openthe help menu and choose open console.
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mailto:support@disguise.one

B8 d3manager r14.3 - O X
File Edit = Help

Projects @ d3manager Help F1
#* Downloads Center
@ E Open Project in Assistance Mode Ctrl+Shift+ 0 = | Q
Filter prof |
- E Create Project diagnostic - :
Project E Create System diagnostic Session | Size "
| . i i < 0,01 GB
- E Create Systemn diagnostics on selected machines 0.56 GB
s I Open BlueFish tools folder 0.91 GB
> Open Console [y 0.16 GB
> Open Conscle folder 1.85 GB
> i 0.06 GB
> Il d3 License 0.86 GB
> About Ot 0.05 GB
. About d3manager IR
> — - 0.02 GB
> [l ExerciselD5_Weblnteraction < 0.01 GB
> [ HBMPSG_PROLIGHT 1.51 GB
> [ Joes automation project 0.84 GB
> [ loes Project < 0.01 GB
~ [ Joes User Guide Project 0.34 GB
! joes user guide project
> I music test 0.01 GB
> Il osc 0.02 GB
> [ Project & < 0.01GB
> [ ProjectB = 0.01 GB
> Il r2_WelcomeProject 0.13 GB
> [l Solar System 0.01 GB
> I start <0.01GB
> I test111 = 0,01 GB
> [ TheatricalDonGiovanniLondon 3544 GB
> [ timecode example = 0,01 GB
> [ Toruk_Demo 3.20GB
> [ Training Day 1 0.98 GB
> Im Training_Blacktrax_Cube 0I19GE W

Run project C:\UsersYjoeB\Documentsd3 Prajects\Joes User Guide Projectijoes user guide project.d3

- Open project folder C:\UsersYjoeB\Documents\d3 Projects\Joes User Guide Project

Please note: it is also possible to view the console within the software itself. Simply hit Alt-Cto
bring up the console. For other shortcuts please see the Shortcuts sub-chapter.

Warning: The console file gets overwritten every time the software runs! If you

experience a problem, quit Disguise software, save the console file to a unique name
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A and then re-run the project.
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Diagnostic archives

Manager allows you to create diagnostic zips. A diagnostic zip is a zip file containing all relevant files need
for diagnosing any issues with the software. When contacting support, we may ask you for this file.

A project diagnostic zip contains:

the entire project excluding the VideoFile and the DxTexture folder. Please send these separately

in case they might help to debug your issue.

Console files.

A system diagnostic zip contains:

Hardware, system and licensing information about the machine.

To create a diagnostic zip:

1 Openthe Manager.
2. Selectthe project name.

3. Gotothe Help menu and choose Create project/system diagnostic.
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B d3manager 143 - O X

File Edit Help

projects €3 d3manager Help Fl
Downloads Center
= B Open Projectin Assistance Mode Ctrl+Shift~0 *
Filter pro
TP Create Project diagnostic [y -
Project Session Size B
IB Create System diagnostic

m <001G8
pm P Create System diagnostics on selected machines 085 CB
™ Open BlucFish tools folder 0.91GB
] Open Console 0.16 GB
L Open Console folder 16568
] 0.06 GB
™ d3 License 0.86GB
] About Ot 005GB
: About dimanager ggl g:
I Exercise005_Weblnteraction <0.01GB
I HBMPSG_PROLIGHT 151 GB
I Joes automation project 0.84 GB
I Joes Project <0.01GB

~ Il Joes User Guide Project 034GB

B8 joes user guide project

I music test 0.01GB
M oxc 0.02 GB
M Project A < 00168
I Projects <0.01GB
M 112 WelcomeProject 0.13GB
I Solar System 0.01GB
I start <0.016G8B
I test111 <0.01GB
M TheatricalDonGiovanniLondon 35.04 6B
I timecode example <0.01GB
I Toruk_Demo 3.20 GB
M Tizining Day 1 098 GB
M Training Blacktrax Cube 019GB v

Run project C: JsersYjoeB \DocumentsId3 Projects\Joss User Guide Projectoes user guide project.d3

- Open project folder C: \Users\joeB\Documents\d3 Projects\Joes User Guide Project

4. The diagnostic zip file will be created in you projects folder.

Please note: Take note of the filename and location of the created system diagnostic zip. This
will be displayed in the DOS window that opens during the creation process. This will
normally be in your local appdata location. To access this, you may need to modify the way
that Windows displays files and folders.
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Before you get started

Make sure you've downloaded and installed the latest release (for any Designer or Hardware customers).
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Creating a new project

You can create a new project either outside Disguise software in Windows using the Manager, or within

Disguise software.

Create a new project in Manager

To create a new project see the Creating a new project page in the Manager section.
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Starting and exiting

How to open a project

To open an existing project see the Starting an existing project page in the Manager page.

How to quit out from a project

Option 1. using keyboard shortcut

Hold down Esc , then hit Enter

This will save your project, and exit the software.

Option 2: using the interface

1 Right-click the d3icon at the top left to open the Program Settings menu.

2. Left-click save and exit.

Scheduled exit

If you want to schedule exit at a certain time do the following:
1 Right-click the d3 icon at the top left to open up the Program Settings menu.
2. Left-click scheduled exit to highlight the text field.

3. Typeinthe time when you would like Disguise software to close, using the format hh:mm. For
example, the below image shows it is scheduled to close at 15:00.
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(] Options [D35tate]

About d3
Project Settings...

Media
d3Met
SockPuppet

DMX

Program Control

Save And Exit

Quitting using the Program Settings menu
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GUIl overview

43 u2_vertigomaster Track demo default Feed feed1 Transport default Device . : 3 notifications  »

(00:00:06.27)
01:00:00.00 (00:00:13.20)
(00:00:13.19)
(00:00:13.21)
(00:00:06.25)
(00:00:27.10)
(00:00:13.20)

GO solo 7
GO between 12 (00:00:13.21)
GO drop (00:00:13.20)
GO chorus (00:00:27.20)
GO feell (00:00:06.29)
GO yeah! (00:00:06.29)
GO outro (00:00:12.06)

SpinBitmap
Target2
AnimateCamera2 PlayMode

Colour
Video

1€ 1:0:0:0
viff

Overview of the Graphical User Interface (GUI): Dashboard, Notifications tab, Stage Visualiser,

Timeline.

Dashboard

This is the main menu of the system where you can access any system function. This is a standard object
editor showing you the top level state of the system; hence the name. The menus, from left to right, are:

158



State tab

Right-click d3 inthe dashboard to open the Options menu.

user guide Track track 1 Stage stage1 Feed joefeeds Transport default Devices default ® = 255  ofy) m— 255 Fade Up

Project name

The name of the project: this is the name of the .d3 file you are running, not the folder you are

running it from.

ﬂ rack track1 Stage stagel Feed joefeeds [ransport default Devices default ® = 255  ofy) m— 255 Fade Up

Track

Left-click track to open the Track manager. This shows a list of tracks which you can choose
from and edit/play. All sequencing and timeline information is organised into tracks. The entire
show may be placed into one track or can be divided into multiple tracks.

ransport default Devices default o m— 255 oy me— 255  Fade Up

d3 user guide |Track track 1] Stage stagel Feed joe feeds

Stage

Left-click stage to openthe Stage level. The Stage level uses the Stage Visualiser to view your
current stage from any angle and play video from the Timeline onto the stage in real-time,
avoiding the need for time consuming re-renders.

Right-click stage to open the Stage editor. This allows you to choose the venue, add or remove
screens, change the floor dimensions, change the number of people, set labeling of objects

on/ off, set the rendering style of virtual projectors and change the camera point of view. You can
then create a completely new stage and use the Stage editor to switch freely between your
different stages.

d3 user guide Track track 1 |Stage stage 1| Feed joefeeds Transpert default Devices default o == 255  ofj) me—— 955 Fade Up

Feed

Left-click Feed to open the Feed level. The Feed level uses the Feed Visualiser to view how
content is mapped from your virtual screens in the Stage level to the physical output display

159



heads.

Right-click feed to open the Feed editor. The Feed editor controls how the screen content is
configured on the output heads. You can then create a completely new feed and use the Feed
editor to switch freely between your different feeds. This is very useful as you can switch to a

completely different set of output devices at the click of a button.

d3 user guide Track track 1 Stage stage1 |Feed joe feeds| Transport default Devices default ® == 255  ofy) me— 255 Fade Up

Transport

Left-click transports to open the transport manager. This shows a list of control objects which

manage all external show control.

