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YOUR ATTENDANT CONSOLE

The Attendant Console provides you with a variety of features. You may place,
answer, transfer and process calls using fixed and programmable feature
buttons and access codes. In addition, two add-on modules are available to
supplement the operation of your console: a Direct Station Selection (DSS)
Module and a Room Status Indicator Module.

The first line of the four-line, twenty-character display indicates time and
date, elapsed time and other information about the call with which you are
currently engaged. The remaining three lines allow you to monitor calls that are
in a “supervised hold” position. You may return to these calls by using the six
display buttons located next to the display screen. The fourth line of the
display shows the number of calls waiting to be answered.

You may access Front Desk Console features by using a programmable feature
button, FRONT DESK. For example, you may implement and cancel a Wake-
Up call or Do Not Disturb, indicate a waiting message, send a Silent Message,
change the status of a room and record telephone Call Charges, in addition to
using all of the business features available.

You may operate your console with the handset or an optional headset module.

The access codes used in this user’s guide are the standard SBCS system
codes. However, the access codes required to implement the features in your
systern may differ. Consult with your Communications Coordinator for further
information.
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FEATURE BUTTONS AND LAMPS

BASIC BUTTONS

These buttons implement the basic functions of the Attendant Console. They
are grey, permanently labeled, and divided into three main groups.

Answer Group — used to answer calls

BUTTON
LABEL FEATURE DESCRIPTION
STA Station Answer a call from an internal station.

INCOMING Incoming Answer an outside call.

Recall Answer a Recall. A call which is parked, held,
) or camped on to a station or an outside line
but is not answered or retrieved within a
predetermined period of time returns to you
as a Recall.

RECALL

Extend Group — used to process calls after answering

Position Releases the console from a call which is still

Release connected to another station in the system.
Compare with DROP/CNCL which discon-
nects or “*hangs up’’ a call.

POS. RLSE

SUP) Supervised Allows the status of a call on hold to be
HOLD Hold monitored on the display.

SER! Series/Lock A dual purpose button which may be used

tock either to process a call as a series call or to
cancel the automatic recall of a “locked-
out” station.

-
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FEATURE BUTTONS AND LAMPS  continues

Function Group — Provides information on the status or options available for

processing a call.

FIXED FEATURE BUTTONS

BUTTON
LABEL FEATURE
Source
Destination
DEST
CONF/ Conference/
JoW Join
Camp-On
ON
DROP! Drop/Cancel
CNCL
ol

DESCRIPTION
Selects or indicates the source (calling) party.

Selects or indicates the destination (called)
party.

Joins two parties into a Three-Party Con-
ference call with you.

Allows you to place a call in a waiting queue
for a busy station.

Allows you to disconnect a call or cancel a
feature.

Allows you to put your console in an inactive
mode. Outside calls are routed to the Incom-
ing Call Overflow position.

PROGRAMMABLE FEATURE BUTTONS

BREAK- Break-In
N

SAVE] Save/Repeat
REPEAT]

Allows you to break into an existing con-
versation between two parties.

Saves a number for later automatic dialing, or
if no number has been saved, repeats the last
number called.

-)



FEATURE BUTTONS AND LAMPS

{Continued)

PROGRAMMABLE FEATURE BUTTONS (Continued)

BUTTON
LABEL

STA,
PAGE

EXTRI
PAGE

=
=

MESE.
LEAVE

TRUNK

' :
=
i
E o
=

STA.
PICK-UP

ACCT
€ODE

AUTO
ICOM

FLASH

FEATURE

Station Page

External
Page

Message
Leaving

Trunk
Camp-On -

Park

Station
Pick-Up

Account
Code/Client
Billing

Automatic
Intercom

Flash/
New Call

DESCRIPTION

Transmits announcements over telephones
equipped with internal speakers.

Transmits announcements over customer-
supplied amplifier and speakers.

Allows you to turn on the Message Waiting
lamp at a station.

Places you or a requesting station in a wait-
ing queue for a busy trunk line.

Allows you to place a call on ““hold’’ so that
it can be picked up by any station in the
system.

Allows you to answer a call which is ringing
at a station.

Allows you to enter an account code for bill-
ing purposes.

Allows you to call a programmed station by
depressing one button.

A dual purpose button which may be used as
FLASH to access features in a PABX or as
NEW CALL to disconnect then reconnect a
line so that you may answer or place another
outside call.

