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Overview...

The SAM (Siren Activation and Monitoring) software, combined with the SAMI (Siren Activation and Monitoring
Interface) module, allows a user to control and monitor from 1 to 10,000 individual siren sites from within a Microsoft
Windows environment (Windows 2000 or higher). The SAM software uses highly detailed maps, onto which sirens are
precisely positioned, along with their theoretical areas of coverage. With all sirens in place, the user can test or activate
groups or individual sirens. This can be accomplished through manual control or automated activation through the use
of individual, custom Call Keys.

Although this software has been designed for ease of use, it is necessary for the user to thoroughly read and
understand this manual before using the SAM software. This manual assumes the user has a basic understanding of
the Windows operating system.

IMPORTANT! The user must be logged into Windows as an administrator before this software can be used.

Logging In...

Before the configuration portions of the SAM software can be used, a user must be logged in. Until a user is logged in,
Settings, Siren, Call Key and Mapping commands are not available. Logging in is accomplished as follows:
1. Start the SAM program.

2. Go to File>Configuration Log In. This opens the Configuration Log In window. Here the user will be
prompted to enter a password as shown below:

_isl
Fle Sethnos  Siren  Callkeys  Mapping  Siren Address Activation Call Keys -
H™ O B Rotor Msc (P = ¢ Single Select  Radius Selsct  Rectangls Select

[Srens o]

Passward: ||

™ Change Passward

ak | Cancel |

EI Inskant Status Alarrm OutPutz off Ext. Callkey 1 Ext. Callkey 2 Ext, Call Key 3 USB Connection Made

If a password has not yet been specified, the user may click on the OK button without entering a password. This will
log the current user in and unlock the configuration features. No password is required until a password has been
specified. To specify a password, click on the Change Password check box. This will expand the Configuration Log
In window to include new information fields; New Password and Confirm Password. Leaving the Password field
blank, enter the desired password in the New Password field. The user must then re-enter the exact same password
in the Confirm Password field. IMPORTANT! When selecting a password any alpha-numeric characters (including
spaces) are acceptable, but keep in mind that the password is case sensitive. Remember to write the password down
and keep it in a safe, secure place. In the event of the password being lost, contact Whelen Engineering.
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Maps and map layers...

After logging in for the first time, a map must be generated. This is accomplished by loading layers into the software.
This step is only required to be performed once, as the layers (and the map they in turn generate) will be subsequently
loaded whenever the software is started. Each layer contains specific map elements. For example, one layer may
contain state and national parks, while another layer may contain all public buildings and schools. A layer may be
configured to be visible or not visible, depending on the degree of detail the user wishes to be displayed.

1. Got to Mapping>Layer Control. This will open the Layer Control window:

[5] whelen sam ; —l=|x]
Flle Settings Siren CallKeys Mapping  Siren Address Activation Call Keys -
B i f Rotor Msc (P =  single Select  Radius Select  Rectangle Select

[Grens @

x
Layers:
Siren Laver Up,
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70dE Laper Down
Add,
Remove

~Prapetti
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Display...
[¥ Selectable
™ Automatic Labels Labels...

™ Editable

Cancel

@ Instant Skatus Alarrm QutPukz Off Ext. Call Key 1 Ext. Call Key 2 Ext, CallKey 3 USE Connection Made

As shown, 3 layers will be pre-loaded; Siren Layer, 60dB Layer and 70dB Layer. The mapping layers must
now be added to the map.

2. Click on the Add button. From the open window, navigate to the following address:

C:\Documents and Settings\All Users\Application Data\Whelen\SAM\Maps

Note: The ‘Application Data’ folder is a system folder and is hidden by default. System and
Hidden folders and files can not be hidden for this procedure. Consult your windows
operating system guide on changing this parameter.

3. Select all of the *. TAB files in this folder. HINT: Hold the Ctrl key and click once on each file to select multiple
files. With all the files highlighted, click the Open button. As the screen will now show, the mapping layers
have now been added to the map.

4. Using the Up button, move the Siren Layer, 60dB Layer and 70dB Layer to the top of the layers list.

With the layers successfully loaded, the Radio and Station settings must now be configured.
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Radio and Station settings...

Configuring the Radio and Station settings is accomplished by clicking on Settings>Radio and Settings>Station
respectively. In each window, click the OK button after the appropriate information has been entered.