Right-click transports to open the transport editor. This allows you to edit the properties of your
show control objects, dictating how Disguise software responds to or generates external control
signals. With this menu, you can set up MTC/ SMPTE clock chasing, DMX/Art-Net transport
control, MIDI show control cueing, MIDI transport control, OSC, and a variety of other connection

protocols.

ransport default] Devices default ® = 255  of)) we—— 255 Fade Up

d3 user guide [rack track 1 Stage stage1l Feed joe feeds

Devices

Left-click Devices to open the DeviceManager. For more information on this see the Devices

chapter.

Right-click Devices to open the Devices menu. The Devices menu shows a list of active devices,
from which you can open a Devices manager that lists which internal or external devices are

installed. Examples of devices are MIDI control surfaces, DMX managers, video input cards, etc.

Video Input and Audio Output patching can be done here.

d3 user guide Track track 1 Stage stage1l Feed joefeeds Transport default |Devices default ® == 255 oy me— 255 Fade Up

Brightness

Left-click the white brightness bar or text field to modify the master output brightness. You can fill
in any number between 0 (zero) and 255 (full) in the text field. These are the minimum and
maximum values. When brightness is at 0, the bar flashes red.
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Right-click the Brightness control to open the Brightness editor. This allows you to edit the
minimum and maximum brightness limits, the unit step of a numerical property, and the damping
factor.

d3 user guide [rack track 1 tage eed joe feeds Transport default Devices default _ 255 oy m— 255 Fade Up

Please note: Note that this applies to the output brightness. The view within the visualizer will
not change.

Please note: When in a multi transport environment, the Brightness field will not be editable.

Volume/ Mute

Left-click the white volume bar or text field to modify the master audio volume. You can fill in any
number between 0 (mute) and 255 (full) in the text field. These are the minimum and maximum
values. When output volume is muted, the indicator flashes red.

Right-click the Volume control to open the Volume/Mute editor. This allows you to edit the
minimum and maximum audio volume limits, the unit step of a numerical property, and the
damping factor.

d3 user guide [rack track 1 tage eed joe feeds ansport default Devices default ® = o} — 255 Fade Up

Please note: When in a multi transport environment, the Volume field will not be editable.

Output mode

Left-click Fade Up to open the Output Mode editor.

d3 user guide [rack track 1 tage eed joe feeds ansport default Devices default ® = Fade Up

Fade Up Fade Down
Fade Up
Hold
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Fade down (flashing red button)

Does a smooth fade to black from the current master level. When faded down, the indicator turns red to
indicate that output is black.

Fade up (green)

Enables full output levels.

Hold (flashing red button)

Stores the last active frame and holds that frame in the output device until further notice, enabling you to
continue working on the show in the Stage visualiser while for example outputting lineup content to LED
processors or projectors.

Notifications tab

The Notifications tab gives you a list of notifications and error messages, such as missing files or device

errors.

Stage Visualiser

The Stage Visualiser occupies the central portion of the screen. It shows a 3D visualisation of the stage
and screens, and allows you to move the virtual camera around the stage. The Stage Visualiser is
replaced by the Feed Visualiser when you switch from the Stage level to the Feed level.
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Timeline
The editor at the bottom of the screen is called the Track Player. The Track Player is used to control the

Timeline.

The top bar is called the Title bar, which shows you the track name and gives you a readout of the
current time, section and audio guide within the track.

The Layer editor is located just below the Title bar. It shows you which layers are active and where they
are on the Timeline.

Next are the Track bars which can be identified by the coloured section blocks. Each section has a
different colour and one block equals one bar (by default, one bar is equal to four seconds).

Below the section blocks, you can see the textual Timeline notes, followed by the Transport Control
buttons at the bottom of the screen (play, stop, etc).

MIDI 12

etween
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Navigating the Stage

Rotating around an object
1 Move the mouse pointer over the object you want to swing around
2. Hold down the left mouse button
3. Drag the mouse left/right or up/down to swing around the object

4. Release the mouse button to end the swing movement

Option 1
1 Hold down the right mouse button.

2. Drag the mouse back and forth to zoom in and out.

Option 2

Use the mouse scroll wheel to zoom in and out.

Option 3
Hold down the Q key to zoom in.

Hold down the left A key to zoom out.
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Zoom to object

Left click the object in the stage.

Press the F key to zoom to that object.

Please note: these will only work if the Stage level has mousefocus;i.e. you should click the
background before these will work.

Panning the camera

Tracking the camera moves it to the left, right, up or down without changing its orientation.
Middle-click (click your mouses wheel if it has one) and drag, or

Hold down the Tab key and move the mouse left / right / up / down.
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Camera Position Bookmarks

Recalling a camera position

Hit one of the function keys ranging from F2-F1L

Storing a camera position

Hold down the left Alt key, then hit one of the function keys ranging from F2-F11 This stores the
current camera position on that function key.

Resetting the camera to its default position

Hit the function key F12 This will make the camera return to its central default position, i.e. south-

north facing, 10 meters behind the origin position (0,0,0) in 3D space.
Camera Bookmarks List
To open the Camera Bookmarks List window
1 Right-click the stage
2. Selectthe Cameratab

3. Select the Camera Bookmarks List option
Or alternatively
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Press Ctrl + B

@ default
Scene
Visualiser

LED Screens

Unnamed
Unnamed
Unnamed
Unnamed
Unnamed

2,-67.481

39.006, 30.153
-0.2636 , 7.4089
39.006, 30.153
39.006, 30.153

, -65.788
,-52.879

-65.788
, -65.788

Camera Bookmarks

0,
-24.343 , -

-6.75,
-24.343 , -
-24.343 , -

0,
35.562,
2.25,
35.562,

90 [F

90 [F3]
90 [F4]
90 [F5]
90 [Fé]

re
[ALT+F2]
[ALT+F3]
[ALT+F4]
[ALT+F5]
[ALT+F&]

DMX Screens
39.006, 30.153

39.006, 30.153
39.006, 30.153
39.006, 30.153
39.006, 30.153

-65.788 -24.343 , -
-65.788 -24.343 , -
-65.788 -24.343 , -

, -65.788 -24.343 , -
-65.788 -24.343 , -35.562 ,

%0 [F7]
90 [F8]
90 [F¥]

Unnamed
Unnamed
Unnamed
Unnamed

DMX Lights

Projection Surfaces

[= I = = = = = = = = = ]

Projectors Unnamed

Current Camera
Cameras v

Camera Bookmarks List...

» | Rotatior 8.4, -0.75,

Actions

Name

You can enter a custom name for each bookmark.

Position

You can view or edit the position for each projector bookmark position.

39.006, 30.153 , -65.788

Rotation

You can view or edit the rotation for each projector bookmark position.

-65.788 -24.343 , -35.5462

Field of View (FOV)

You can view or edit the Field of View for each projector bookmark position.

Goto

Left-click the button to recall a camera position using the Camera Bookmark list.

(F3]

[ALT+F7]
[ALT+F8]
[ALT+F9]
90 [F10] [ALT+F10] &
90 [F11] [ALT+F11] &

&
&
&
&
&
&
&
&

v

sition 4.5399, 99.8854, -B1.674

0
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Store

Left-click the button to store the current visualiser camera position as that camera bookmark

[ALT+F3]

Lock

Lock the Camera Bookmark from accidental edits.

Please note: When using some keyboards such as on a bootcamped Mac, you may need to
use the keyboard shortcut fn.+F2-F11to recall camera positions and fn + Alt+F2-F11to store a

camera position.
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Keyboard shortcuts

Many of the functions within the Disguise software are mapped to keyboard shortcuts.

To display a full list of keyboard shortcuts:
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Search:
Current Keyboard Shorteuts —-----—-----——---me—meme oo

Current Mouse Shortcuts —-----——----——----—---

Drag the floating window to a new location

Open an options menu
Close the window

Toggle sticky state on the window

Global Shorteuts ---——----——----—----—or—-

Toggle 3D control

Store camera bookmark 10
Go to camera bookmark 10
Store camera bookmark 9

Press F1 Use the Search field at the top to quickly find the shortcut needed.

drag Left Button
click Right Button
click Left Button
ctrl click Left Button

ctrl m
alt f11
f11

alt f10

Go to camera bookmark 9 10
Store camera bookmark 8 alt /9
Go to camera bookmark & fa
Store camera bookmark 7 alt /8
Go to camera bookmark 7 fa
Store camera bookmark & alt /¥
Go to camera bookmark & 7
Store camera bookmark 5 alt fé
Go to camera bookmark 5 fa
Store camera bookmark 4 alt f5
Go to camera bookmark 4 5
Store camera bookmark 3 alt /4
Go to camera bookmark 3 f4
Store camera bookmark 2 alt fi3
Go to camera bookmark 2 3
Store camera bookmark 1 alt 2
Go to camera bookmark 1 f2
Go to default camera position 12
Toggle internal profiler ctrl alt p
Save the current project state as a snapshot ctrl s

Shortcuts window within the Stage level accessed by hitting F1

Hit F1to close the shortcuts window.