-



FEATURE BUTTONS AND LAMPS

(Continued)

PROGRAMMABLE FEATURE BUTTONS (Continued)

BUTTON
LABEL

CALL
ANNCE

= =

=
£ o
= =

€08/
COR

FEATURE

Call
Announce

Alarm

Night
Answer
Mode

Class of
Service/Class
of Restriction

Do Not
Disturb
Override

Trunk
Access

Recorded
Voice

DESCRIPTION

Allows you, when placing or transferring a call
to a station, to replace the standard ringing
tone with a voice announcement.

A lamp indicating a malfunction of station
lines or trunks.

Forwards calls to a preprogrammed alternate
destination, such as a Night bell, when the
console is unattended.

Displays the restrictions programmed for a
station.

Overrides Do Not Disturb in effect at a station.

Provides you with an outside line over which
you may place an outside call.

Allows you to record a voice announcement
at your console.

FRONT DESK CONSOLE FEATURES

FRONT
DESK

Front Desk

Allows the Attendant Console to function as
a Front Desk Console in order to implement
Front Desk Console features.



CONTROLS

LABEL FEATURE
RING Ringer
VOLUME Volume
VOL Handset/
Headset
Volume

DESCRIPTION

Controls the volume of ringing from incoming
calls at your console.

Controls the volume of tones heard through
the handset/headset.



SYSTEM TONES

Busy Tone

Dial Tone

Distinctive
Busy Tone

Error Tone

Override Tone

Recording Tone

Ringback Tone

Success Tone

Continuous standard busy signal with tones of
equal length.

Continuous signal obtained after lifting your
handset and keying in an access code - usually 9
- to access an outside telephone network. Dial
Tone indicates that you can place an outside call.
However, in some cases Dial Tone is not provided
by the local telephone network.

Continuous shortlong busy signal that sounds
when you have reached a busy station or outside
line and are allowed to camp on or break in.

Fast busy tone accompanied by RETRY display.
The Error Tone may sound if:

® You are not allowed to implement the feature
you requested.

® You keyed in an incorrect access code or
number.

After receiving the Error Tone, depress and try
again or, to return to a holding party, depress

or button, if required.

Burst of tone heard by you and the conversing

-parties when you break in to an ongoing

conversation.

An extended burst of tone indicating that an
announcement is being recorded from your
station.

Standard ringing tone heard when a called
telephone is idle.

A burst of three or four tones which sounds to
indicate that a feature has been successfully
implemented.



DISTINCTIVE CALL RINGING

Station Calis
and Tie Line
Calls (including
Forwarded Calls)

Incoming
Outside Calls

Recall Tone

Call Announce
Calis

Slow ringing. A repetitive one-second ring follow-
ed by a three-second pause.

Slow double ringing. A repetitive double ring fol-
lowed by a three-second pause.

Rapid ringing. A repetitive one-half second ring
followed by a one-half second pause.

Two brief bursts of tone immediately followed by
a voice announcement.



VISUAL INDICATORS

Steady Light

Slowly
Flashing Light

Rapidly
Flashing Light

Interrupted Flashing
Light (an extended
flash interrupted by
a brief pause)

10

Shows that the feature is in use. If you have a DSS
module, that station is in use.

Indicates either an incoming call or an available
option.

Shows that you are receiving a Recall.

On a DSS module, indicates that a station has Do
Not Disturb in effect.



HEADSET
INSTALLATION AND OPERATION

The headset allows hands-free operation of your console. The headset
adapter permits your console to accept any of the standard headsets

commercially available.
!
‘

To install the headset:

PLUG IN: Headset to headset jack(s)
on left side of your consoie

)

Your console will operate in the normal manner. However, you will not need to
lift the handset when this step is part of the operational instructions in this user’s
guide.

Proceed with normal telephone operations.

11






PLACING A CALL

STATION CALLS

To place a call to another station:

BASIC OPERATION

Station
Number

ACTION

RESULTS

LIFT: Handset

KEY IN: Desired station number

4:Z@FM SAT DEC 12

(X
0]
)

lamp lights steadily.

(il

(23]

ELSY

(2]

if you reach a busy station and
the Distinctive Busy Tone
sounds, you may break in or
camp on to that station. See
Break-in on page 68 or

Station Camp-On on page 61
for details.

L
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PLACING A CALL

(Continued)

OUTSIDE CALLS

To place an outside call:

BASIC OPERATION

ACCESS.
N
Outside Line

Access Code

ACTION RESULTS

S-IZaaM MoM JUH 84

LIFT: Handset

TRUNK
If you have a button:

TRUNK U

DEPRESS: ACCESS coTiitl

lamp lights steadily.

