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This is a “quick start guide” designed for people about to use

e

Yamaha PMS5D for the first time. It is not a guide to audio
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mixing and it assumes the reader has experience of analog
mixers. [t does not cover all features or all approaches to
PMS5D use, nor does it replace the manual; we recommend

referring to the manual if further information is required.
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PM5D / PM5D-RH Quick Start Guide Part 1

The PM5D / PM5D-RH Quick Start Guide is in three parts.

Part 1 (Introduction and set up walk through guide);

1))
2)
3)

An overview of the PM5D connections, the layout of the surface and main mix features.
A quick explanation of storing / recalling and saving / loading.
A walk through example of how a band’s engineer could set up the console for a specific show. The walk through

goes as far as the creation of the first scene of the show.

1))
2)
3)
4)
5)
6)
7)
8)
9)

10) Storing all that as a starting scene

The set up walk through guide covers; 362 pages of manual and then the editor and driver guides.
Mmmm... there has got to be a quicker way...

Inputs naming and patching

Phantom set

Outputs naming and patching
Effects patching

Matrix naming and patching
GEQ patching

User defined keys programming
Assignable faders assignment

Monitor on fader if required

Part 2 (Store edit and save);

1)
2)
3)

Storing and editing stored scenes using PREVIEW mode, Global Paste and Tracking Recall.
Recalling scenes and limiting the recall with Recall Safe or Selective Recall.
Saving and loading with a PCMCIA card; how to save individual libraries or scenes and load them into another

console without loss of audio or data on the receiving console.

Part 3 (PM5D Studio Manager and Editor quick start);

The guide covers the PM5D Editor and how the set-up and actions covered in parts one and two can be achieved with

the Studio Manager Software.
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Get in front, and behind the PM5D and get familiar with the
layout.

Connect your PM5D just as you would an analog desk and switch on.

Note that the PM5D-RH does not have analog insert points as standard; there are dynamics on all channels, but for

external inserts you need additional MY option cards.

1 to 48 mic / line level inputs

Lamp connectors

USB connector for Studio Manager

PSU connector

Miscellaneous audio and control
connectors

Main outputs, MATRIX, MONITOR and
CUE outputs

8 mic/ line inputs to the stereo
channels

Note; PM5D-RH has 8 mic/line inputs.
PM5D has 8 line inputs.

24 MIX bus outputs

Differences in connectivity between PM5D and PM5D-RH;

On PM5D-RH there are 48 mic preamps patched by default to the 48 mono channels and a further 8 identical mic
preamps patched to the 4 stereo channels. With PM5D there are 48 mic preamps patched to the mono channels and

8 line inputs patched by default to the 4 stereo channels. In addition PM5D has 48 analog insert points on the mono
channels.

Both models share the same outputs and the various 2 track inputs and outputs.

PMS5D-RH could use the 2 track connections for insert points but for large numbers of insert points you need to use MY

cards in the option slots.

The MY Cards; Mini Yamaha General Digital Audio Interface Cards;
sometimes called MiniYGDAI cards.
There are four MY card slots on PM5D. The cards allow extra audio connectivity in various formats; AES/EBU,

CobraNet, ADAT, analog, etc. See www.yamahaproaudio.com for the latest list.

Note; The maximum capacity per slot in digital formats is 16 channels of in and out at 48 kHz or 8 channels in and out at 96 kHz.
Note; The maximum capacity per slot in analog format is 8 channels in and out.

Note; MY cards just give more connectivity; they do not give more processing channels!


http://www.yamahaproaudio.com
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Scene 000; a good place to start.

SCENE MEMOAY

Before working on an analog console it is customary to check that
the console has been “set to zero”. This normally means setting the
gain to minimum, the EQ to flat, auxes to zero, group routing de-
selected, insert points switched off, etc. Look at and check upwards
0f 2000 knobs! PM5D can memorize its settings, so Yamaha have
provided a handy memorized scene (Scene 000) where the console is
set to zero, ready to start at the touch of a button.

Note; Recall Safe functions can prevent some resetting; for a full

initialization of the console see page 13, or see section on Recall Safe in
Part 2.

To recall scene 000, press
the up / down keys until
“000" flashes in the SCENE
MEMORY panel. Then press
the [RECALL] key.

Getting the first sounds through PM5D in “Ten Easy Steps.”

1 Pluginan
input source.

2 Plug in the PA to
STEREOAL&R.

3 Adjust the gain with this
knob on the regular PM5D.

4 Ifyou have a regular
PM5D go straight to step
5.0n PM5D-RH, turn this
encoder to set the gain.

5 Check the signal level
with this meter.

-0 -~
INBERT  INSERT

i 12 6 Check the channel is ON

with this key.

3 On PM5D-RH, check this
[GAIN/ATT] key is pressed
and the light is on.

7 Push up the fader. |

ATEAEO

8 Check the output
is ON with this key.

9 Push up the fader
and listen!

10 Smile! You've done it!
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The layout 1: The select [SEL] key, the layer [CH 1-24],
[CH25-48],[ST IN 1-4] and [FX RTN 1-4] keys and the [MIX
SEND] / [MIX MASTER] keys.

At first glance the PMS5D looks radically different from any other mixer; either analog or digital... and it is. However
after a very short time operating the console it becomes familiar and the benefits of all the extra features make the effort
worthwhile.

There is not a “knob for every single function” so you must learn the three key presses to access the channel strip

controls;
The [SEL] keys assign the SELECTED CHANNEL The [MIX SEND] and [MIX MASTER] keys toggle the mix
controllers to the selected channel. There are encoders between being like the vertical column of mix send
[SEL] keys for all the input, stereo input, MIX, knobs above a channel and the horizontal row of mix master
MATRIX and master output channels faders in the center section of an analog console.
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The fader layer (or fader bank) keys toggle the input mono
faders between CH 1-24 and CH 25-48 or the input stereo faders
between ST IN 1-4 and FX RTN 1-4.

With these three key types you can assign the surface controls to access any control you would find on an analog
console and plenty more features too.

In fact you don’t even need the screen to mix; it’s just for set up and to give extra visual feedback and access for extra
mix functions.
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The layout 2: Navigating the screen menus.