Please note: The Flwindow is context sensitive and will change depending on the currently

active level. For example, the Feed level will display a different list than the Stage level.
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Please note: this is not a definitive list, but is generated to the local machine so may have

local and language variants

Pressing F1will also enable disguise to display explanations of object properties. For more information

on this feature scroll down to the section 'Object property explanations in the Editing objects sub-

chapter.

Shortcuts

General

Action

Shortcut

Quit

Save

Console*

Debug Console*

Profiler*

Hold/Unhold

Sticky Window (pin)**

Close Last Window

Close All Windows (Except pinned)

Screenshot***

Lock

Unlock

ESCAPE ENTER

ALTW

ALTC

ALTD

CTRLALTP

ALTP

CTRL + Left Click X on Header

ESCAPE

SHIFT + ESCAPE

ALT + X

CTRLALTL

Type (lowercase)- hydrogen
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Action Shortcut

Copy CTRLC
Cut CTRL X
Paste CTRLV
Help Menu F1
Show Options Right Click
Force GUI ALTG
Preview Output Feeds 1:1 ALTF
Undo Last Action CTRLZ
Redo Last Action CTRLY
Fade up/Fade down BACKSPACE
Measurement Tool ALT + Drag from vertices of meshes and objects
Undo Measurement Tool ALT + Right click on the numeric text of the measurement

* See the Diagnostics chapter for more information.

** Scroll down to the section 'Making windows sticky in the Objects/object editor overview sub-
chapter for more information.

** * See the Making screenshots sub-chapter for more information.

Editors

Action Shortcut

Change field value Scroll or Keypad Up/Down

172



Action

Shortcut

Change field value by small amount

Change field value by large amount

Submit entered text

Select all text

Toggle Alpha background

Add Keyframe node

Remove Keyframe node

Remove Selected Keyframes

Select all Keyframes

Select Keyframes

Edit Selected Keyframes

Jump to Next Keyframe

Jump to Previous Keyframe

Adjust the previous and following keyframes at the

same time (works when scrolling in the parameter

field, not directly in the keyframe editor)

Zoom In and Out

Change to Next Sequence in Field Editor

CTRL + Scroll or Keyboard Up/Down

SHIFT + Scroll or Keyboard Up/Down

Enter

Double left click or CTRL A

Left Click on Preview Thumbnail in a layer

Left Click

Right Click

Delete

CTRLA

SHIFT + Left Click & Drag

Right Click

CTRL + SHIFT

ALT + Mouse Scroll

Keypad Up/Down
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Action

Shortcut

Open Multiple Keyframe Editors

The Stage level

Action

Shortcut

CTRL Left Click Parameter

Rotate around an object

Pan Middle

Zoom In

Zoom Out

Go to Camera Bookmark

Store Camera Bookmark

Select Object

Edit Object

Zoom to Object

Enable Manipulators

Toggle world/object space

Manipulators Offset mode

Manipulators Rotate mode

Manipulators Scale mode

Left Click and drag

Click or Hold Tab

Scroll Middle Mouse Button In

Scroll Middle Mouse Button Out

F2 through F12

ALT + F2 through F11

Left Click

Right Click

Left click object and press F

CTRL+M
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The Timeline

Action Shortcut
Play Enter
Play to end of section Spacebar
Play and loop Right Shift

Jump to next section

Jump to previous section

Jump forward a quarter beat '

Jump back a quarter beat

Next bar (or time amount)

Keypad Right

Previous bar (or time amount) Keypad Left

Jump to selected bar

Enter

Split Section ALTS
Merge Section ALTM

Add Note CTRLN

Add Tag CTRLT
Open Quantiser ALTQ
Create Layer CTRL L
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Action Shortcut

Copy/ Paste Layer CTRLC/ CTRLV
Split Layer CTRLK
Isolate Layer Hold I and click Layer
Rename Layer CTRLR
Mute Layer Hold M and click Layer
Select Layers Hold shift and left click & drag selection box
Open/Close Groups G (toggle to open/close)
Select bars Hold shift and left click & drag selection box
Minimise/ Maximise track cre
CTRL +
Open Layer Library CTRL SHIFT L

Scroll to look ahead in Timeline while track is playing HOLD SHIFT while adjusting SCROLL wheel on mouse

Quantising
Action Shortcut
Jump to next marker ]
Jump to previous marker [
Set beat to be first in bar Shift and Left Click
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Feed editor

Action

Shortcut

Isolate Selected Feed Rectangle

Delete Selected Feed Rectangle(s)

Frame Selection in Viewport

Frame all in Viewport

Nudge Selection

Hold | and Left Click

Delete

Keypad Left/Right/Up/Down

Select all Feed Rectangles CTRLA
Copy Feed Rectangles CTRLC
Paste Feed Rectangles CTRLV
Cycle between Feed Outputs TAB
Director/Actor
Action Shortcut
Refresh Actors ALTR
Restart Actors CTRLALTR
Start all Actors CTRLALTS
Quit all Machines CTRLALTQ

Quit all Machines without Prompt

Force Quit all Machines

SHIFT ESC ENTER

CTRLALTX
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Supported file formats

The Disguise software supports multiple content formats for Video, Audio, Still image and 3D model
files. It isimportant 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.

Filename Tag Issues

Please note that if you use any of the following filename tags, you may encounter issues in Designer.
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_region

_frame

_proxy

_region

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
modes depending on which is used. There is no preference in 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).
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For audio embedded in video files:

Uncompressed
Stereo 16 bit
44 1KHz. Currently d3 only supports 44.1KHz, any other frequency will generate an error.

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

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

256 Kb/sec isarecommended balance between quality and file size.

Quantised tracks option 2:

wav
Stereo 16 bit

44 1KHz
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Quantised tracks option 3:

aiff
Stereo 16 bit

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

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

page.

Audio files after rl4 .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

lor 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

lor 2 channels
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MP3 with the following properties

CBRup 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
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
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MP3 with the following properties

CBRup 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:
o .png (supports alpha-channel)
Jjpeg (does not support alpha-channel)
.bmp (supports alpha-channel)
tiff (supports alpha-channel)
.exr (Stillimages 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
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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.

3D meshes

.obj files only.
.obj files used as the mesh file for video screens need to be UV mapped.
.0bj 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 Disguise software, see the 3D
Fundamentals sub-chapter.

Alembic files

In order to better support animating meshes, 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:
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Xform

PolyMesh

Not currently supported

Curves

Points

Camera

SubD

NuPatches

FaceSet

Light

Material

Custom data

Writing Alembic files

Selecting Alembic objects (e.g meshes) in the stage.
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Project Settings

The Disguise software provides some standard project settings which can be accessed through the state

menu.

This topic provides an explanation for each setting in the menu, as well as how to access it.
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Options [D35tate]
About d3
Project Settings...
MNotes...

Manage Old Media...

Media Ingestion History...

d3Net
d3Net Ma
sockPuppet

Patch Assignments...
Bank Editor...

Snapshots
Snapshot M
DX

All Lamps On
All Lamps OFf
MW1E Fixtures to |

Program Control

rassword lock password OK
Lock

Save And Exit
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o

Project

Project Settings

Prepare To Archive Unused Objects

Unpack .d3 File

Consolidate Tagged Files Into Assets

User Interface

L
1
After 1 Second

L J
Marmalised
Mormalised
Mormalised

L4

MPEG-4 (with audio)

Full Speed
60.000 Hz
default

Undefined
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Accessing the Project Settings

1 Rightclick on "d3"in the top left corner of the interface on the dashboard; this will open the
d3State Options window.

2. Leftclick Project Settings from the menu to open the Project Settings menu.

Project tab

New Project

Creates a new Project

Archive project file

Essentially a "save as". Type in a name and it creates a project file in the history folder with the name
you defined.

New Checkpoint

Creates a Checkpointed project. Checkpointed projects are frozen in time and locked to a specific

Disguise version.

Restore Checkpoint

Restores a previously made Checkpoint.

Autosave Frequency

Defines the autosave frequency expressed in minutes. This defaults to 5 minutes.
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A new ‘Autosaving’ indicator with a 5 second countdown has been added in the bottom right hand
corner above the timeline.

Autosaving in 1

L : ¥

Prepare to archive unused objects

Generates a batch file for you to then define an archive directory outside of the project file, thus
releasing the files from Disguise software. See Archive old media topic for more information.
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Unpack d3 file

Unpack the contents of the .d3 project file into a new 'unpack’ folder, for advanced use cases. For

further information, see importing and exporting objects.