-or-

NOTE:

You may access an outside line for a station with which you are in
conversation by following the steps above and depressing
immediately upon receiving an External Dial Tone.

You may place an outside call for a station with which you are in conversation
by following the steps above and, after receiving an External Dial Tone, keying

in the desired outside number and depressing .

Tt all trunks in the group accessed by the &= button are busy, the &= button will light steadily,
in which case you may camp on to a trunk. Refer to Trunk Camp-On on page 64 for further information.

-
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PLACING A CALL

(Continued)

If you do not have a &y button:

KEY IN:

-then-

KEY IN:

ACTION

RESULTS

Appropriate Outside Line
Access Code

Desired outside number

Outside Line Access Codes:

LOCAL

FX

LONG DISTANCE

TIE LINES

If you hear Distinctive Busy
Tone after depressing the
button or keying in an
outside line access code, you
may implement Trunk Camp-
On. Refer to Trunk Camp-On
on page 64 for further
information.

lamp lights steadily.

[§X]
—
on
aj|
L
L
—
]

H
I
(]
[xn ]
fun )
—

After a predetermined period
of time, the duration of the call
will be displayed in minutes
and seconds on the far right of
the first line of the display.

WATS

ELI=Y
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ANSWERING A CALL

STATION CALLS

To answer a call from a station:

BASIC OPERATION

LIFT:

DEPRESS:

ACTION

RESULTS

Handset

STA

You are now connected to
the calling party.

S ETPM THU Jar Z@

Station ringing sounds.

lamp flashes.

TALE

Fel
o
[xn]

lamp goes dark.
—
lamp lights steadily.

Call Waiting Indicator goes
blank.

1 In this example, the Call Waiting Indicator shows that you have one call waiting.

16
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ANSWERING A CALL (Continued)

OUTSIDE CALLS

To answer an incoming outside call:

BASIC OPERATION

) + INCOMING

ACTION RESULTS

18:458M THU JaH =4

Outside ringing sounds.

INCOMING
lamp flashes.

LIFT: Handset

DEPRESS:
: |
You are now connected to
the calling party. lamp goes dark.

lamp lights steadily.

T1n this example, the Call Waiting indicator shows that you have two calls waiting.

-
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ANSWERING A CALL (Continued)

RECALLS

To answer a recall:

BASIC OPERATION

+

ACTION RESULTS
11:35aM THU JAH 2@
COTi112 :Re

Recall Tone sounds.

lamp flashes rapidly.

LIFT: Handset

1.
coTiilz
DEPRESS:
B
lamp goes dark.

lamp lights steadily.

fan ]
]
o

L

Proceed with normal
telephone operations.

T If you depress and hold the button, your display will show the type of call that is

being recalled to you. See the following page for further information.

18



ANSWER'NG A CALL (Continued)
If you depress and hold the button when answering a recall, the display

will indicate the type of call that is being recalled to you. Below is an example.

To view the type of recall that is returning to you:

BASIC OPERATION

& Hold a

ACTION RESULTS

DEPRESS COTi1lz FARK
& HOLD:

RE
lamp goes dark.

lamp lights steadily.

[ T
RELEASE:

.|_
A
A
=
§x}

NOTE:

If a station transfers a station or outside call to you, the famp will flash

rapidly and the Recall Tone will sound.

19



INCOMING
LINE RINGING . . . when Busy

If another call is received at your console while you are engaged in a conversa-

tion, your telephone will not ring. The appropriate answer button will flash to
indicate a waiting call.

To receive the appropriate ringing tone when a call arrives while you are engaged
in another call:

BASIC OPERATION

PO - @

ACTION RESULTS

Z:45PM MOH HOW 13

on
=l
—_

DOHE

eV v

You will now hear the
appropriate ringing tone
when a call arrives while you
are engaged in another call.

Success Tone sounds.

lamp lights steadily.

DROPI Z:46PM MOM HOW 13
DEPRESS: get

lamp goes dark.

20



INCOMING
LINE RINGING . . . when Busy

(Continued)
To cancel this feature:
BASIC OPERATION:
of
ACTION RESULTS

4:Z@FM  MOM HOW 13

n
-
[xn ]

DIOHE

KEY IN: @

Your telephone now will not Success Tone sounds.
ring when a call arrives while

you are engaged in another lamp lights steadily.
call.

4:T1PM  MOM HOU 13
DEPRESS: CNCL

lamp goes dark.

21



TRANSFERRING A CALL

When you key in the number to which a party wishes to be transferred, that
original party is automatically put on hold.