It is possible to mix a complete show without using the screen. However the screen menus give access to many setup

functions and allow you to see information about how the console is configured.

| DISPLAY ACCESS keys |

DISPLAY ACCESS

EFFECT GEQ  SCENE MIDI/REMOTE UTILITY SYS/W.CLOCK METER MON/CUE
OUTPUT

PATCH INSERT COMP DELAY DCA/GROUP MATRIX/ST VIEW

INFUT

PATCH HA/INSERT @/EQ GATE/COMP DELAY DCA/GROUP PAN/ROUTING VIEW

Navigating the tabs;

Press the [DISPLAY ACCESS] key to move through the
tabs forwards.

Hold the [SHIFT] key and press the [DISPLAY
ACCESS] key to move through the tabs backwards.
Double click the [DISPLAY ACCESS] key to go directly
to the first tab.

Press and hold the [DISPLAY ACCESS] key to move
through the tabs backwards.

| Data entry panel |

SCE! EMEMORY

000 Init al Data

PRFFFRFACE 1 LfMR018 SN TISFR DFFTNF | SAVF [ 10AD [FADFR ASSTON| SFRORTTY

PRESENT TIME
15:25: 30

METERSECTION

UTILITY CH1-24 | STIN ||

BRIGHTNESS
PANEL UNLIY PUINI

UPPER PART DISPLAY

PANEL ASSTSTANCE LiLs -

PANEL BRIGHTNESS NAKE DISPLAY %
LED BRIGIHTNESS {1} (1] s WATH (L0

LBD BAUK L1GHT HIGH mn 1 teAl

UARNING DISPLAY
TINE CODE DROP | DN
DIGITAL 1/0 ERROR
HIDT 1/0 FRROR

—— SOFTUARE VERSION ——

SYSTEM VERSION V1.20

TRACK PAD / HOUSE
TRACK PD TAPPING DISNBLE
HOVING SPEED HID

SUREEN 1195
SHOM SCREEN TIPS {_OFF |

= CHRNNEL NANE NUMERIC DISPLAY
ENGODER VALUE
FADER WALUE

SELECTEDICH'| | MIXSEDTION! | &
b'j’i" sa.u

FADERBTATUB] ..

4‘ CH 124 “DeA | STIN ||

Display access;
Press the [DISPLAY ACCESS] keys to bring the various
displays to the screen. Each key has several screens

accessed from it; these are shown by “tabs.”

Navigating the screen;

The data entry panel lets you select and alter parameters
shown on the screen.

There is a choice of methods to use;

Use the track pad to point the arrow at a button and click
to press the button; the flashing red cursor frame will
move over the button and the button status will change.
Move the flashing red cursor frame using the four arrow
keys and press the [ENTER] key to press the button.
Where the parameter control has a series of options,
move the red frame over the box and either use the
[DATA] encoder to scroll through or you can mouse
click on the [<] / [>] arrows at each side of the box.

What the screen shows;

Upper part; (always visible) shows useful information
such as scene name and next scene, the function of the
meters and the time / timecode or cascade status and
clock speed.

Main area; shows the function parameters and the tabs.
Lower part; usefully identifies the name / number of the
SELECTED CHANNEL, the fader banks and the status
of the [MIX SEND] or [MIX MASTER] keys.
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The layout 3:Where are the input channel controls?

The input channel strip controls are in the blue SELECTED CHANNEL area, the red MIX SEND/MIX MASTER
area and the faders are in the two fader layers. Remember to use the [SEL] key to assign the selected channel, the [CH
1-24], [CH 25-48], [ST IN 1-4] and [FX RTN 1-4] keys to choose the correct faders and the [MIX SEND] and [MIX
MASTER] keys to choose AUX send control not MIX master.

The selected input channel

I Input delay

Gain, polarity,
attenuation

High pass filter

4-way parametric EQ

OVAMAHA

MIXSEND /- : d
Tes: "MIX MASTER :: SELECTED
3 : . = CHANNELS

EEEEEEEE

2R y o o elele
(T T AT T

== ' Aeo) "Ti—‘ll
Mono input.fader. banks ssighable l’ﬁ‘ USEGL(QIO -1
fader banks inputs -.

Full feature gate and
comp with selectable

send point. ki

Input fader banks
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Mono input fader banks; 2 banks of 24 faders

Pan, routing

DCA and mute
selection

Input master fader,
on/off, meter, group
indication, cue
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The layout 4:Where are the output channel controls?

The outputs share the same selected channel controllers as the inputs, but some are not available; like the gate, and HA
gain. Remember to use the [SEL] key to assign the selected channel and use the [MIX SEND] and [MIX MASTER]
keys to select MIX master control not AUX send control. Assignable faders can be set to work as MIX masters.

The selected output channel

Output delay Assignable fader banks, Inputs, Outputs and DCAs

8-way parametric
EQ
Full feature comp

)

SEL

cu A
e EEEEEE

Output master
fader, on / off, group
indication, cue

Masters A+B
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The layout 5: The multi-function encoders.

Above the input faders and naming strip there is a row of multi-function encoders.

Press the white key again to
toggle from HA to ATT; the
LED panel shows the current

state.
The ALT LAYER is the hidden
FALER ENCODERIMOLE layer of 24+4 faders beneath
E E ,E, E the top layer input faders.
The multi-function encoders HASEND, B T
have four functions, assigned by BEEEEEEEH
buttons in the ENCODER MODE 8
panel; - =
1) PAN (pink) L
2) GAIN/ATT  (white)
3) ALTLAYER  (grey) £l
4) AUX send  (blue 1-24)
e

ON PRE
PAN TO STEREO PAN No function
GAIN  +48V (setin pref. 2) — GAIN  No function
ATT No function ATT No function
ALT Channel ON on ALT LAYER ALT No function
AUX ON for chosen aux AUX Pre fade aux

10
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Storing / recalling and saving / loading on PM5D.

PMS5D can store up to 500 user scene memories (like snapshots on other consoles) and recall these scenes, together with
other data, from the console or session file. PM5D can only hold one session file internally, but other sessions can be
saved and loaded via PCMCIA cards or through an on line connection with Studio Manager. Sessions can be merged
using ADVANCED save / load procedures.