Consolidate tagged files into assets

This is used to upgrade old projects to use versioning.

User Interface tab

Framerate fraction

The fraction of the framerate that the GUI renders at. This option is used to sacrifice responsiveness for

performance. This option does not help in low latency modes.

1lrepresents full framerate
1/ 2 represents half framerate

1/ 3 represents one third framerate

Tooltips

Controls when tooltips appear in. Options for this setting are -
Only when Flis pressed
After 1second (default)
After 2 seconds

After 3 seconds
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Persistent Key Widgets

When enabled, key widgets will remain open on creation or on selection of a new layer with the same

property

Disable Ul Transparency

Untick this setting to turn off transparency for Ul windows to save performance

Unit Display Settings

Defines the way the numerical values are displayed for Brightness, Volume, and Colour.

The options are:

Normalised (0-1)

Percentage (0-100%)

8-bit (0-255)

Unit Display Settings

Mormalised Normalised

. Percentage

MNormalised
8-Bit

Mormalised
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Movie Output tab

Output movie format

Defines the output format for Stage & Feed movies. Options for this setting are -
Photo-JPEG (no audio)
Animation (no audio)
MPEG-4 (with audio) (default)
Photo-JPEG mov (OLD QuickTime players)
HAP (no audio)

Output movie FPS

Sets the FPS the output movies should be rendered at.

Stage movie size

Sets the resolution Stage movies should be rendered at.

Add head to output movie

Adds additional seconds to the start of the output movie.
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Add tail to output movie

Adds additional seconds to the end of an output movie.

Screenshots tab

Output format

Defines the output format for Screenshots. Options for this setting are -
JPEG
BMP
PNG (default)
TIF

DDS

Timeline Control tab

Global latency mode
Defines the levels of buffering and the rendering interval of the video output system.
Options are -

Full speed ultra low latency (no buffering)

Full speed low latency (one frame buffer)

Full speed (default) (two frame buffers)
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Half speed low latency (halves the frame rate, one frame buffer)
Half speed (halves the frame rate, two buffers)

Frame buffers are on the video output system, other system processing will add further latency.

Global refresh rate

Sets the project refresh rate. For more information see the Setting Project Refresh Rate topic.

Timeline audio device

Sets the default timeline audio device.

Deferred jump

With this feature activated, you can now hit the left or right Arrow keys (while playing) to jump Track
bars without losing sight of the original bar you jumped from (this bar will also continue to flash).

Global crossfade duration

Sets the Universal crossfade mode & duration for the entire project.

Reset on stop

This defines the behaviour of the Stop button. You can either reset to the start of the bar, or stay where

you are. The options are -

Always

When Quantised (default)

Never
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Video information overlay

Overlays some information on each screen in the visualiser. Options for this setting are -
None (default)
Resolution
Smoothness

Frame/Time
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d3State Options

The d3State Options menu houses a number of key configuration aspects of Disguise software.

Options [D35tate]

About d3
Project Settings...
MNotes...

Media

Manage Old Media...
Media Ingestion History...

d3Net

sockPuppet

Patch Assignments...
Bank Editor...

Snapshots
Snapshot M
DX

All Lamps On

All Lamps OIT

WX Nixtures
DA W

About d3 - Opens the about d3 dialog which details software version and license information.




Project settings - Opens the project settings editor. For more information see Project Settings.

Notes.. - Use notes to type freeform text that synchronises over the network and is shared in the project.

For more information see Notes.

Media

Manage old media... - Opens the manage old media editor. For more information see manage old media.

Media ingestion history... - Opens the media ingestion history dialog. For more information see Media
ingestion history.

d3net

d3net manager... - Opens the d3net manager for managing multi-machine networks. See d3net

overview for more information.

Sockpuppet

Patch Assignments... - Opens the Patch assignments editor. See Patch assignments for more
information.

Bank Editor... - Opens the Bank editor. See Bank editor for more information.

Snapshots

Snapshots manager... -Opens the Snapshots manager. For more infromation see Project Snapshots.

DMX

All lamps on - shortcut to lamp on all DMX fixtures.
All lamps off - shortcut to lamp off all DMX fixtures.

Fade all inactive DMX fixtures to black - setting to fade inactive DMX fixtures to black when they are not
displaying content.

Force resend of static DMX values - Force the resend of static values.

Program control

Password lock - defines the password to unlock the software. The default is "password" but this can be
changed by the user. Emergency password for users who have forgotten the password they set, or
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accidentally lock the software is HYDROGEN.
Lock - left click this button to lock the software, or use the shortcut CTRL ALT L.
Scheduled exit - set a time for the software to automatically save & exit.

Save & Exit - Save & exit the software. This can also be done by holding ESC and pressing ENTER. See
running & quitting for more information.
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Objects editor overview

Overview of objects

What is an object?

Everything in the Disguise software is an object . An object is an entity that has a list of named
properties. For example, a Screen object has properties such as Offset, Rotation, Scale, Resolution,
Mesh, Pixel Mask, Population Mask etc. These properties can be edited using an object editor .

Types of objects

Every object in the system has a type. For instance, objects in the Stage Visualiser may be of the type

Screen, DmxLights, DmxLine, DimmableScreen, Projector and Props.

For more information on how to add screen and prop objects please read the next chapter The Stage.

Read more about the different screen types in the Screen types overview sub-chapter.

surface 1

0, 8, ']

0, 0, 0

8, 4.5, 1
1920, 1080

rectangle
Appearance v
None

None
100

Over

Front Only

A

1

ColourShift

Hierarchy v

stage 1

Add child
Parent to Stage

Screen object and its editor, everything in the Disguise software is an object and all properties of an

object can be edited using an object editor
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The standard object editor

All properties of an object can be edited using an object editor. For instance, a Screen objects properties
can be edited using the Screen object editor. In some cases, specialised editors have been created to
provide more intuitive user interfaces. For example, the Track Player at the bottom of the screenis a
specialised object editor for the Track type.

Opening an editor for an object

To open an object editor:

Right-click an object, for example, any 3D object in the Stage Visualiser.

Making menu windows sticky

It is possible to make menu windows 'sticky. A menu window is simply a window in the software, such as
an object editor. This means that when you close and restart the software, the menus will remain open.
This is particularly useful if you are editing objects and you do not want to have to reopen all of the
object editors after closing and restarting.

To make a window sticky:

Ctrl + left-click on the close button (x) of the window. You will notice that the close buttons icon
changes.

6 default v default

Not engaged

M A
Disengaged

Not engaged

M/ A
Disengaged

wfj) E— of m—

Timecode Timecode
Event Transports Event Transports
Schedule Schedule
Set List Set List

Diagnostics Diagnostics

Finding out the name of an object

Every object has a unique name; this name is displayed in the title bar at the top of a standard object
editor.
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surface

0
4.5, 1

1920, 1080

rectangle

Appearance
Output

Hierarchy

Finding out the type of an object

To find out the type of an object, hover the cursor over the title bar of an object editor; a popup text box
will show you the type of the object.

lransportManager
[#) {JTI:—:.uIt

Not engaged

MN/A

Disengaged
o} —

Timecode

Event Transports

Schedule
Set List

Diagnostics

Object type descriptions are displayed by hovering the cursor over the title bar of the objects editor
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Object libraries

The object library is a quick way to access stored objects within the system. Each object type has its own

object library.

For example, the Screen uses a bitmap object as one of its properties in the Bitmap object editor. The
bitmap property has its own object library where you can select which bitmap you want to project onto a

Screen object.

K
.

ue circlemask transparent  floorgrad floorgrid george hsvpalette

stealth big pixel stealth small pixel

Using the Bitmap object library to select a bitmap to be projected onto a Screen object.

Selecting an object

You can open an object library by left clicking a property in the standard object editor. Left clicking any

object in the library will select that object.
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& internal/dxtexture/ @ palettes/ @ pixel masks/ @ sample/ @

e oo ‘m:NT

8
None circlemask glow opaque circlemask opaque ~circlemask transparent  floorgrad  floorgrid george hsvpalette

stealth big pixel stealth medium pixel stealth small pixel

Selecting a bitmap object from the Bitmap object library

Organising objects in boxes

Objects are stored in named boxes and can be ordered from within those boxes (i.e. each box is like a
playlist). One object may also appear in more than one box. Left-clicking a box will show you objects of
that particular type only.

These boxes are represented by a list of tabs. Left-clicking a box tab opens up an array of objects below
the box tab while highlighting the selected box. For these reasons an object library can also be known as

an object box viewer.

Bitmap object boxes used to organise bitmaps by different types within the Bitmap object library

The all box contains all objects of that type, sorted either alphabetically or by date of creation (the most
recently added objects will come first). The trash box (represented by a trash-can icon) contains
objects that are no longer required.