Adding and working with sirens...
Adding a siren

1. Click on Siren>Add Siren to open the Siren Configuration window:

Siren Configuration and Messaging

|~ Siren Configuralion

Siren Address Siren Location

Configuration Parameters Siren Type Siren Mode Latitude:
& s E
nusi [

IV Add to Map

In this window the user will configure the type of siren being added to the map. Configuration consists of defining siren
address, the options present on the siren in question, the siren type, the siren model and, if required, the Latitude &
Longitude of the sirens location. Please refer to your siren manual for further information on siren features and
addressing. IMPORTANT! Each station’s address must be a unique number. If latitude & longitude values are not
entered, and the Add to Map box is checked, the siren will be located at the center of your display.

Deleting a siren

1. Locate the list of siren address in the column on the left side of the screen. Click on the address of the siren to
be deleted.
2. Click on Siren>Delete Siren. The user will then be reminded that a siren is about to be deleted. If the correct

siren was highlighted in Step 1, click the Yes button to delete the siren. If the wrong siren was selected in Step
1, Click No to abort the command.

Configure/lnquire siren

Click on Siren>Configure/Inquire Siren to review or change information pertaining to a specific siren. The following
window will open:

|~ Siren Configuralian

Siren Address Siren Location

Configuration Parameters Siren Type Siren Model Latitude
i 72536585
Longiude
41.443263

= Addto Wan

Update: Cancel

[~ Activation and Response Log

[~ Siren Properties

[~ Status Messages

This window is similar to the Siren Configuration window, with the additional display of the Activation and Response
Log data.
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Call Keys...

A Call Key offers the user an easy way to handle routine siren station activations. Essentially, a Call Key automates the
execution of a series of command instructions. For demonstration purposes, this section will outline the steps used to
create a Call Key that will be used to issue tornado warnings. In this example, the following siren equipment is in use:

Siren #1 WPS4003 (Address 1001)
Siren #2 WPS4003 (Address 1002)
Siren #3 WPS4003 (Address 1003)

When this Call Key, named Tornado Warning, is activated, the following events will occur:

* Rotate all sirens to NORTH (allow 35 seconds to complete this task).

» Broadcast DV1 (allow 30 seconds to complete this task).

* Rotate all sirens to EAST (allow 10 seconds to complete this task).

» Broadcast DV1 (allow 30 seconds to complete this task).

* Rotate all sirens to SOUTH (allow 10 seconds to complete this task).

» Broadcast DV1 (allow 30 seconds to complete this task).

* Rotate all sirens to WEST (allow 10 seconds to complete this task).

» Broadcast DV1 (allow 30 seconds to complete this task).

» Broadcast the Alert tone (allow 3 minutes to complete this task)

» Send the Clear command to all sirens (allow 2 seconds to complete this task

The steps required to create this sequence of events are presented here in a step-by-step format.
1. Click on Call Keys>Add Call Key to open the following window:

Call Key Configuration

Call Key Name

|Tomado warming

[ TimeOfDay

|'Ca|| Kew Tupe

Add Cancel

In the Call Key Name text box, enter Tornado Warning and place a checkmark in the Activation check box.
2. Click the Add button to create the Call Key.

The Tornado Warning call key being created will be used to activate the siren. In this example the user will place a
check mark in the Activation box. If the Call Key is to be used as part of a routine, automated test, the user would
place a check in the Time of Day box. When this box is checked, the dialog window changes to allow the user to select
the frequency of this particular system test.

If the Call Key being created is to be activated with an external contact closure, the dialog window changes to allow the
user to select which one of three available external contact closures will initiate this Call Key.

Regardless of the Call Key type being selected, the subsequent programming procedures are the same.
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After clicking Add, a new window will appear. Here, the user will create the sequences that will comprise the
Tornado Warning Call Key.

Call Key Sequence Builder for Call Key Tornado Warning
|~ Avalabls Commands
[ Tones Rotor |~ Digil Veies: [~ Miscelansous [~ Status
[ Cloar [ Naih o1 [ sires 7 RotoPosiion
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] AitHam ] Clockwise Cove CJ Sirerdf O InstanStalus
O Hio Cov £ SNRequest 0 Active
] Whaop 0 ovs ] TedClear
1 NoonTest C ovs 1 Transmitif
1 ovio ] StiobeOn
Covin ] StobeDif
O oviz
dovi3
[ Dv14
Covis
[ ovie
Seuensatunber Add/Edt Optians
1 AddSequence i
Sien Address: e o
’7 —— AN ) it
JDoke
Time Unii Nex! Sequence L
|— It Serieroe
Seauenos Number | Siten Address | Command To $end | Time UnilNex! Sequence

Sequence 1 - The first sequence requires all sirens to be rotated to face North. To accomplish this, the user
places a checkmark in the North check box in the Rotor section.