Saving and storing; what'’s the difference;

Note the use of words on the console: STORE is for storing scene memory within the console; (BASIC) SAVE is for
saving to the PCMCIA card. ADVANCED SAVE is saving to a PCMCIA card but with new library number locations.
RECALL is for scenes, LOAD is for sessions and libraries. There is more information about saving and loading in part
2 of the guide.

Store a scene;
Use the console SCENE MEMORY panel to store scenes; use arrow keys to choose a location and press the [STORE]

key to store.

R PR The SCENE STORE pop-up appears;

Type a scene name using a computer keyboard (connection point under the arm-
rest), then press the [ENTER] key to store. Or click on the screen keyboard and the
[STORE] button with the track pad. Confirm with the [OK] button.

PRESENT TIME METERBECTION
12:05:52

SCENE MEMORY AT PRESENT TIME METERSECTION

UTILITY | 051 12:06: 32 |
BTN

LINK LIBRARY SELECT
INPUT PATCH LIBRARY No. OUTPUT
e

Coanoric | [ofl 0 |conorioov |
[Goneric | gl o0 | Goerin v |

SCENE 11ILE

Elx|a|m|e|l]e|s| [slelnlelr]ild

| - (s for | [oioar] [« ]
[ PaTelulslal~Tulalclol Jeli]~]
{[_eoey | (1[z[afals{s[7[nlalol-[-[\"]
[a[wlefr]x[vuls[ofec]1Te]2]
X {03 3 1 R 3 0 L
| [VIRINTHI. [ T2]<l>02]
[ sonce |

FADER STATUS FADER STATUS

& INPUT CH STINIFXRTN =

CH1-24 | ‘BéA ||

SELECTEDGHIL | NTXBECTION) | (& [ =wetren
STINIL ‘ | —

m 1| CH1-24 [ 'Dca

Scene storing short cuts and tips;

1) To speed up the scene storing process, disable the [STORE CONFIRMATION] in the PREFERENCE 1 tab of
UTILITY menu.

2) To speed up even more, enable [AUTO STORE] in the same preference section. This does not actually auto store,
but means a double click of the [STORE] key stores without renaming etc.

3) When storing a scene, the PATCH and HA LIBRARY data are stored automatically if a change has been made.
In the SCENE STORE pop-up, there is an option to [OVERWRITE] the current libraries (useful when working
towards one final patch and HA setting) or [NEW] useful when each scene has its own patch and HA settings...

but be aware that there are less patch and HA memory positions than there are scenes.

11
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PM5D set up; a walk through guide.

These are a typical documents indicating a bands input and output needs for a large monitor system. The aim of this
guide is to work through the processes of setting up a PM5D for this show. Most of the techniques and ideas used will

apply equally for a FOH or broadcast set up.

THE EXAMPLES

LiyE

Output Channel list for THE E:
XAMPL,
As; August 2006 =

PLEASE b( | )
ORGANIC npu;:?::;ﬂ;;;;:r THE EXAMPLES
PLEASE N
Crew party
touring staff}
DRESSING
BAND DRE
BEVERAGES
1 TEAKETTY]
FULL ASSOR
WITH LEMO|
PEELER
PLATES, sIL
1 DOZEN RE
1DOZEN ¢O
Fresh Cut Flo
VERY IMPOR
memories of y,
1 bottle of sxc,
between 88 an
1 bottle of exc
12-1LITER
2 CASES (48)
6 COKE, 6 DI
6 ASSORTED
4 SMALL Twi
1BOTTLE PO
6 BLUE GATO
6 CORONA, 6
4 GUINESS P|
1 FRESH SUs %] Se04- Loore
HOULD ,NCL 40| SEQ 3 - BASS
VEGETARIAN | 42| Seas iy v
1ANTIPASTO 42 SEqS KEVIR
ARTICHOKE H e o
GOURMET 84 j::g Seas-vox "
1 GOURMETC 7| SEQ 10 - vOX
AND SEEDLE]] 5| SEq e CU0E
rHoLE Fruf e o
1CUT FRESH “
1CONTAINER| 29 T’;ﬁ%fg,g;ﬂ
AND ABOUT Fff %/
CHOCOLATES
APRICOTS, Y

Ch__Channel

Wireless IEM
Wireless IEM
Wired Ears

Wired Ears

Wireless IEM
Wireless IEM
Wireless IEM
Wireless IEM
Wireless IEM
Wireless IEM

Plus Extra Belt pack for Keys Tech
Plus Spare Pack = 3 packs
Plus Spare Belt Pack = 2 packs

Plus Spare Belt Pack = 2 packs

Plus Spare Belt Pack = 2 packs

Spare IEM

Wedge Cue L
Wedge Cue R
IEM Cue L
IEM Cue R

MXL58 switch

PM5D rider specifications;
When specifying a PMSD console, we suggest you make it clear which model you prefer; PM5D (Manual Head Amp)

or PM5D-RH (Recallable Head Amp). Also specify you need the latest console firmware, any MY cards, spare PSU,
desk lamps and mains power for your laptop to run Studio Manager. Always provide your own PCMCIA card for data
back up and loading and remember your USB cable for Studio Manager connection!

If you need more inputs than one PM5D can provide you can cascade link (bus link) multiple PM5Ds or from summer
2007, you can specify a DSP5D “console expander”. These extra channels can be remotely located using a lightweight

cat-5 cable if you specify the DCU5D cable unit.

Other Yamaha specifications;
Did you know you can also specify Yamaha DME64N DSP engines for extra matrix options and extra graphic EQ

controlled from the PMS5D or for speaker processing, format conversion and many other useful functions. Yamaha make

touring grade amplifiers and professional installation loudspeakers too; details from www.yamahaproaudio.com.

Continue to next page...

12
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Can PM5D meet the spec? Use DSP5D for more input channels.

In PM5D or PM5D-RH there are;

64 MIX channels made up of 48 fully featured mono and 8 stereo inputs.

24 MIX buses with EQ and comp to cover auxiliary send and audio sub groups.

STEREO out bus with A and B channels.

8 MATRIX outputs and the stereo MONITOR / CUE bus.

Also there are 8 multi-effects engines and 12 ways of graphic EQ.

If you need more inputs you can bus link or “cascade” more PM5Ds!! The DSP5D rack mount “console expander”
works in a similar way but takes up less space! Both will double the available input count and add another 8 way
matrix, 8 effects engines and 12 graphic EQs.