&3 textures

(o (e
& internal/dxtexture/ @ palettes/ s pixel masks/ @ sample/ @

@ 66 BNyl @« m =

None circlemask glow opaque  circlemask opaque circlemask transparent  floorgrad floorgrid Beorge hsvpalette lena personl rgbpalette  squaremask glow opaque squaremask opaque squaremask transparent

stealth big pixel stealth medium pixel stealth small pixel

All and Trash boxes used to organise bitmaps within the Bitmap object library

The Object Librarys top row contains a New Object field and a search text box.
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&
New texture:

= all d internal/dxtexture/ s palettes/

stealth big pixel stealth medium pixel stealth small pixel

The Search box will help you locate objects more efficiently within the Bitmap object library

Reordering objects within an object box

Select the object box by left-clicking its tab. When the sort button is not highlighted, objects are
displayed in the order you choose. In this mode, you can click on any object, drag it left or right and

release the mouse button to drop it in its new place in the list.

Searching for an object

Left-click the search textfield at the top right corner of the object library and type in a search term. All
object boxes will be filtered to contain only those objects whose names contain the search term (case

insensitive). Clearing the search text field restores the view of all available objects.

Removing an object from the library

Click the all boxtab and drag the object thumbnail to the trash box tab.

Restoring a deleted object

Click the trash box tab. Find the object you want to restore and drag it back to the all box tab.

Emptying the trash

To permanently delete the removed objects, right click the trash box tab and select empty trash.

@ Options

Mew Box

Unpack All (Mo Video)
Unpack All {(With Video)

Empty Trash deletes objects permanently from an object library
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Warning: this operation cannot be undone. The objects in the trash-can are
permanently deleted. If you wish to restore an object that has been emptied from the

trash, you will need to go to a previous .d3 Projectfileinthe History folder.

Please see the sub-chapter for more information.

Moving an object from one box to another

Simply drag the object thumbnail and drop it on top of the tab of the destination box. This will copy the
object rather than moving it. By default, the object will be added to the top of the box.

Removing an object from a box

Drag the object from the box and drop it onto the desktop background.

Creating a new object box

Right-click any box tab to see an option that says new box followed by an editable text field. Left-click
the text field, type in the name of the new box and hit Enter (or click ok). This will create an empty box
with that name.

EB Options
User Guide 2 OK

User Guide 1 OK

Remove Box
Unpack All (Mo Video)
Unpack All (With Video)

Renaming an object box

Right-click the object box tab to see an option that says rename box followed by a text field. Type in the
new name and hit Enter or click ok .

EB Options

User Guide 2 OK

User Guide 1 OK

Remove Box
Unpack All (Mo Video)
Unpack All {(With Video)

Renaming the User Manual box to User Manual 1
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Removing an object box

Right-click the object box tab and select remove box .

Options
cx User Guide 2 OK
e: User Guide 1 OK

Unpack All (No Video)
Unpack All (With Video)

Organising boxes to reflect folder structure

By default, creating a folder within the objects folder on the drive will create a new box with that name.

If the folder contains other folders, then left-clicking this box will show you a second level of boxes,
representing the lower level of folders. Boxes that represent folders cannot be removed, reordered or
renamed; they are indicated with a small folder icon at the left of the box tab.

207



Managing Objects

Right-clicking the title bar of a standard object editor will open the Object options menu.

surface 1 (] Options [Surface]

a, 8, ename:  surface 1 OK
0, o, 0 | Duplicate: surface 2 OK

8, 4.5, i | Lock
1920, 1080 ST

Versions

rectangle

Appearance
Output

Hierarchy

Object options menu for a Screen

Renaming an object

The first option is rename, followed by an editable text field.

To rename an object:

Type the name of the object in the rename text field and hit Enter (or click the ok button to the
right of the text field). If the new name already exists, a small message will pop up explaining this.

Duplicating an object

The second option is duplicate , followed by an editable text field.

To duplicate an object:

Type the name of the object in the duplicate text field and hit Enter .
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Locking and unlocking an object

Objects can be locked to prevent other users from accidentally editing their contents. A locked object
shows a red title bar with the word [LOCKED] appearing to the right of the object name.

(] curface 1 [LOCKED]

Appearance
Output

Hierarchy

Locking an object prevents other users from accidentally editing their contents

A locked object can still be edited to test what happens when you edit its properties. However, the
modified properties will not be saved when exiting d3. Unlocking the object will cause the valuesto be
saved as normal.

To lock an object:
Left-click lock from the Object options menu.
Warning: people sometimes fail to notice the red title bar and make edits to locked

objects, expecting them to be saved. Disguise does not warn you that the changes
have not been saved when quitting without unlocking. Therefore be careful when you

are using this option. A future release will issue a warning if locked objects have been

edited and give you the option to save them.

Unpacking an object

For step-by-step instructions on how to import/export objects and from one project to another, please
see the Importing/ ExportingBetween projects.
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Rolling back an object to a previous version

The final option in the Object options menu, roll back, is used to roll back an object to a previous

version.

Any time you exit the software, the state of every object is saved. Hitting Alt-W will also save the state of
every object in the software (only objects that have changed will be saved). Every object stores the
previous seven versions, including date-stamps, for when they were created.

To rollback an object to a previous version:
1 Openthe objects editor and right click the title bar. This will open the Object options menu.
2. Selectrollback from the Object options menu, then you will see a list of version date-stamps.

3. Left-click the date-stamp you want to roll the object back to.

EB' Import Surface "surface 1' From: history

Last Hour ¥
joes user guide project_historyl0__25 _may_2017_15h21m47s%8 7 ms
joes user guide project_history?__25_may_2017_15h21m455172ms
joes user guide project_history8__25_may_2017_15h20m245909ms
joes user guide project_history?__25_may_2017_15h15m2465918ms
joes user guide project_historyé__25_may_2017_15h10m2465914ms
joes user guide project_history5__25_may_2017_15h05m2465903ms
joes user guide project_history4__25_may_2017_15h00m2465905ms
joes user guide project_history3__25_may_2017_14h55m27s208ms

Today
Yesterday
This Week
This Month

Older

The Disguise software saves the last seven versions of an object with their date-stamps, opened by
right-clicking an objects title bar and left-clicking Rollback

If the object cannot be roll-backed because it has been deleted, or the current .d3 Project file becomes
corrupted or otherwise fails to load, it is possible to revert to a previous version of the .d3 Project file. For
information on this feature please see the above sub-chapter Auto-backup.

For information on how to use the other options from the Object options menu please see editing

objects topic.
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Editing objects

Types of object properties

An objects properties can be categorised into four types. Examples of these four types are described
below using the example of a Screen object and its editor.

puffersphere rectangle

III!EI-.IEIIII

EPEEEEERERELNE
™

5

Properties of an object can be categorised into four types: Numeric, Options, Object, Array.

Numeric
With a numeric property, you are asked to fill in a numeric value.
Options

An option property gives you a fixed option list to choose from.
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Object

An object property refers to another object.

The example above highlights mesh as an object property. In this instance the mesh property is set to a
Rectangle mesh.

Array

An array property is used when an object property points to a list of other objects when you wish to edit
it.

In the example above | have left-clicked the mesh property to open the Mesh object library. Notice the
object library contains further mesh objects such as Concave and Cylinder objects which can be

swapped for the Rectangle mesh object. This is an example of an array property because the Rectangle
object points to a list of other objects.

The information below provides a detailed overview on how to edit the four types of object properties.

Editing numerical properties

There are several ways to edit a numerical property:

Adjust using the scroll wheel

Left-click the property name or text field and use the mouse scroll wheel for adjusting the numerical
property. Each step of the wheel will add or subtract a step value. Holding down the left Shift key will
step ten times faster; holding down the left Ctrl key will step ten times slower.

Adjust using the Arrow keys

Left-click the property name or text field and use the Arrow keys to adjust the values. Each click of the
Arrow key will adjust the value by the step value.