All sirens are required to face North. To accomplish this the user will click the All (####) button. This will add
four ‘Wild Cards’ to the Siren Address text box (refer to your siren manual for an explanation of siren
addressing protocols and Wild Cards).

The user must allow sufficient time for all the sirens to rotate to the North before progressing to the next
sequence. To accomplish this, the user will enter 35 in the Time Until Next Sequence text box.

After all the data for this first sequence has been entered, the user will click on the Add Sequence button in
the Add/Edit section of the window. The window will now display Sequence 1 in the table in the lower portion
of the window as shown:

oice ———— ) [Status
O sirest [ RotoPosiion
] CounlerCiear ] Counlervalus
] Am ] 5NSta
] Disarm ] Status!
] SienOn ] Bt
] Sienif ] InstantStatus
] SHRequest ] ActiveStalus
] TestClear
1 NoonTest 1 Transmiif
O ovio ] StiobeOn
0 pri ] Stobe0if
0 Dv12
Covi3
0 ovi4
] ovi5
0 ovie
St o Eel i
[
Siten Address Wrikp
’7 [ e Al ) S Be
Deele
Time Unli Nest Sequence SeaiEs)

Sequence 2 - The second sequence requires all sirens to broadcast Digital Voice Message 1 (DV1). To
accomplish this the user places a checkmark in the DV1 Check Box in the Digital Voice section of the
window.

All sirens are required to broadcast this message, so the 4 ‘Wild Cards’ will be left in the Siren Address
section.
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The user must allow sufficient time for the message to be completed. In this example, DV1 takes 28 seconds
to complete. The user will enter 30 in the Time Until Next Sequence text box.

After all the data for Sequence 2 has been entered, the user will click on the Add Sequence button in the
Add/Edit section of the window. This will add Sequence 2 to the table in the lower portion of the window as
shown:

Call Key Sequence Builder for Call Key Tornado Warning 1

[~ Avaiable Commands

~Tanes ~Digital Vaice ~Miscallaneous ~Status
[ RotorPostion
] Courter'ahue
] SNStatus
[ StatusCommand
] BatteryaC
] CEiockivise ] InstantStatus
] Activetatus
- Add/Edt Options
2 Add Sequence -
pdae
equence
’7 A Al () ‘ s L‘
Delete
5
Times Unil Newt Sequence b
EX Inser Sequence

S equence Number | Siren Address | Command Ta Send | Time Lntl Next Sequence
e Morth 35

e P P )

Sequence 3 - The third sequence requires all sirens to be rotated to face East. To accomplish this, the user
places a checkmark in the East check box in the Rotor section.

All sirens are required to face East. To accomplish this the user will click the All (####) button. This will add
four ‘Wild Cards’ to the Siren Address text box (refer to your siren manual for an explanation of siren
addressing protocols and Wild Cards).

The user must allow sufficient time for all the sirens to rotate to the East before progressing to the next
sequence. Since prior to the execution of this sequence, all sirens were facing North, it will not take as long to
orient the sirens to face to the East. The user will enter 10 in the Time Until Next Sequence text box.

After all the data for Sequence 3 has been entered, the user will click on the Add Sequence button in the
Add/Edit section of the window. The window will now display Sequence 3 in the table in the lower portion of
the window as shown:

Call Key Sequence Builder for Call Key Tornado Warning

~#vallable Commands
~Tones Rotor Digital Voice ——— [~ Miscellaneous ——— [~ Status

] Clear ] North EET ] GiTest 1 RaterPostian
] wail VIEE | | ovz ] CounterClear ] Counter/alue
[ Attack [ South [ oV ] Am ] SNStatus
] Alet [ west [ Dv4 ] Disarm ] StatusCommand
1 Pa [ Clockwise: ] oV ] Sirenn ] BattenuAC
] siHom [ CClockWise [ Dve ] SirenOif ] InstantStatus
1 HiLo [ ov7 ] SNRequest L] ActiveStatus
1 Whoop O bve ] TestClear
] NoonTest 1 ova ] Transmitdif

[ Dvia L] Sticbeln

] DVt L] Stecbenif
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[ Dv13

[ Dv14

[ DV15

[ DViE
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10.
11.
12.

13.

14.

Sequence 4 - The second sequence requires all sirens to broadcast Digital Voice Message 1 (DV1). To
accomplish this the user places a checkmark in the DV1 Check Box in the Digital Voice section of the
window.

All sirens are required to broadcast this message, so the 4 ‘Wild Cards’ will be left in the Siren Address
section.