If you need more than 24 MIX groups and 8 MATRIX buses then we recommend the Yamaha PM1D mixing system.
PMID has 48 MIX buses and 24 MATRIX buses.

P L=, = ol
PM5D DSP5D DCU5D

PMS5D and PM5D-RH can both have expanded input counts by using the DSP5D rack mount option. The DSP5D can
be easily remote located using the DCUS5D cascade cable converter.

Preparing the console before you start.

First make sure the last users of the console have backed up any data in the console they wish to keep.

Next check the console software version; DISPLAY ACCESS > UTILITY > PREFERENCE 2. The software version is
shown here; we always recommend the latest software version for maximum reliability and best features. Find the latest
versions from www.yamahaproaudio.com/downloads/firm_soft/index.html Update if necessary, following instructions
from the website with the software. You will need a PCMCIA card.

If the software is current then initialize the console; this deletes all user memories and returns the set-up to the factory
default.

To initialize the console; power up the e

PM5D whilst holding down the [STORE] key.
Follow the on screen instructions to complete
the initialization. The power switch is on the
PW800W 19”rack mount PSU.

13
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Entering names and doing the patch; the planning stage.

Some important points to remember;
1) Mono channels can be paired to make stereo but only adjacent odd / even channels.

2) There are 24 channels in each mono layer and stereo channels are in two layers of 4 so avoid putting groups of

related channels across the layers. (Just like splitting related channels across a center-master analog console.)

THE EXAMPLES” have less than 64 channel requirement and many are stereo so they can be accommodated on the
PMS5D.
The most obvious candidates for the stereo channels are the effects returns, CD and ambience mics. There needs to be

on'e more stereo channel; this could be a stereo keyboard or stereo sampler line; but in this example the drum overhead
mics were chosen.

The revised list here shows this in the “First Attempt” column.

Input Channel List for THE EXAMPLES As; August 2006 i P .
el LIS oo At this stage it is noted that the stereo sampler lines are
Attempt! Attempt! i H . .
ticors - lempt! Mtemp in even + odd pairs so they cannot be linked into pairs. By
Ch Ch Ch Channel 4Nam! Mic +48V - P
EZI making the decision t i i
1 1 [ KICK B52 K52 [SH 53 O move a sin
i i T KIoK B Ksz oS y b ot gle channel the pairing
3| 3 3| SNARE TOP SNty SH 57 m M
4 4 4| SNARE IN SNig XLR Y € made; thisis Iabeled Second attempt-
5 5 5| SNARE BOTT SNbt KP 85 Y
6| 6! 6| TIMBALE Timb Theta 98
7 7 7| HIHAT Hats A 452 * Y W o
8 8 8| TOM 1 Tom1  |Theta 98 v ith “THE EXAMPLES", the choice i
9 9 9| TOM 2 Tom2  [Theta 98 Y Si | ! oice is made to keep the
10| 10, 10| TOM3 Tom3  |Theta 98 Y m R . . . .
1 1 11| TOM 4 Tom4  |Theta 98 \4 onvocalas the laSt Channel Ina |ayer, maklng it quCk
12| 12| 12| RIDE Ride A 461 Y to ﬁnd
13|Stereo 1L |Stereo 1L | OH SR Ohsr A 415 Y .
14|Stereo 1R |Stereo 1R| OH SL Ohsl A 415 Y
15 13 13| SPD SPD Active DI Y
16 14 14| BASS PRE Bss1 Active DI Y
17| 15 15 BASS POST Bss2 UHF Theta 98
18] 16 16| OCARINA Ocar UHF Theta 98
19 17| 17| SAX Sax UHF Theta 98
20 18 18| ACC GTR Acou BSS DI Y
21 19 19| GTR TOP GtrT BT 4051 * Y
22 20 20| GTR BOTT GtrB MD422
23! 21 21| LINE 6 Lin6 BSS DI Y
24| 22 22| HARMONICA Harm XLR
25! 23 23| SIMON VOX Simo UHF Theta 58d
26 24 24( SIMON VOX SPARE Sspr UHF Theta 58d
27! 25 25| BASS VOX John (Theta 57d
28 26 26|KEY VOX Nick Theta 57d
29 27 27|GTR VOX Andy Theta 57d
30 28 28(BV Anna UHF Theta 58d
31 29 29| YAMAHA AN1x AN1x Active DI Y
32| 30! 30| YAMAHA FS1R Voco Active DI Y
33 31 31|Motif ES Moti Active DI Y
34| 32| 32| YAMAHA CS6x L CS6L. Active DI Y
35 33 33| YAMAHA CS6x R CS6R Active DI Y
36 34/ 34{vL1L VL1L Active DI Y
37| 35 35|VL1 R VL1IR Active DI Y
38 36! >>37| SEQ 1 - LOOPS Loop XLR
39 37 38| SEQ 2 - LOOPS Loop XLR
40 38 39| SEQ 3 - BASS Bass XLR
41 39 40| SEQ 4 - FX FX XLR
42 40 41| SEQ5- KEY 1L Key1 XLR
43| 41 42| SEQ6-KEY 1R Key1 XLR
44 42! 43| SEQ7 - KEY 2L Key2 XLR
45 43 44|SEQ 8 - KEY 2R Key2 XLR
46 44 45| SEQ 9 - VOX Vox XLR
47| 45 46| SEQ 10 - VOX Vox XLR
48 46 47| SEQ 11 - GUIDE Gide XLR
49 47 48| SEQ 12 - CLICK Clik XLR
50 48 36| KEY TALKBACK KeyT MXL 58mic
51|Stereo 2L |Stereo 2L AMBIENCE SR Ambi A415 Y
52|Stereo 2R |Stereo 2R AMBIENCE SL | Ambi A415 Y
53[FX 4L FX 4L Talk to Stage TTS MXL58 switch
54|FX 3L FX 3L CD CD L
55[FX 3R FX 3R CD CDR
56|Stereo 3L |Stereo 3L [DDL Simon DDL
57|Stereo 3R |Stereo 3R |DDL Simon DDL
58| Stereo 4L |Stereo 4L |Rev Simon RevS
59|Stereo 4R |Stereo 4R |Rev Simon RevS
60[FX 1L FX 1L Rev Sax Rsax
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Entering names and doing the patch; DISPLAY ACCESS keys.