To transfer a call to its destination:

BASIC OPERATION

Number *

ACTION RESULTS

)
i1
r‘ . ]
en

CoTiizz

_Or_.

TALE

]
iy
A

i)

lamp lights steadily.

Ask the party to wait.

KEY IN: Desired station number

=
o

FIMG

M

lamp goes dark.

lamp lights steadily.

The waiting call is automati-
cally placed on hold.

-
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TRANSFERRING A CALL (Continued)

ACTION RESULTS

When the called station

COTI122 206 TrLE
answers, announce the call
privately.
_or-
= 515 TaLk

DEPRESS: 1z:52FM FRI JaH 24

lamp goes dark.

To return to the original call if you make a dialing error or reach a station which
is busy or does not answer:

BASIC OPERATION

DROP/
+

COT11EZ ZAag ELiEY

lamp lights steadily.

23



TRANSFERRING A CALL (Continued)

ACTION RESULTS

DROP/

DEPRESS: ONCL

[}
[an ]
[
n

@ CoTi122
DEPRESS:

You are now reconnected to -
the callin arty. . .
9 party lamp lights steadily.

lamp goes dark.

To return to the original call if the transferred-to party prefers not to take the call:

BASIC OPERATION

Allow the called party to hang
up.

COTI12:= B1:25
DEPRESS:

You are now reconnected to

the calling party.
lamp lights steadily.

lamp goes dark.

corTilze

24



TRANSFERRING A CALL (Continued)

To disconnect from the call:

BASIC OPERATION

DROPY
CNEL

ACTION RESULTS

ORoP; 12:55FM  FRI JaM 24
DEPRESS: (&

lamp goes dark.

NOTE:

If a Call Forwarding feature is in effect at the called station, the number of the
station actually reached is displayed along with the keyed-in station number.

25



TRANSFERRING TO ACD

This feature allows you to transfer a call to an ACD group.

To transfer a call to an ACD group:

BASIC OPERATION

POS. RLSE
ACD
Pilot + -or-

Number
SRCE + -0r-
HOLD

ACTION RESULTS

COT1122 00:05

lamp lights steadily.

KEY IN: ACD pilot number

If an agent is available in the ACD group:

200 212 RING
Answering Pilot
Agent Station

Ringback Tone sounds.
lamp goes dark.

lamp lights steadily.

The waiting call is
automatically placed on hold.

)
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TRANSFERRING TO ACD (Continued)

ACTION RESULTS

DEPRESS: 12:52PM FRI JAN 24

lamp goes dark.

-Or-

If there is no available agent in the ACD group:

COT1122 212 ACD
Calling Pilot
Party Station

Success Tone sounds.

DEPRESS: COT1122 212 00:30

Announce to the calling

party that all of the agents
in the ACD group are busy
and ask if the party wishes
to wait for the ACD group.

Calling Pilot
Party Station

-then-

27



TRANSFERRING TO ACD (Continued)

If the calling party wishes to wait for the ACD grdup:

ACTION RESULTS

DEPRESS: 3:30PM MON AUG 07

_Or-
~-0r-

ol 3:30PM  MON AUG 07
COT1122 :A

You are now disconnected The calling party hears ACD
from the call and the calling music.

party is placed in an ACD

gueue.

28



DISC

To disct

“BASI

DEPRES

DEPRES

Dependi
produce

A New !
may pla

T you w

DO NOT DISTURB OVERRIDE

If a station has Do Not Disturb in effect, you may override this feature from

console with the DND OVRD feature button.t

To override Do Not Disturb at a station after you have placed a call to tha
tion, with or without a held call, and have received the Distinctive Busy -

BASIC OPERATION

DEPRESS:

ACTION

RESULTS

OND
OVRD

jied
—_
i
[a)

DND
lamp flashes.

or lamp lights

steadily.

Distinctive Busy Tone so

217 R

DND
lamp goes dark.

The Do Not Disturb feat
overridden for the durati
this call.

P

Tt your console is equipped with a DSS Modufe, Do Not Disturb implementation is indica
station by an interrupted flashing light and may be overridden by depressing the flashing |
ton. See DSS Do Not Disturb Override on page 212 for details.



DO

DISCONNECTING FROM A CALL .

NOTE:

When-
statior

30

To disconnect from an outside call and place another outside call using the
Call feature with the button:

BASIC OPERATION

FLASH

ACTION RESULTS

coTiz2il

,.
fux]
aw

lamp lights steadil

coTiz11
DEPRESS: .,

You may now place another
outside call using the same
outside line.