The user must allow sufficient time for the message to be completed. In this example, DV1 takes 28 seconds
to complete. The user will enter 30 in the Time Until Next Sequence text box.

After all the data for Sequence 4 has been entered, the user will click on the Add Sequence button in the
Add/Edit section of the window. This will add Sequence 4 to the table in the lower portion of the window as
shown:

Call Key Sequence Builder for Call Key Tornado Warning

(- #vailable Commands
~Tanes ~Fiotor DigitalVoice Miscellaneous ~Stalus
L] Clear L] Morth ] SiTest ] RotorPosiion
] il (] East (] CounterClesr ] CourterValue
] Attack ] South ] Dv3 ] &m (] SNStatus
] Alert ] West ] Dy ] Disarm ] StatusCommand
O] Pe. (] Clackuwise ] Dvs ] Sirentn (] BattemiC
] AiHom ] CClockiwise ] Dve ] SirenDIf [ InstantStatus
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] whoap ] Dve (] TestClear
(] NoonTest ] Dva (] TransmitDft
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Sequence 5 - Follow the same procedure used for Sequence 3, using South as the desired direction.
Sequence 6 - Follow the same procedure used for Sequence 4.

Sequence 7 - Follow the same procedure used for Sequence 3, using West as the desired direction.
Sequence 8 - Follow the same procedure used for Sequence 4.

Sequence 9 - This sequence requires all sirens to broadcast the Alert siren tone for 3 minutes. To accomplish
this, the user places a checkmark in the Alert check box.

All sirens are required to broadcast this tone, so the 4 ‘Wild Cards’ will be left in the Siren Address section.

This tone must be broadcast for 3 minutes. The user will enter 180 in the Time Until Next Sequence text
box.

Sequence 10 - This sequence will send the Clear command to the siren. To accomplish this, the user will
place a checkmark in the Clear check box.

All sirens are to receive this command, so the 4 ‘Wild Cards’ will be left in the Siren Address section.

The Clear command will be broadcast for 2 seconds. The user will enter 2 in the Time Until Next Sequence
text box.

After all the data for Sequence 10 has been entered, the user will click on the Add Sequence button in the
Add/Edit section of the window. This will add Sequence 10 to the table in the lower portion of the window.

The user will now click the Done button to complete the programming procedure and close this window.
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This Call Key is completed and ready to be used. Activation Call Keys are activated by clicking on the Activation Call
Key pull-down list located in the upper right area of the program window. Select the desired Call Key. The user will be

presented with the option of either sending the selected Call Key sequence or aborting without transmitting the
seguence.

Editing a Sequence - If a particular sequence needs to be edited, the user will select the desired sequence by clicking
on the grey bar preceding the sequence to be edited. In this example, Sequence 5 is to be edited.

Call key Sequence Builder for Call Key Tornada Warning |
[~ Available Commands
~Tanes ~Fotor ~DigialVoice Miscellanzous ~Stalus
] Clear ] Harth EE] (] SiTest (] RoterPosition
L] wail ] East ] Dv2 (] CounterClear ] CourterValue
] Atack 5 1 Dv3 ] A ] SMStatus
] Alert ] west ] Dva ] Disarm ] StatusCommand
[ Pa ] Clockwise ] DvS ] Sirenln ] BatteraC
L] AiHom ] CClockwise 1 DvE ] SienDif [ InstaniStatus
L] HiLa ] Dv7 [ SHRequest [ ActiveStatus
L] Wwhoop ] D8 (] TestClear
(] NoonTest ] Dva (] TransmitDft
1 Dv10 [ Strobeln
] oVt [ StrebeDIf
] Dv12
[ 0v13
[ Dv14
] ov15
] ovie
Sequence Mumber A Options
5 Add Sequence Pt
Siren Addiess bl
equence Done
’7 FTET Al
Delete
s
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E3 Insett Sequencs
Sequence Mumber | Siren Address | Command To Send | Time: Until Next Sequence. .
1 ey North S
2 Ered DVl Ell
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4 i D1 30
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6 i oV an
A st 10
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After the desired changes have been made, the user must then click the Update Sequence button in the Add/Edit
section. Click the Done button to complete the editing procedure and close this window.

Deleting a Sequence - If a sequence needs to be deleted the user would highlight the sequence to be deleted. The
user would then click the Delete Sequence button. After all the designated sequences have been deleted, click the
Done button to complete the editing procedure and close this window.

Inserting a Sequence - If an additional sequence needs to be added, the user would highlight the sequence where
the new sequence is to be inserted. After all the data for the new sequence has been entered, the user will click on the
Insert Sequence button to insert the new sequence.
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