INPUT

—_—— — -

PATCH | A/INSERT @¢/EQ GATE/COMP DELAY DCA/GROUP PAN/ROUTING VIEW

Press to get to NAME or INPUT PATCH page.

SCENE MEMORY PRESENT TIME METERISECTION

T SCENE MEMORY, PRESENT TIME METERBECTION
PATCH 00 Initial Data R 14:06:30 C 24 STIN

00 Initial Data 14:07:37 CH1-24 || STIN [

0T POINT ML INPUT POic L

INPUT CH NAWE EDIT

w1 e IR T R

i cH 1 Bisenofiil | cH1-24 | DEA"] sTIN

SELECTEDIGH!| | MIXBECTION: ||

SELECTEDICHI | NIXBECTION). (3 X = INFUT CH PR S AT S i P AT =

| X 1
L o1 Oiseno fl S m ] cH 124 | BERT] STIN [ o

To name input channels;
Click on the grey name button and a keyboard pop-up will appear. You can use this but an external computer keyboard

makes it much easier and quicker. Keyboard connection is under the front pad.

On-screen naming; time to think of new four letter words! At first this routine seems to have too

Mouse to first name, [ENTER] many [ENTER] key presses but its
Mouse to letter, click, x4 or external keyboard [ENTER] worth getting used to.

Arrow down one, [ENTER] Refer to your revised channel order
Mouse to letter, click, x4 or external keyboard [ENTER] to make sure each name is applied to
Arrow down one, [ENTER] the correct channel.

Mouse to letter, click, x4 or external keyboard [ENTER]
Arrow down one, [ENTER]
Mouse to letter, click, x4 or external keyboard [ENTER]
Arrow down one, [ENTER]
Mouse to letter, click, x4 or external keyboard [ENTER]

...... repeat up to 64 times......

To change the patch; DISPLAY ACCESS > INPUT PATCH;

The patch could be achieved analog style by moving the

XLR connectors in the back of the console, but to avoid e e — — —
physical patching like this confusing any other engineers It am srrie TEGM IR | (TR
using the console it is better to use the internal “soft

patch.” I

The blue blobs show the connection between the desk
channels (down the left) and the input sockets (across the

top). The default patch is 1 to 1.

Continue to next page... ! - AlFx RN
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To change the patch;

Simply click on the blue blobs to add or remove connections.

Confirmation pop-ups can be disabled in UTILITY > PREFERENCES 1 > PATCH.

An input socket can be patched to several channels (Y-Split) but multiple inputs cannot be fed to one channel. (That’s
what you need a mixer for!)

Tips for navigating the patch;

1) Use the [DATA] encoder to move the cursor frame left to right.

2) Press the [SHIFT] key and the [DATA] encoder to move the cursor up and down.
3) [If'the cursor is in a scroll bar pressing the [SHIFT] key gives extra fast scrolling.
4) Use the [SEL] keys to “Auto Scroll”. The cursor will jump to the selected channel.

To pair mono input channels as stereo;

Simply press and hold the two [SEL] keys for a second. The [SEL] key lights will both illuminate when the pair is
made. Only odd / even pairs can be made.

Odd No. Even No.

16
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Applying +48V to inputs.

On the regular PM5D model the +48V switch is located above the analog gain pots but the layout is different for the
PMS5D-RH.
There is no dedicated +48V switch in the selected channel.

There are two different ways to approach this;

[r— SCENE MEMORY Ty PRESENT TIME METERSECTION .
HA/ INSERT | 051 Examples seneric 13:32:22 1) Screen method;

! E— DISPLAY ACCESS > HA/INSERT > CH 1-24. On this page
(EIIEEN i STIN/EXHIN | INSTRT 1-74 | INSERT75-4H) INSERT STIN(HA | BRARY you can select +48V for the first 24 channels and so on.

SELECTEDICH MIXSECTION | % ' FADER'STATUS

4= INPLITCH

?' Simo CH 1-24 . DCA /|

;TR SCENE MEMORY <y PRESENT TIME METERSECTION .
UTILITY | 051 Examples seneric 13:42:14 | 2) Encoder mode method;

_ E [——1] This needs a preference setting in UTILITY > PREFERENCE
IJRHI NEF 7| USER DFFINE| SAVE | TIAD | FADFR ASSIGN| SELL . .
1.In the right hand column is a preference for; [USE
ALTO STORE AUTD CHANNEL SELEET ENCODER-ON AS +48V]. Now whenever the encoder
LINKED LigraRy PRoTECTION [TE; t INPUT CH | OFF_| owiE 8/ 2/2006 | . .
e - QUTRUT oA mode is set to GAIN/ATT, the ENCODER [ON] button will

AUTO DISPLAY e 13:42:14 | . . L .
STORE CONFIRMITION [T i activate +48V. Phantom is clearly indicated with a red

RECALL GONFIRMATION If PHASE/ATT .
ERUALIZER LED near the preamp inputs and meters.

STORE/REGALL PRANEL DPERRTION — INTERNAL GLOCK ——

paTCH —— DYNANICS

PATCH CONFIRKATION [_oFF | RER
DOA/NUTE/SAIT
STEAL PATCH CONFIRWATION BTN 10 HIX/STCRCO
10 MATRIX
GATE/CONP

GR HETER ON/OFF LINK [ 0N ]

HRETER SEGTION
FOLLDU INPUT LAVER SANE
FOLLOW MIX MASTER HODE |_OFF |

DUHARULE FEHSH INDIGHIE
HIX HINUS CONFIRMATION

SCENE UP/DONN KEV  SCENE +1/-1
LIST ORDER NORMAL |

SELECTEDCH!| | MIXBECTION| | /% ' FADER'STATUS

4= INPLITCH

L sima | | CH1-24 | 'DCA ||

This button turns on +48V
when encoder is selected
as GAIN. (Preference for
[ENCODER-ON AS +48V]in
PREFERENCE 1 must be set.)

+48V MASTER switch!!
There is a physical +48V MASTER switch on the rear

panel of PM5D-RH.
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Output patching.