NOTE:
In some systems, the FLASH button may be used only for FLASH, not Nev

32



POSITION BUSY

The Position Busy feature allows you to place your console in an inactive mode.
Incoming and outgoing calls are blocked; however, you must process any re-

maining calls on your display.

You may implement Position Busy at any time, but if you do so while any calls
— such as parked calls, held calls or your own outside or station call — remain
in progress, the Position Busy lamp will flash. When all remaining calls have been
processed and cleared from your display, your console will automatically enter
the Position Busy mode, as indicated by the steadily lit POS. BUSY lamp.

To put your console into the Position Busy Mode:

BASIC OPERATION

ACTION

RESULTS

DEPRESS:

11:38FM  TUE SEFP 17

FOSITION BLSY

lamp lights steadily.

_or_

lamp flashes if calls
remain on your display.

)
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POSITION BUSY (Continued)

ACTION RESULTS

When these calls are cleared,
your console enters the
Position Busy mode.

FOSITION BUSY

lamp lights steadily.

To return to normal telephone operations:

BASIC OPERATION

2 DaRr UE SEF 1T
DEPRESS: 1 FM TUE SER 1

Calls may now be processed
in the normal manner again.

lamp goes dark.

NOTE:

Incoming outside calls received while your console is in the Position Busy mode
are routed to the preprogrammed Incoming Call Overflow position.

If a call from a station arrives while your console is in the Position Busy Mode,
that station will receive the Error Tone.

34



INCOMING CALL OVERFLOW

When an incoming outside call waits to be answered beyond a predetermined
period of time, it is automatically routed to an Incoming Call Overflow position.
Station calls are not routed to the Incoming Call Overflow position.

Calls will ring simultaneously at your console and at the Incoming Call Overflow
position after the predetermined period of time. When a call rings at the Incom-
ing Call Overflow position, its display will show: &TT ILIFL.

The Call Waiting Indicator shows the number of calls waiting to be answered.
If a call is answered at an Incoming Call Overflow position, the Call Waiting In-
dicator on your display will show a decrease by one for each call that is answered
at that position.

35



SUPERVISED HOLD

You can place any outside call that is held, camped-on or parked on Supervised
Hold.

Calls placed on Supervised Hold appear on the second, third and/or fourth lines
of the display so that their progress may be visually monitored. Up to six calls
may be monitored at a time. You may return to a call by depressing the display
button next to the specific call.

To place an outside call on Supervised Hold:

BASIC OPERATION

SUP/
HOLD

ACTION RESULTS

coTii1l G54

lamp lights steadily.

1:18PM  HED APE 18
0T1111 :H

Sup/
DEPRESS: oT

[

lamp goes dark.

36



SUPERVISED HOLD (Continued)

To reconnect to the call:

BASIC OPERATION

Appropriate
ACTION , RESULTS
1:11FPM HWED AFE 1&
COTii11l :H
LIFT: Handset
DEPRESS: Display button next to the COT1111 o1 ma
desired monitored call o ot
Proceed with normal lamp lights steadily.

telephone operations.

37



SUPERVISED HOLD (Continued)

You may also use this feature to supplement the existing Call Park and Station
Camp-On features by depressing the SUP/HOLD button after the normal feature
operation. Your display will show the following dispiays.

ACTION RESULTS
If you implemented Park: 3.4 THU HOU 14
coTi1il cH
-or- -or-
If you implemented Station S:45aM  THY HOU 14
Camp-On: coTiiil oo

When the parked call is retrieved or the camped-on call is answered, the display
will show:

AN THU HOL 14
11 =T

NOTE:

When a held call is not handled within a predetermined period of time, the Recall
Tone sounds, the button will flash, and the display will show:

2:4FAM THU HOW 14

COT1112 ke

When you depress the button, your display will read:

i
1

COT111E

=
i
=
()
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SERIES CALLING

An outside caller may wish to converse with several stations individually and
sequentially. The SER/LOCK feature button automatically returns the outside
caller to your console after the transferred-to party hangs up.

To implement Series Calling while in conversation with an outside caller re-
questing a series of calls:

BASIC OPERATION

Station
+ {0k
Number

ACTION RESULTS

coTiz2zl

aa]
[in ]
et
=

lamp lights steadily.

KEY IN: First desired station number g RING
lamp goes dark.
lamp lights steadily.
SER) 18:45PM  TUE JUL 21

DEPRESS: Lok

lamp goes dark.

39



SERIES CALLING (Continued)

ACTION RESULTS

When the first party hangs
up, the call will recall to you.