Type in the number directly

Left-click the property name or text field and type in a new value to replace the old one.
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Type in a numerical formula

Left-click the property name or text field and type in a formula, for example, (1+5)*4 . Press Enter to
replace the formula with the result.

surface 1
(il 8, 0
a, a, 0

(1+5)=4], 4.5, 1
1920, 1080

Change the minimum and maximum limits of a numerical
property
Right-click the object property name; this will open up a small editor with four values: min , max , step

and damping. By default, when min > max, there are no limits. If min < max, then the numerical property
is automatically restricted to the min/max range.

surface 1 EB ‘Offset’

0, 8, 0
a, 0, 0

8, 4.5, 1
1920, 1080

Minimum and maximum limits of a Screen objects Scale property

Change the Step of a numerical property

The step value controls the increment at which a numerical property changes.

surface 1 EB ‘Offset’
0, 8, i 0
u| GI

1920, 1080

Step value of a Screen objects Scale property
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Damping

If anumerical parameter is linked to a MIDI surface control, the damping value smoothens the incoming
MIDI value to a 0-255 range ( MIDI only ranges between 0-127). The higher you set the damping value,
the smoother the conversion will be.

surface 1 'Offset’
0, 8,
0, o,

B, 4.5, Step 0.1

1920, 1080 [Oroy 0

Damping value of a Screen objects Scale property

To see how to link a MIDI control surface to a numerical parameter in Disguise software, see the

Expressions section.

Editing an option property

Left-click the option property name or value; this will open up a small menu with available options. Left-

click the option you want.

Appearance

Output

Hierarchy

Option properties to decide how content should appear on a Screen object

Editing an object property

To examine or edit the object that the property refers to, right-click the object property name or

thumbnail.
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surface 1
0, 8,
i, 0,
8, 4.5, rectangle

1920,

Number of triangles

rectangle

Right-clicking Mesh to access an objects properties, in this example a Rectangle

Editing an array property

To swap the object for a different object, left-click the object property name or thumbnail. This will open
up an object library. Left-click an object thumbnail to select that object.

45,
1920, 1080 | wan @

Left clicking Mesh to access the Mesh object Library where you can swap an object for a different

object

Object property explanations

The Disguise software is able to provide useful explanations on different object properties. To enable
Disguise to display explanations of object properties:

Hit F1

Hover your mouse cursor over an object. A text box should appear that provides an explanation of
that particular object property.
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surface 1
0, 8, 0
0, 0, 0

8, 4.5, 1
1920, 1080

—i— The mesh that defines the shape of the object

rectangle

Appearance

Output

ColourShift

Hierarchy >

Object properties explained in a useful text box when you hit F1land hover your mouse cursor over
the particular property

Hit F1 to exit this mode.

Hitting F1 will also open a Shortcuts menu . For more information on the Shortcuts menu, and to learn
all of the shortcuts in Disguise, please see the sub-chapter Shortcuts.

Separator tabs

Object editors may contain elements called separator tabs , which appear as lighter grey bars with a
sideways facing triangular arrow (when closed) or downward facing triangular arrow (when open).
Separator tabs hide additional editor text fields or command actions, collecting them into sensible
groups. Left-click separator tab to open or close it.
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surface 1
o, 8, 0
0, 0, 0
8, 4.5, 1
1920, 1080

rectangle

Appearance

Output

ColourShift

Hierarchy

Separator tabs dividing the Screen Object editor into Appearance, Output and Hierarchy
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Multi-edit

As of r16, you can select and edit most user creatable objects in a single editor.

Selecting multiple objects

Objects can be selected from their manager by holding CTRL and left clicking each individual item, or
by holding shift and selecting the first and last object in a range.
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° stage 1

Scene

LED Screens

DMX Screens

DMX Lights
Projection Surfaces

Projectors

Dynamic blend

projectors
projector 1
projector 2
projector 3
projector 4
+ —
Projector List...
Projector Study...
OmniCal Calibration...

Cameras >

Actions »

Editing multiple objects

1 Rightclick the selected objects from the manager or list.
2. The multi editor opens.
3. Select the items in the editor you wish to edit.

To select all, use hold SHIFT, left click the first and then last.

To select a sub set, hold CTRL and left click the desired objects.
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4. Enter anew value for the field you are editing, press enter to apply that to all other selected
items.

Please note: Not all objects in Disguise software currently support multi-edit functionality, so
occasionally you may find something that does not work with this functionality. If this

occurs, please contact disguise support.

Managing parameters displayed by multi editor

You can show/hide columns in the multi editor by right clicking the header and toggling parameters on
and off.
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Projectors

Resolution Brightness (Lumens) Feather Anti-aliasing Face Cull Mode

€ Show/Hide Columns [Projector]
Name (visible)
Resolution (visible)
Colour (hidden)
Render mode (hidden)
QuickCal reticle {hidden)
Brightness (Lumens) (visible)
Configuration (hidden)
Master fade (hidden)
Colour shift (hidden)
Feather (visible)
Anti-aliasing (visible)
Face Cull Mode (visible)
Offset (hidden)
Rotation (hidden)
Tracking source (hidden)
Scale (hidden)
Mesh (hidden)
Pixel mask (hidden)
Population mask (hidden)
Alpha (hidden)
Blend mode (hidden)
Content (hidden)
Colour Profile (hidden)
Colour LUT (hidden)
screens (hidden)
mask objects (hidden)
masking scale (hidden)
gridSize (hidden)
gridThickness (hidden)
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Object assignment hotkeys

As of r17.3, keyboard shortcuts can be set for user creatable objects, such as mappings, videoClips,
Textures etc. These shortcuts are useful for recalling objects stored in Quick Select Slots located in an

object's window.

Assigning hotkeys

Open an Object manager, such as VideoClip or Texture. This can be done from a layer by left clicking

the parameter to open the keyframe editor.
1 Leftclick the small arrow in the titlebar or right click anywhere in title bar.

2. The Quick Select Slots editor is displayed.

(-] videoclips (-] Quick Select Slots

= all @ sample/ @ testpatterns/ @ videos/ [ 1. videoin_1.mov
2. videoin_2.mov

EIE' New indirection sl
3. videoin_3.mov

eoclip:

e FE 4. videoin_4.mov
lﬁ S e oy @ 5. None
L ve W s © =

- - T I : g 1'% 7. None
ada.jpg bubbles.mov d3_bpc_16-9.d d3_color_4-3.png d3_color_16-9.png d3_test_4-3.png d3_test_16-9.png flying_birds.mov george.jpg glowing_circles.mov 8. None
None 9. None

0. None

| “ Clear Selected
]/?"f’ & it = a‘ c‘ a‘ a‘ Clear All

lena.jpg myfile.mov orhiting_gélaxy.mov particles_face.mov  river.mov test_balls.;nov test_street.mov videoin_1.mov videoin_2.mov videoin_3.mov videoin_4.mov

v2

yellow_swirl.mov

Edit videoclips Search:

3. Select aslot by left clicking, this highlights the target slot.

4. Select an object from the view by left clicking it.
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5. Thetarget slot is populated with the resource (as opposed to adding a keyframe to the
keywidget).

6. Close the Quick Select Slots editor to re-enable clicking a resource in the object view to target

the timeline.

Using hotkeys

When a keyframe editor is open that has objects that have hotkeys assigned, press the corresponding
number on your keyboard to quickly add that object as a keyframe at the current playhead position.

Removing hotkeys

1 Leftclick on a number slot
2. Leftclick Clear Selected or Clear All to remove all assignments.

The role of None:

By default the rest of the hotkeys (5, 6, 7, 8, 9, 0) are assigned to None. This does not represent empty
for properties such as Palette & Media/Video. The assignment of “None” within these properties to a
number slot is of utility as it can be used to cut a video to black. For properties such as Mapping
“None” represents the state of being empty.
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Object tracking source

Overview

Object tracking source, added in r16, allows the user to easily link an object in Disguise software stage to
an automation object. This helps to make it clearer, which automation devices are controlling which
elements in the stage and enables the user to assign whole sets of axis to an object at a time.

Workflow
1 Create objectsin the stage, such as screens, projectors, props etc.
2. Create an automation device.
3. Configure the automation device.

4. Assign the tracking source of the object to the automation device.

Example

Generated workflow

When setting up your automation device, create the axis as normal, but do not set the property field or

object field.
1 Rightclick an object to open its properties.
2. Leftclick the Tracking Source field.

3. Assign the object to a set of incoming automation axis.
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Creating-a-new-Motion-Controller.html

4. Surface should use chosen axis orbit/ position information.

Offset and Rotation fields should turn green to indicate that they are being controlled by

automation.

5. To clear, click the Tracking Source field and select None.

Per axis workflow

When setting up your automation device, create the axis as normal, but do not set the property field or

object field.
1 Rightclick an object to open its properties.
2. Leftclick the Tracking Source field.
3. Enter anew objecttrackingsource name and click OK.

4. Use the editor to assign each automation axis to a property of the object. |.E. Axis 1controls X

offset.

Offset and Rotation fields should turn green to indicate that they are being controlled by

automation.
5. To clear, click the Tracking Source field and select None.