Output patch for the main XLR outputs on the back of the console (MIX 1-24, CUE, MONITOR, MATRIX 1-8, etc)
are currently fixed and cannot be repatched. However, new firmware due for release in Summer 2007 will allow the
repatching of these sockets and they will be added to the menu of the output patch page for MY SLOT patching, two
track outputs and the internal FX inputs. We will look at FX patching separately.

Planning your outputs;

Only odd / even pairs can be linked to make stereo mixes so if

you use stereo outputs plan the mixes accordingly.

Wedge
Dual 15" Pwr SU

ech
. |plus Extra Bolt pack ©° Keys T

[fsdet? apare Pack =3 packs
" ‘;‘A‘i Szare Belt Pack = 2 packs

Belt Pack = 2 packs

To make a stereo output mix; Output naming;

Simply press and hold the two [SEL] keys and the mix Names can be added on the OUTPUT PATCH menu by
will become stereo; the [PAIR] light will come on. The clicking in the grey boxes, just like the INPUT PATCH
left encoder will become balance and the right level. The =~ menu. Named outputs appear on the console if outputs
[MIX SEND] and [MIX MASTER] keys must be in the are assigned to the assignable / DCA faders. (They are
(pink) MIX master position. assigned to D, E and F by default) Names also appear and
are very useful in Studio Manager.

0 amp les sene 0
4 DACK FOAKAND
UUIPUI PRIGH

D P | TBRARY. |+

HIRX1

=

e

5

Continue to next page...
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In addition to the electronic name system;
It is essential to name the MIX SEND or MIX MASTER. This is done with traditional tape and pen. Name the
ENCODER MODE keys too; these also function as mix cue buttons and are used a lot when doing monitors.

ENCODER MODE

MIX SEND / MIX MASTER naming for “THE EXAMPLES” ENCODER MODE keys named for “THE EXAMPLES”

Now is a good time to store;

See page 11 for how to store now!

SCENE MEMORY Choose a scene title like
“start-up” or “generic’,

this is not a scene you

will recall, just a store

to reduce the chance of
losing the work so far.
When you save to the card
or Studio Manager use the
production or band name.

FECALL
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Internal effects engines.

There are eight internal effects engines; each works like a stereo in/out SPX type multi-effects unit. All the units have

the same power and come loaded with Yamaha’s best REV-X reverb algorithms in library locations 46, 47 and 48. The

DSP of the effects engines can also be given up to run a Yamaha Add-On Effect package such as “Master Strip” or

“OpenDeck.”

Patching internal effects;

Effects patching can be done through the INPUT and
OUTPUT PATCH menus seen already or they can

be assigned directly from the EFFECT ASSIGN tab.
DISPLAY ACCESS > EFFECT > EFFECT ASSIGN
page.

Click the cursor on the input or output boxes and use
the large [DATA] encoder to choose the correct source.
Press the [ENTER] key to confirm and then move to the

next box.

SCENE MEMORY LECiTd METERSECTION

{ Examples seneric

PRESENT TIME
17:21:29

EFFECT 1
Stereo Delay

"e W B
)

INPUT | STERED DELNY INPUT
BYPASS

REY-X HOLL INPUT | REVERB HNLL
(__rnur__ |4 oveass |

REV-X HILL INPUT
[_rour ]

L OUTPUT | INPUT

. e |
EHHELT & EHFELT & EFFEET 7 EFFELT 8

Reverb Hall

OUTRUT | INPUT ouTRUT
DIz

INPUT RCVIRR 1Al | INUT REVTRR Al | REVPRA 1Al |
BYPASS C BYPASS CU CUE

BuipLl | INPUT uureul
o 0

C— | —

SEL[E\(IZ“TZE; CHI| [ INTXCSECTION] | /e | L FADER STATUS e = | | D
H = = - 48 r ' uses
John ‘ | it el i | DCA ‘ BANK A |

When patching a mono send to a stereo effect;

It is only necessary to send to the left side of the effect. The effect recognizes this and sends equally to both sides. If you

connect the same mix to both sides the input level will be doubled.

To change the parameters of an effect
from the default;

Click with the mouse or move the cursor over the
picture image and press the [ENTER] key. This takes
you to the EFFECT PARAM tab for that effect.

From here use the cursor and [DATA] encoder to edit
parameters or click on the [LIBRARY] button in the
top right to choose a different effect. You can store your
own effects settings in the library too.

PRESENT TIME
12:26:35

—TT— SCENE MEMORY, =
EFFECT 1 Examples seneric
|« o [ rumes | [ =
AN EFFECT sSIGN| EFFECT LIBRORY] PLUG-IN|
mout EFFECT 1 | NPT

METERSECTION

KIX BRI ANDT
Stareo Dalay
& B
- g J\
STERED DELAV
2172001
A DELAY L DELAY I

197 |BPK

MmoR HI.RATIN
®

m_|_m o Thru | 10,
SELECTEDICHN | MIXSECTION! | /&
cH2s [ . ‘ =
7 5 |

ohn

| " e e FADER BTATUB I <

cH2s-ssffisryiliFx RN

Both the effect parameters and effect type are controlled by scene recall. The memory is stored with the parameters of

scene memory. “THE EXAMPLES” engineer also stores the singer’s favorite effect settings in the FX library for recall

and for loading into other consoles.
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The matrix.

The PM5D matrix has 8 outputs and is fed by the 24 MIX buses and the two STEREO master buses. You can pair

matrixes just like mixes.

MATRIX MATRIX

To send a mix to the matrix;

Press and hold or double click the MATRIX

! A& L : [SEL] key. The MIX [SEL] lights will flash and
ﬁ uiﬂ cuE i E E c g L|cue S the encoders will show the levels or pans sent to

the chosen matrix. Alternatively press and hold or
double click the [SEL] key of a mix or master to see

the amount sent to the eight matrixes.

“THE EXAMPLES" use the matrix for their spare in-ear monitor system;
If there is a failure of a band member’s IEM system then their mix can be sent to the spare;
1) Turn on MATRIX 1 and 2 and pair them by press and holding both [SEL] keys.

2) Turn up encoder 2 to 3 o’clock to give unity output.

The set up is now ready.

When the spare is required,

1) Double click the MATRIX 2 [SEL] key

2) Turn on and up the mix that needs to go to the spare.

3) Double click the MATRIX 1 [SEL] key and check that L. and R are panned for stereo; or do this as part of the set up
for all mixes.