16:539PKM  TUE JUL 21

Recall Tone Sounds.

lamps flashes.

LIFT: Handset

lamp goes dark.
lamp lights steadily.

—
g
b
=4

Continue the steps above
until the outside party has
completed all desired station
calls.

40



PARK

After answering an incoming call, you may Park the call so that it can be
answered from any station. If no one answers the call within a predetermined
period of time, it will return to your console.

To park a call while in conversation with a party:

BASIC OPERATION

y Station
-or + Number T -or-
ola
ACTION RESULTS
COT1112 BE: 25

lamp lights steadily.

If you have a button:
FAaRE
DEPRESS:

lamp lights steadily.
lamp goes dark.

lamp lights steadily.

-or-
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PARK {Continued)

ACTION RESULTS

If you do not have a button:
ES
DEPRESS: @

o0

-then-

FAREK

lamp goes dark.
lamp lights steadily.

-then-

KEY IN: Desired station number?

Tt
2]
o

DOHE

Success Tone sounds.

If you wish to release from the call:

DEPRESS: 14@:36AaM FRI JAN 24
lamp goes dark.

lamp goes dark.

-0r-

. . DROPS
T you wish to cancel the Park operation and return to the call, depress after receiving the

LOHE display.
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PARK

{Continued)

ACTION

RESULTS

If you wish to monitor the cali:

DEPRESS:

if the parked call is not
retrieved within a
predetermined period of
time, it will recall to your
console.

DEPRESS:

[ ])
__.‘ -
[y g i

BRI Jad 24

L
—
kY

F
i H

i

lamp goes dark.

16 4@AH  FRI JAH G4
COT 1112 ¢ re

Recall Tone sounds.

RECAI
lamp flashes.

CcoTiil:

...
)
=
[acx]
—
fix
—

RECALL
lamp goes dark.

lamp lights steadily.
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PAR K {Continued)

To retrieve a parked call that is not monitored:

BASIC OPERATION

Station

O+ Number

o)

ACTION RESULTS

Z:ZBPM TUE FEE B84

LIFT: Handset

If you have a button:
w "~ PARK
DEPRESS: .

lamp lights steadily.

lamp lights steadily.

-Or-
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PA R K (Continued)

ACTION RESULTS

If you do not have a button:

KEY IN: @ *

lamp lights steadily.

(X

-then-
FARE
-then-
KEY IN: Station number on which you =65 FaRE
parked the call '
-then-
CoTiile SIS RRER]

lamp goes dark.

Proceed with normal
telephone operations.
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PARK (Continued)

To retrieve a monitored, parked call prior to automatic recall:

BASIC OPERATION

Appropriate

ACTION RESULTS
2:558M TUE APRE 1Z
COT1218 +H
LIFT: Handset
DEPRESS: Display button next to desired COTiEl s ]

monitored call

lamp lights steadily.

Proceed with normal
telephone operations.
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THREE-PARTY CONFERENCE

When engaged in a two-way conversation, you may add one additional station
or outside party to your conversation.

To set up a Three-Party Conference when you have a held call on the line:

BASIC OPERATION:

Station "
Number o

ACTION RESULTS

CoTiz211

15
=
[y
3]

lamp lights steadily.

KEY IN: Desired station number

]
—
DRy}

FEIMG

lamp goes dark.

lamp lights steadily.

When the called party
answers, announce the
conference privately.

COTiz211 215 TALEK
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THREE-PARTY CONFERENCE (Continued)

ACTION RESULTS

CONF/ COTizll 215 COMF
DEPRESS: o

You now are in a Three-Party o
Conference. lamp lights steadily.

lamp goes dark.

lamp goes dark.

It either of the two parties COT1Z11 A1:25
disconnects from the Three-

Party Conference, you will be
in a two-way conversation
with the remaining party.

o) lamp goes dark.

lamp lights steadily.
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THREE-PARTY CONFERENCE (Continued)

To release from the Three-Party Conference:

BASIC OPERATION

POS. RLSE

ACTION RESULTS

4:87FM FRI JAH =1
oEpRESS:

an} lamp goes dark.

To disconnect all parties:

BASIC OPERATION:

DROP/
CNCL

DROP/ 4:8F7FM FRI JaH =1
DEPRESS: CNCL

aon ) Jamp goes dark.
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THREE-PARTY CONFERENCE (Continued)

To establish a Three-Party Conference with a call on Supervised Hold and the
party with whom you are in conversation:

BASIC OPERATION

. Appropriate

ACTION RESULTS

THLE

lamp lights steadily.