6. Also try to set and then adjust the frame of reference in order to transform the input positions.
E.g. units or stage center.
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Importing & Exporting Objects

Transferring objects between projects

Disguise allows you to export objects from one project, which can then be imported into different
project. For example, you can export a track, stage object or device from one project into another. If an
object is dependent other resources in the project (e.g. a track might contain layers which use a number
of different mappings), the software automatically bundles all dependent objects into the same export

package.

The examples here will show how to transfer a track, surface or screen position receiver from ProjectA
into ProjectB. Many other types of objects in Disguise software can be exported and imported by
adapting the steps described.

Please note: From rl4.4 onward, a device with an identical name as the exported object must
be created in ProjectB prior to using the import feature. This will be remedied in a future

release.

Please note: Any assets such as video files, bitmaps or screen meshes need to be manually

transferred to the new project's folder in windows

Workflow

1 Make objects (tracks, layers, devices etc) in Project A.
2. Rightclick the header of the object editor you wish to export.

3. Click the export option. The file is written to a discrete D3EXPORT file in the output folder of the

project.
4. Inthe project folder of Project B. Make a Packages folder.

5. Copy the D3EXPORT file from the output folder of Project A to the Packages folder of Project B.
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6. Create an object with the exact same name in Project B.

7. Right click the header of the object editor of your newly created object.

8. Click the import option an choose the file you wish to import from.

9. Leftclick any items you do not wish to import that may be part of the object.

10. Click the Import select objects button at the top of the editor.

Examples

Transferring a track to a different project
To export a track from ProjectA:

1 Run ProjectA, which contains the track you wish to export

2. Rightclick the track title bar to open the track editor

3. Right click the title of the track editor

4. Leftclick Export

(] mytrack Options [Track]

Special Settings tEname: mytrack OK
Juplicate: mytrack 2 OK
Lock

Timecode Chase

Track Select i

MIDI Beat Clock Rollback
Import
Cue Table Export _|_

227



A file will be created in the output sub-directory of the project folder. This file contains the contents of

the track, its layers as well as any resources the track references (e.g. video files, mappings and audio

patches).
v s | output O X
Home Share View e 9
€« v 4 « d3 Projects » ProjectA > output v U Search output R
[ ] Name : Date modified Type Size
projecta_Track_mytrack.d3export 01/11/2017 12:49 D3EXPORT File 1KB

1 item

To import a track into ProjectB:
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1

In Windows, create a new sub-directory called packages inside the project folder

2.

3.

Vi s | ProjectB - ad X
Home Share View v @
&« v A « d3 Projects » ProjectB » v O Search ProjectB o)
(] Name Date modified Type Size
internal 01/11/2017 12:45 File folder
objects 01/11/2017 12:45 File folder
packages 01/11/2017 12:58 File folder
m ProjectB.d3 02/05/2017 13:29 d3 project file 192 KB
4 items 1 item selected State: @& Shared .
Copy the exported file into the new packages folder in ProjectB
[v] = | packages - O X
Home Share View v @
¢« v A < ProjectB > packages v O Search packages R
[] Name Date modified Type Size
projecta_Track_mytrack.d3export 01/11/2017 12:49 D3EXPORT File 1KB

1item

|

Run ProjectB
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4.

Create a new track called mytrack (must be exactly the same name as the track from which

you wish to import).

automatic

mytra cl=:| OK

=1 Set List

.

mytrack
track 1

Right click the track title bar to open the track editor

Right click the title of the track editor

Left click Import

6 mytrack
Special Settings

Timecode Chase

Track Select

MIDI Beat Clock

Cue Table

Options [Track]
mytrack QK
slicate: mytrack 2 OK
Lock
Versions

Rollback
Import
Export
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8. Select the file from which you wish to import

EB Import Track ‘mytrack' From: packages

Last Hour ¥
projecta_track_mytrack

Today
Yesterday
This Week
This Menth

Older

A list is shown, which includes mytrack and also any dependent resources which were
exported alongside mytrack. If an object with the same name already exists in ProjectB then
you can prevent overwriting it with the version from ProjectA by clicking on it.

EB import Track ‘mytrack’ from packages/projecta_Track_mytrack.d3export

import selected objects

Track

objects/track/mytrack.apx

9. Clickimport selected objects to bring the selected objects into ProjectB

Transferring a surface (or other stage object) to a
different project

To export a surface from ProjectA:
1 In ProjectA, right click on the screen

2. Rightclick on the title of the screen editor
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3. Leftclick Export

my surface Options [Surface]

my surface OK

cate: my surface 2 OK
Lock
Change Type

Versions

Rollback
Import

Export —|—
rectangle

Appearance
Qutput

Hierarchy

To import a surface into ProjectB:

1 Copy the exported from from ProjectA/output to ProjectB/packages

2. InProjectB, create a new surface with the name my surface (must be exactly the same name as
the surface from which you wish to import).

surfaces

ce! my surface OK

my surface

surface 1

3. Right click on the title of my surface
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4.

Left click on Import

Options [Surface]

my surface

my surface OK

ate: my surface 2 OK
Lock
Change Type

Versions

Rollback
Import —|—
Export

rectangle

Appearance

Qutput

Hierarchy

Select the file from which you wish to import

my surface
0, 0
a, 0
il

&

EB Import Surface ‘my surface' From: packages

0 | Last Hour ¥

projecta_screen?_my surface

1, Today

25

Yesterday

This Week

This Month

rectangle Older

Appearance

Qutput

Hierarchy
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6. Clickimport selected objects to overwrite mysurface's properties which the exported data

EB import Surface ‘my surface' from packages/projecta_Screen?_my surface.d3export

import selected objects

Surface

objects/screen2/my surface.apx

Transferring a ScreenPositionReceiver (or other
device) to another project
To export a ScreenPositionReceiver from ProjectA:

1 InProjectA, open the device editor

2. Rightclick on the title of the screen editor

3. Leftclick Export

mypositionreceiver ﬂi Options [ScreenPositionReceiver]
Disengaged dename: mypositionreceiver OK
: ce mypositionreceiver uplicate: mypositionreceiver 2 OK
Axes [ 3 Lock
: Versions
Expressions
Rollback

Drivers Import

>
>

Filter > o +
>

Prediction

To import a ScreenPositionReceiver into ProjectB:
1 Copy the exported file from from ProjectA/output to ProjectB/packages

2. InProjectB, create a new ScreenPositionReceiver with the name mypositionreceiver (must be
exactly the same name as the device from which you wish to import).
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3.

4.

devices

screenpositionreceiver OK

Maone

audio analyser

bef2000
dmx 1
osc 1

oxygend
uc33

Right click on the title of mypositionreceiver

Left click on Import

9 mypositionreceiver

Axes
Expressions
Drivers
Filter

Prediction

Disengaged

mypositionreceiver

>

>
»
>
»

(] Options [ScreenPositionReceiver]

Versions

mypositionreceiver OK

mypositionreceiver 2 OK
Lock

Rollback
Import
Export
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Select the file from which you wish to import

mypositionreceiver (] Import ScreenPositionReceiver 'mypositionreceiver' From: packages

Disengaged ||ast Hour

mypositionreceiver

v

projecta_screenpositionreceiver_mypositionreceiver

Axes * | Today

Expressions Yesterday

Drivers This Week

>

>
Filter * | This Month
Prediction * | oider

Deselect any objects you do not wish to overwrite in ProjectB. Click import selected objects to
import the selected objects' data

6 import ScreenPositionReceiver 'mypositionreceiver’ from packages/projecta_ScreenPositionReceiver_mypositionreceiver.d3export
import selected objects

FrameOfReference

objects/animationaxissettings/mypositionreceiver.apx
PosiStageMetDriver

objects/posistagenetdriver/psn.apx
ScreenPositionAxis

objects/screenpositionaxis/axis 2.apx
objects/screenpositionaxis/axis 1.apx

ScreenPositionReceiver

objects/screenpositionreceiver/mypositionreceiver.apx
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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 avideo 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_vimov" one

would need to name their replacement file as follows: "Video_v2_framel30.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 flenames when they occur
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Content versioning

Content versioning is a powerful feature of Disguise software that allows you to easily version and
subsequently replace mediafiles 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 mediafiles, 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

File Path E Read File Name - Version Notes =
myfile.mov myfile.mov No version supplied
myfile_vl.mov myfile.mov You can prefix the version with either '_v'
myfile.vl.mov myfile.mov ...or'.v'
. . But without those the version will just be part of the
myfile_1.mov myfile_1.mov
stem
. . Alternatively, you can put the version in a folder
/v1/myfile.mov myfile.mov 1 )
(without the'_'or'.")
/v1/myfile_vl.mov myfile.mov 1 You can even include it multiple times if you wish
...but if the versions don't match, it will cause an
/v1/myfile_v2.mov ERROR
error
If you're putting the version into a folder name, but
/1/myfile.mov /1/myfile.mov if it doesn't start with 'v' then it will just be part of
the stem
myfile_vlb.mov myfile.mov 1b Version tags can include letters too

Viewing an assets version

1 openthe videoclip editor (right-click a videoclip in a video layer)

2. selectthe 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.moVv’, 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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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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“ Home Share View
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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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Projectlocation

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.