Now is a another good time to store;

See page 11 for how to store now!

SCENE MEMORY You can write over the
previously saved scene or
choose a new location if
you think you might ever
need to go back!
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Graphic equalizers, GEQ.

PMS5D has 12 internal graphic equalizers. These are 31 band, 1/3 octave GEQ with a choice of cut / boost depths and a
spectrum analysis of what is passing through them. Control of the GEQ faders can be done using the screen, cursor and
wheel but much more usefully the DCA / assignable faders can be used.

Assigning the GEQ; 1 Exawelos sener ic| | 16:32i55 |1 MIX (| MAT
GEQ can be inserted in any input channel or output bus,
including the MONITOR bus. Make assignments from
the DISPLAY ACCESS > GEQ > GEQ ASSIGN page.
Move the cursor over the data box and turn the [DATA]
encoder until the chosen MIX channel appears and press i
the [ENTER] key. The MIX insert point is automatically s w‘an i
switched on, but the GEQ is still switched off. Turn on

the GEQ from this page if required. Link GEQs together
if mixes are stereo.

|
1 [CC T 1 |

SELECTED/GHI| |MXSECTION] | R TR FADER STATUS 1/ .
| e e 25+ el  F

To operate the GEQ;

Access the GEQ PARAM page. You can use the cursor box and the [DATA] encoder, but to assign the GEQ to the DCA
/ assignable faders, move the cursor to the [ASSIGN TO FADERS] frequency buttons under the GEQ image and click.
Or use the short cut; press the [SHIFT] key and a FADER MODE bank button to assign the DCA faders direct to the
frequency group you selected.

SR SRR The [AUTO ASSIGN] button;
Switch this on to automatically assign the DCA faders to
GEQ functions whenever the GEQ PARAM page is opened.

SELECTEDICH) [ MIXSECTION] | Fe = i FADER'STATUS ..o m
B o] cHte | it | EERD |
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USER DEFINED KEYS.

There are 25 user defined keys; 24 in a block and one above the DCA fader section. The keys are all programmable to
a variety of tasks; the most common are “Bookmarks” or short-cuts to screens, “Next or Last Scene” and tap tempo for

delay type effects sends.

Access the user defined keys set up page from DISPLAY
ACCESS > UTILITY > USER DEFINE.

SCENE MEMORY. PRESENT TIME METER'SECTION.

—— SCENE MEMORY, g METER'SECTION
LITY 051 Examples seneric 18:00:20 [

|+ zecc | Fomeen s BT

UTILITY | 051 Examples seneric 17:58:20

[« ook ] |

| PREFERENCE | | PREFER Z(HEWEITE Save | LORD | FADER WSSIGN|SECURITY|

FFE RETER 7 R DEFINE TN SECURITY

BANK SELECT o FUNCTION PRRIAETENS

6 GEG PARAR PRGE
fn e fco] GLH PARAH PAGL
3 q GEU PARAM PAGE

Ll AFR PARAM PARF

LW PARAN PRGE

GEQ PARAH PRGE

GLR PARAH PAGL

GE@ PARAM PRGE

EFINED KEY [BANK Nl - KEY22] Parameter,
R PARAM PART _ GFA 1

PARNAEIER | PORNKETER 2 -]

PAGE BACK
PAGE_FORHARD
PRGE._BOOKMNRE

GE@ PARNA PHGE
AFE PARAH PANF AFR1?

HETER INPUT GR HETER EFFEGT PARAN PAGE

SCENE SCENE WEMORY
|EFFECT PARAN_PAGE EFFECT 1
CTTEGT PARAN_PAGC LT

EFFECT PARAN PAGE EFFECT 3
FFFEGT PARAK PAAF FFFFOT 4

A ] SELECTEDCHI | MXBEGTION] | & poren REaTEn FADERSTATUS T o rxamha
| ML V 2 e m ?
TEVA | | S CH 1-24 DCA m __BANK A |

TAP TEWPD CURRENT PAGE
SELECTEDCH MIXSECTION . " pog |+ H g FADER STATUS
m i STER |f 3 Sino CH1-24 | DcA | (@S

Move the cursor onto the grey arrows and click to open the USER DEFINED KEY ASSIGN pop-up. Scroll to find
a desired key and press the [ENTER] key. Scroll in the second column, and third if necessary, to precisely direct the

action of the user defined key.

Label your chosen user defined keys with tape and pen e E Em e

and make a note of them on paper to make transferring
the labels to another board easier.

You can even stick the labeling to the back of your set
list after the show and then reapply them to the next
desk the next day.

“THE EXAMPLES” engineer has used bookmarks for
the GEQs and 3 effects engines. USER DEFINED 9 is a
“LAYER SNAPSHOT?”; it works like a “home” key and

returns the layers to a familiar set up.
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Assignable / DCA faders.

These eight faders are multi functioning; they are either DCA masters or assignable to any user defined fader function.
There are 6 user assigned banks and the dedicated DCA bank.

SCENE MEMORY PRESENT/ TIME METER SECTION

To change the assignments from the defaults; | TR T EIT S Ty ey r i o
[ race | Fomsra s |
In the DISPLAY ACCESS area press the [UTILITY] key (PREFERENCE 1 PREFERENCE 2| USER DEFI £ | Lo (FIENCETON sectiry]

repeatedly to get to the FADER ASSIGN page.
Move the cursor box over the chosen fader name and use
the scroll wheel to reassign the fader. There is no need to

confirm; assignment is instant.

Default settings;
Input channels 25-32
Input channels 33-40

SELECTEDGH ) | MIXSECTIONI | /%

Input channels 41-48 CH 1 i ‘

MIX masters 1-8
MIX masters 9-16
MIX masters 17-24

The FADER ASSIGN page

o m g O w >

Note some features of assigned faders;

You can place the same fader control in many (or all!) of
the layers and positions.

They are not affected by FADER FLIP so are never AUX
sends.

Assignments other than DCA assignments are not stored in
scenes.

The [MUTE] key currently applies only when used for
DCA functions, but it will work as the on / off switch of a
channel with the new firmware available summer 2007.
They also can control GEQ bands; assignment is from the
GEQ pages.
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Cue system set up.