CONF/

DEPRESS: JOiN lamp flashes.

DEPRESS: Display button next to the

. . COTi121 215 COMWF
desired monitored call

s stcad
v ) lamp lights steadily.

lamp goes dark.
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THREE-PARTY CONFERENCE

(Continued)

To release from the call:

BASIC OPERATION

POS. RLSE

ACTION RESULTS

Z:5aaM  FRI JUH 26
DEPRESS:

an ) [amp goes dark.

-or-

To disconnect all parties:

BASIC OPERATION

DROPY
CNCL

g:50aM FRI JUM 2@
DEPRESS: CNCt

o} lamp goes dark.
NOTE:

You may consult privately with either of the two parties by using Call Splitting.
See Call Splitting on page 53 for details.

4
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THREE-PARTY CONFERENCE (Continued)

To enter into a Three-Party Conference if a party or another station wishes to
transfer a call to you:

BASIC OPERATION

RECALL + '3%7’51

ACTION RESULTS

S:B2AM  TUE AUG 38
a

Recall Tone sounds.

lamp flashes.

LIFT: Handset

COT11Z1 251 TALK
DEPRESS:
lamp goes dark.

lamp lights steadily.

DEPRESS CJ%';‘,G/ COTi121 2531 COMHF

CONF/
lamp lights steadily.

lamp goes dark.

52



CALL SPLITTING

This feature permits you to consult privately or alternate between two parties.
While you are consulting with one party, the other party is on “‘hold.”” The first
number appearing on the display is always associated with the SRCE button and
the second number is always associated with the DEST button.

To alternate conversation between two parties:

BASIC OPERATION

-or-

ACTION RESULTS

COT1zZEL 213 TALE

lamp lights steadily.

@ COT1221 215 B2 57
DEPRESS: to consult with the
source of the call

lamp lights steadily.

lamp goes dark.

You may continue to The lamp associated with the
alternate between parties consulting party lights steadi-
indefinitely. ly.

DROP!

To disconnect from the consulting party, depress @ and, if you disconnected
the a party, depress the button to return to the remaining party. Proceed

with normal telephone operations.
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CALL ANNOUNCE

Call Announce allows you to transfer or place a call to a station and announce
the call over the speaker on the called party’s telephone. The called party will
hear the distinctive Call Announce Tone instead of Ringback Tone.

To transfer a call using Call Announce:

BASIC OPERATION

Station +
Number AnGE

ACTION RESULTS

COTizE1 BE: 1S

famp lights steadily.

Ask the party to wait.

KEY IN: Desired station number gy RING

lamp goes dark.

lamp lights steadily.
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CALL ANNOUNCE ({Continued)_

ACTION RESULTS

WOICE

)]
f
=]

CALL

DEPRESS: ANNCE

Success Tone sounds.
. .
e |amp lights steadily.

The called party hears the Call
Announce Tone.

Announce the call.

To release from the call:

BASIC OPERATION

POS. RLSE

DEPRESS: T 11:37PH THU JAM 23

CALL
lamp goes dark.

lamp goes dark.

CALL

T If the called party answers before you release from the call, the lamp will go dark and you
will be in conversation with the called party.

55



CALL ANNOUNCE (Continued)

To answer a recall if a called party does not answer within a predetermined period
of time:

BASIC OPERATION

ACTION RESULTS

Recall Tone sounds.

lamp flashes.

CoOT1221 277 A1:16

DEPRESS: lamp goes dark.

You are now reconnected lamp lights steadily.
to the calling party.
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CALL ANNOUNCE (Continued)

To place a call using Call Announce:

BASIC OPERATION

Station "
Number e

ACTION RESULTS

g:5apM FRI JAN 24

LIFT: Handset

KEY IN: Desired station number =g EING

T

lamp lights steadily.
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CALL ANNOUNCE {Continued)

ACTION RESULTS

ot
-]
o

CALL UOICE

DEPRESS: ANNCE

Success Tone sounds.
e—
mvee) lamp lights steadily.

The called party hears a Call
Announce Tone.

Announce the call.

When the called party
answers, you may converse.

79 TALE

I

CALL
lamp goes dark.

NOTE:

You may only announce the call while the lamp is lit steadily.

You cannot announce calls to stations equipped with single-line telephones.
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STATION PICK-UP

Station Pick-Up allows you to answer any ringing telephone if you know its sta-
tion number.

To pick up another ringing telephone:

BASIC OPERATION

PICK-UP Ringlng

-or- + Station

ACTION RESULTS

i1:1%PM  HMOW JAaH 38

LIFT: Handset

if you have a button:
Fr LR
DEPRESS: Pickup

STA.
lamp lights steadily.

lamp lights steadily.