Home Share View

ENE

& cut ¢ B x ﬁ'

w-| Copy path

Pinto Quick Copy Paste Move Copy Delete Rename Mew
access |?] Paste shortcut tor to~ - folder
|
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Placing mediafiles

Where do | place the media files for my project?
The mediafiles 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 timeline.

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

LutFile which contains LUT files used in the project. Visit this link for information on LUT files.
Mesh which contains all 3D object meshes (.0bj)
Notchfile which contains notch blocks exported from Notch.

RecordingFile which contains device recording files generated by Disguise's Devices Recording
feature.

sdpfile Session Description Protocol; these are network files that are used to send and request

information from a network stream
textfont stores all fonts used by the Text Layer.

VideoFile which contains all video files (.mov)

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

files.
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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.

Web which stores custom html files used by the Web layer.

Using Stills as Textures on props

Still images intended to be used as textures should be placed in the Objects/ DXTexture folder.

The maximum texture size supported is 16k x 16Kk.

VideoFile folder are available for use only in the Video Layers.

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

| = | objects — O x
Haome Share View e
- Y
» u & cut o | S ET i open - [ selectall
w-| Copy path - Edit 10 Select none
Pin to Quick Copy Paste - anv te Mew Properties
access o E] Paste shortcut Copyto 1 Rename folder p-.- £ History DD Invert selection
Clipboard Organize Mew Open Select
« v < trai.. » objects v O 2 Search objects
i
Mame Date modified Type Size
s Quick access
AudicFile 12/1/2021 10:52 PM File folder
[ Desktop * .
DxTexture 3/21/2022 2221 PM File folder
¥ Downloads ’ LutFile 3/21/2022 2:21 PM File folder
Documents * Mesh 3/30/2022 8:03 AM File folder
[&] Pictures * MatchFile 3/21/2022 2:21 PM File falder
- RecordingFile 12/1/2021 10:52 PM File folder
P sdpfile 471472022 3:51 PM File folder
VideoFile 471472022 4:37 PM File folder
Web 372172022 2:21 PM File folder
i
E This PC
[_} Metwork
< >
Qitems  State: 3B Shared o &=
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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 .

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

1

4.

Ensure the mediafile is saved to a supported file format.

Open the objects folder.

Place the mediafile 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.

| Iﬂ = | Mesh — O *
Home Share View 0

] — / ' i - T -
. D d Cut « (e x 4' LT_;‘._]NEW item \ﬂ lopen BHSeIect all
I—] w.| Copy path -T__'| Easy access = Edit Select none
¢ Copy Paste - Move Copy Delete Rename New Properties
EI Faste shortcut ta~ to- - falder - £ History DDImrert selection
Clipboard Jrganise New Cpen Select
&« - P <« Documents » d3Projects » Joes User Guide Project » objects + Mesh v O Search Mesh p=]
~
; Downloads L) MName Date medified Type Size
d3 Projects r} arena.obj 12/05/201712:06 3D Object 466 KB
= Decuments B cylinder.obj 12/05/2017 12:06 3D Object SKB
&=/ Pictures I} deme.ohj 12/05/2017 12:06 30 Object 724 KB
& | d3 Designer B drurmer.obj 12/05/2017 12:06 3D Object 108 KE
1| Getting Started I} guitarist.obj 12/05/2017 12:06 30 Object 13 KB
) B man.cbj 12/05/2017 12:06 3D Object 105 KB
o Objects

B palace_screen.obj 012 16:04 3D Object 9,928 KB
I} singer.obj 2/05/2017 12:06 3D Object IBKE
P2 Box Sync I} theatre.obj 2/05/2017 12:06 3D Object TOKE

'l woman.obj 12/05/2017 12:06 3D Object 20KE

o Project Structure

#@ OneDrive

[ This PC

[ Desktop

|if| Documents

* Downloads

J& Music

=/ Pictures

B videos
BOOTCAMP (C:)

& Netwnrk A

10items 1 item selected 9.69 MB =

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

1920, 1080 | 7

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.
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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 Ingestion History

Version Available Proxies Replaced Frames. teo Fi d3 Import Date
test patterns/d3_color_4-3.png 13 nov 2015 15:55:30.834

.| myfile 3 121/41/ 187 - 375 i 13 nov 2015 15:55:30.834

myfile Full 1/2 1/4 1/8 i 13 nov 2015 15:55:30.818

myfile Full 1/2 1/4 1/8 jideos, - 13 nov 2015 15:55:30.818

B 43 test_4-3 Full s _4-3, 13 nov 2015 15:55:30.818

george sample/george.ipg 13 nov 2015 15:55:30.818

NA
-

: d3_color_16-9 test patterns/d3_color_16-9.png 13 nov 2015 15:55:30.803
—

sample/lena jpg 13 nov 2015 15:55:30.803

_ | myfiel videos/myfiel_v4.mov 13 nov 2015 15:55:30.803
P d3_test_16-9 test patterns/d3_test_16-9.png 13 nov 2015 15:55:30.803

videoin_1 videoin_1.mov 14 apr 2015 19:54:35.944

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-clickincorrect asset name.

2. Selectthe option ‘move to asset’ and click the correct asset.
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Media Ingestion History

d3 Import Date

: ! - Full est -3.png 13 nov 2015 15:55:30.834
—

__ | myfile 3 Full 1/2 1/4 1/8 videos/myfile_va_frame187.mov 13 nov 2015 15:55:30.834
_ myfile Full 1/2 1/4 1/8 videos/myfile_v2.mov. 13 nov 2015 15:55:30.818
myfile Full 1/2 1/4 1/8 videos/myfile_vi.mov 13 nov 2015 15:55:30.818

¥ d3_test 4-3 Full test patterns/d3_test_4-3.png. 13 nov 2015 15:55:30.818

george Full sample/george.ipg 13 nov 2015 15:55:30.818

test patterns/d3_color_16-9.png 13 nov 2015 15:55:30.803

sample/lena.jpg 13 nov 2015 15:55:30.803

videos/myfiel_va.mov 13 nov 2015 16:55:30.803

5t_16-9.png 13 nov 2015 15:55:30.803

14 apr 2015 19:54:35.944

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
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Removing mediafiles

How do | remove media files from my project?

Media can be removed from a project at the Windows level directly from the VideoFiles folder within

your Project folder .

Please note: While media files can be added to a project while it's running, media files can not

be removed while the project is running.
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Home Share View o
f u dy Cut Maove to X Delete - %Y w Open ESEIECH”
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access ,|ﬂ Paste shortcut Copyto Rename folder - & History DD Invert selection
Clipboard Organize Mew Open Select
« v g <« ftrai.. » objects v O £ Search objects
el
Marne Date modified Type Size
# Quick access
AudicFile 12/1/2021 10:52 PM File folder
[ Desktop -+ )
D Texture 3/21/2022 2:21 PM File folder
D load . ;
!’ aumoats o LutFile 3/21/2022 2:21 PM File folder
] Documents * Mesh 3/20/2022 8:03 AM File folder
&=/ Pictures * MNotchFile 3/21/2022 2:21 PM File folder
- RecordingFile 12/1/2021 10:52 PM File folder
P sdpfile 4/14/2022 3:51 PM File folder
VideoFile 4/14/2022 437 PM File folder
Web 3/21/2022 2:21 PM File folder
|
3 This pC
[_} Metwork
< >
9 items State:ﬂShared =

Once media has been removed from a project using this method, any layer within the project that is
referencing the content that was removed will now appear red in the timeline:

Video 3

» Video 2

To remove missing media from a project, follow these steps:
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1 Open alayer that is referencing missing media
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2. Left-click on the Video thumbnail in the Media tab of the layer to open the VideoClip library

VideaClip
& [ @ contenttemplates/ @ sample/ @ test patterns/ @ versions/ @ videos/ B
ndir [] OK ¢ Clip oK Edit VideoClip

2d_temp_cube_1536_1024.png  2d_temp_fe 80 .png ada.jpg d3_bpc_16-9.d d3 color_ 4-3.png d3_color_16-9.png d3_test 4-3.png d3_t
None

— e D«

myfiel. mov yfile A particles_| X test_balls.mowv videoin_1.mov videoin_2.mav videoir]

VideaClip

& [ @ contenttemplates/ @ sample/ @ test patterns; sion & videos/ i

