Theatre and Dance Dept. Console
Quick Reference Guide to
Console Sections.

The Purpose of this document is to provide familiarity with the THD
Department Sound Mixers. We use digital mixers called the Midas
M32. The 32 refers to the number of possible inputs on the console,
meaning that we could plug in 32 microphones or other sound devices
Into the mixer to balance.

Digital consoles also provide a series of processing options in addition
to balancing volume intensity. For example, the console provides
equalization, reverb, delay, and a series of other effects that can be
applied to channels. We will spend some time on these effects in
Audacity and other digital audio workstations, but know that they can
be applied directly at the console as well.

The primary challenge that new students of sound encounter with the mixing console is to grasp
and understanding of how the signal moves through the console. There are three primary areas
you need to be aware of:

INPUTS (plugging in a sound-producing device to the back of the console)
* For inputs, the number of the input corresponds directly to the channel in the mixer

PROCESSING AND ROUTING (Applying effects to the audio channel and assigning the channel
to a console output)

OUTPUTS (called BUSes or Mix Buses in the console)
*The Bus number is directly related to the output connector on the back of the console.
This i1s where you will plug in a cable to send to an amplifier and speaker.

The following two pages of this document will allow you to hover over areas of the console (both the
rear attachment area of the console and the controllable Processing and Routing and Output
sections). As you hover over the elements of the console, you will be provided with brief notes to help
you identify what the sections of the console do.
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Theatre and Dance Dept. Console
Quick Reference Guide to Console Sections.
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The Purpose of this document is to provide familiarity with the THD
Department Sound Mixers. We use digital mixers called the Midas
M32.  The 32 refers to the number of possible inputs on the console, 
meaning that we could plug in 32 microphones or other sound devices
into the mixer to balance.

Digital consoles also provide a series of processing options in addition
to balancing volume intensity.  For example, the console provides
equalization, reverb, delay, and a series of other effects that can be 
applied to channels.  We will spend some time on these effects in 
Audacity and other digital audio workstations, but know that they can 
be applied directly at the console as well.  
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The primary challenge that new students of sound encounter with the mixing console is to grasp
and understanding of how the signal moves through the console.  There are three primary areas
you need to be aware of:

INPUTS (plugging in a sound-producing device to the back of the console)
			* For inputs, the number of the input corresponds directly  to the channel in the mixer

PROCESSING AND ROUTING (Applying effects to the audio channel and assigning the channel
										to a console output)

OUTPUTS (called BUSes or Mix Buses in the console)
			*The Bus number is directly related to the output connector on the back of the console.
			This is where you will plug in a cable to send to an amplifier and speaker.

The following two pages of this document will allow you to hover over areas of the console (both the rear attachment area of the console and the controllable Processing and Routing and Output sections). As you hover over the elements of the console, you will be provided with brief notes to help you identify what the sections of the console do.
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Use your Mouse to hover over areas of the image. Notes will appear

describing what these areas are used for on the console
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Outputs. Each Output corresponds to a "BUS" on the Top of the Console. Output 1 is connected to Bus 1, Output 2 to Bus 2, etc.
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Primary Inputs for connecting microphones and other sound producing devices.  Notice that the connector is the reverse of the output section.  Each input number corresponds to the channel number on the top of the console (see page 2 of the PDF).
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These are additional input areas on the back of the sound console.  These accept 1/4" Phono cables.  You can think of these as the larger version of a headphone connector.  Your ear buds, if they are still cabled connectors, us 1/8" phono connectors.  
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These inputs and outputs provide opportunities for the sound console to communicate with other digital devices and control them.  For example, if you had a digital keyboard that had a recorded drum beat, you could connect it to the console.  There is a "GO" button on the console that would then tell the keyboard to start playing the drum beat.  This is useful when you have instruments and or other items that need to be sequenced perfectly or you don't have enough musicians to play music live.
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Use your Mouse to hover over  areas of the image. Notes will appear describing what  these areas are used for on the console.
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This is a USB connector that allows you to directly plug in a computer with cueing software and or a digital audio work station.  In essence, if you have an audio file in your computer with 16 channels of audio, the M32 mixer will automatically assign each of the computer channels to its own channel in the mixer.  Channel 1 in the computer would then be channel 1 on the mixer, etc.
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Use your Mouse to hover over areas of the image. Notes will appear
describing what these areas are used for on the console.
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These 16 faders represent your inputs. They start at input #1 on the left and end with #16 on the right. The slider controls the intensity of your sound. The top button on each channel is your SEL (selection) button that allows you to change various elements of the audio channel using the LCD screen at the top of the image (see the graphic section just to the right of center-top of this image).  Underneath the SEL buttons are meters, which show a graphical representation of the audio playing through the channel.  The two buttons beneath that a SOLO button and a MUTE button, which we will discuss in class.  Lastly, there is an LCD display between the yellow and red buttons on a channel.  This is called the scribble strip, which allows you to label and name each channel.  This is useful if you have a live mix with 16 singers.  You can place the name of the actor or character on the screen.  Or label on input for a. computer and one for a live microphone.
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This section of 8 sliders are your output controls.  Each slider corresponds to a BUS.  Bus 1 will ouptut the audio to the OUTPUT 1 connector on the back of the console.
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This is your assignment section.  When you have selected a channel using its SEL button, you can use the knobs to assign that channel to various BUS sends (outputs channels). The buttons to the right of the knobs will allow you to send to additional BUSes beyond 1-4.
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This grouping of knobs on the top left of the console are additional processing options in the console.  These are some of the most common processing options including GAIN, COMPRESSORS, DELAY, REVERB, GATE, etc.  We will learn more about these options in the coming class period.  You need to his the SEL button on the channel you want to process, then you can use these knobs to process the signal.
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Use your Mouse to hover over  areas of the image. Notes will appear describing what  these areas are used for on the console.
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