Understanding the cue/monitor relationship;

PMS5D has a single stereo CUE bus that feeds into the console monitor system. In addition the monitor system is fed by
copies of the mixes, matrixes and masters and the signals from the 2track inputs. This means that one of these sources
can be listened to when no channel is cued; this is a common activity in broadcast use. The default setting is for the
monitor to be fed by master A and the cue to interrupt this when selected. Levels are controlled by the rotary knobs on

the work surface. For FOH mixing there is an optional monitor delay to time align the monitor signal to the PA.

(—— SCENE MEMORY. PRESENT TIME METER SECTION
MON/CUE | 011 Generic ON 17:55:37

012 Gener o

(TAIKRAGK (TSI LATIR | NONITOR [ETFETE)

HONITOR SOURCE — HIX — —MATRIX - oth =~ etk CUE
2 INTCRRUPTION
T
HONITOR WODE
0

L A c __|
SELECTEDCH!| | MIXSECTION| | /% : FADER STATUS

CH 1 |

A

Cue level on a fader;
The monitor volume is controlled by a rotary pot, but commonly stage monitor engineers want fader control. A direct
method by software routing will be implemented with the new firmware available summer, 2007 There is currently no

direct method for this. However it can be achieved indirectly.

1) Inthe OUTPUT INSERT PATCH page, patch MONITOR L and MONITOR R to a spare FX IN connection (INSERT
OUTPUT grid).

2) Then in the INSERT INPUT grid on the right side of the page, patch ST AL and ST AR to the same FX OUT
connection.

3) Switch on the INSERT for ST A, and check the INSERT POINT is PRE FADER (in the INSERT POINT page of
the OUTPUT PATCH menu). Also check the effect is in bypass!

4) Connect the wedge amp or in-ear pack to the STEREO A output connection, and use the fader to adjust the

listening level.

4 BACK FORKHARD »
INSERT PATGH
D P | IBRARY |+
= " g -
iz |
2 2
ASSIGN
1
ENR
@
&
HONTOR L B
ONITOR R @ -
ONITOR 1
A« [N I K71 K >
0 5 A [RECT
CH25-48

Continue to next page...
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“THE EXAMPLES” engineer simply inserts the effect
unit outs into the STEREO B insert return as well, so
one fader can be used for a wedge, and the other for in-
ears. Choose STEREO B for a single wedge as this can
be made mono with the [MONO] key on the surface.

—_—— SCENE MEMDRY. e PRESENT TIME METER SECTION . . .

T 1 Examales senaric] | 17i21320 i View and check your patching in the EFFECT ASSIGN
|
(EFFECT PrRnK TS MECTOON EFFECT LIBRARY | PLUG-

EFFECT 1 H EFFECT 4
Stereo Dy v X

el
INPUT DELMY INPUT REV-X HNLL INPUT REV-X HILL INPUT REVERB HNLL
i | L i n 1S to use a lglta an COnneCthn, and use a

IneuT OUTPLT | INPUT | OUTPUT | INPUT DUTPUT | INPUT
0w OO crwe D) Tiwe ONO o G0 remer 0]

page when switching the bypass on.

Alternative way; if all FX are in use, then an alternative

cable to loop them together on the rear panel.

EFFELT & EFFECT /

| EFFEE] b
Reverb Hall Reverb Hal | Reverts Hal

RIVERA 1A | | T| RIVIRE Al M VERA 1AL
CLE ||_Bypass | CLE c

BUIRUY I uuipu | INPUT

o olo —— oo ojo — of

o____ofo_____ojo____oo_____ o

SECECTEDICH|| [IMIXBEGTION) ||
CH25

T—

Note; Do not cue the STEREO A channel, and ensure the pink
STEREO A MONITOR switch is off or a feedback loop will be
created. This button’s status is not stored with scene data or
saved to a card so you must check each time you load data
from a card or Studio Manager.

Continue to next page...

26



PM5D / PM5D-RH Quick Start Guide Part 1

D)
2)
3)
4)
5)
6)
7)
8)
9)

If you've followed through the work
through you should now have;

10) Stored all that as a starting scene

Inputs named and patched
Phantom set

Outputs named and patched
Effects patched

Matrix named and patched
GEQ patched

User defined keys programmed
Assignable faders assigned

Monitor on fader if required

Now is a another good time to store;

SCENE MEMORY 003 iz 0 etd

oon|  Initial Data R bojInitial Data

001] inputs done | 01]keneric IN

002 OutputsFX done 0l1|Generic ON
B :

004 Slerling puinl!! 01|Beneric ON

005

PREVIEN
cur | nserT
- Ty
STORE RECALL
CLEAR
BLANK SKIP

And now is a good time to SAVE to a card;

See part 2 of the guide.

Ready for soundcheck.

It’s the equivalent of having patched up effect, insert and
stage box racks and labeling up the desk.

T!’-:-:—"

Load your card data into the console used for the show
and now do your first soundcheck and show. Store scenes
as you go along. If you are unsure about when to store,

just do it often; you can always delete scenes later.

Part 2 of the guide gives further information on saving
and loading with PCMCIA cards and also how to edit

scenes and manage recall options.

27



	PM5D / PM5D-RH Quick Start Guide Part 1
	The PM5D / PM5D-RH Quick Start Guide is in three parts.
	Table of contents
	Get in front, and behind the PM5D and get familiar with the layout.
	Scene 000; a good place to start.
	Getting the first sounds through PM5D in “Ten Easy Steps.”
	The layout 1: The select [SEL] key, the layer [CH 1-24], [CH25-48], [ST IN 1-4] and [FX RTN 1-4] keys and the [MIX SEND] / [MIX MASTER] keys.
	The layout 2: Navigating the screen menus.
	The layout 3: Where are the input channel controls?
	The layout 4: Where are the output channel controls?
	The layout 5: The multi-function encoders.
	Storing / recalling and saving / loading on PM5D.
	PM5D set up; a walk through guide.
	Preparing the console before you start.
	Entering names and doing the patch; the planning stage.
	Entering names and doing the patch; DISPLAY ACCESS keys.
	Applying +48V to inputs.
	Output patching.
	Internal effects engines.
	The matrix.
	Graphic equalizers, GEQ.
	USER DEFINED KEYS.
	Assignable / DCA faders.
	Cue system set up.
	Ready for soundcheck.