-0r-
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STATION PICK-UP (Continued)

If you do not have a l®=J button:

ACTION RESULTS

17
KEY IN:
lamp lights steadily.

-then-

FE UF
-then-
KEY IN: Desired ringing station e P LF
number )
v} lamp goes dark.

-then-

COT1111 232 BE:81

You are now connected to
the calling party.
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STATION CAMP-ON . . . with calback

You may implement Station Camp-On if, when you attempt to transfer a call
to a station, the Distinctive Busy Tone sounds and the CAMP-ON lamp flashes.
This feature places the calling party in a waiting queue to be answered by the
camped-on to station when that telephone is idle. The camped-on station is
alerted that another call is waiting by a single brief burst of tone. However, if
the call is not answered within a predetermined period of time, it will return to
your console on the RECALL button.

To implement Station Camp-On after calling a station to transfer a call:

BASIC OPERATION

CAMP

+ -or-
SUPI
HOLD

ACTION RESULTS

coTiilz 2ai BUSY

Distinctive Busy Tone sounds.
o J lamp flashes.

lamp lights steadily.

T COTi11Z 281 CaMP
DEPRESS: o

Success Tone sounds.

——
® J lamp lights steadily.

Tif the lamp flashes, you may break into the conversation. See Break-In on page 68 for details.

¥You may cancel the Camp-On by depressing before releasing from the call.

)
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STATION CAMP-ON . . . with Calback  (Continued)

If you wish to release from the call:

ACTION RESULTS

4:2ZPM  FRI JAaH =1
DEPRESS:

o J lamp goes dark.

lamp goes dark.
=0r-

If you wish to monitor a camped-on outside call:

CoTiiiz

CEMF

o
A

4:24PM  FRI JAaM =1
DEPRESS: HOLD CoTii1z 0o
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STATION CAMP-ON « =« « with Callback {Continued)

" To return to a call which is being monitored on the display prior to automatic
recall:

BASIC OPERATION

Appropriate

Display

ACTION RESULTS
4:52FM FRI JAH 31
CoOTili2: o
DEPRESS: Display button next to the COT1112 =am 1:56

desired monitored call

You are now reconnected to @
the outside call. . lamp lights steadily.

o J lamp flashes.

NOTE:

If, after you answer a Camp-On recall, the lamp flashes, you may implement
the feature again if you wish.
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TRUNK CAMP-ON

To eliminate the need for repeated attempts to access a busy outside line, you
may use Trunk Camp-On to enter a waiting queue for a busy trunk. You may
remain on the line until an outside line is free or you may release from the call,
in which case you will receive a recall when an outside line is free.

To camp on to a busy trunk after attempting to place an outside call:

BASIC OPERATION

TRUNK .
Wait

-or- + -0or-
ACTION RESULTS
ELISY
Distinctive Busy Tone sounds.
TRUNK
ey Jamp flashes.
lamp lights steadily.
If you have a button:
CEMF
DEPRESS: ——

Success Tone sounds.
——
gy lamp lights steadily.

-or-
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TRUNK CAMP-ON

(Continued)
If you do not have a button:
ACTION RESULTS
KEY IN: |
-then-
LAPF
Success Tone sounds.
-then-
When an outside line is free, COT1zzz
you are connected to it. T
Dial Tone sounds.
o] lamp goes dark.
Place your call in the normal
manner.
-or-
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TRUNK CAMP-ON (Continued)

If you wish to release from the call and receive a recall when an outside line is free:

ACTION RESULTS

DrRoPy 2:35PM FRI AFR 38
DEPRESS: (0%

ey lamp goes dark.

lamp goes dark.

When an outside line is free, 2 :EZTPM FRI &FR I8
you will receive a recall.

Recall Tone sounds.

RECALL
lamp flashes.

TRUNK
lamp flashes.

' COTizes
DEPRESS:

Dial Tone sounds.

RECALL
lamp goes dark.

) | dark
amp goes dark.

lamp lights steadily.

Place your call in the normal
manner.

NOTE:

You may camp on to only one trunk at a time.

If the station requests an outside line, you may transfer a Trunk Camp-On to

a station by depressing )
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TRUNK CAMP-ON

{Continued)
To cancel a Trunk Camp-On after releasing from the call:
BASIC OPERATION
:
ACTION RESULTS
2:3¥FHM FRI APR I8
#7 CHCOL
Success Tone sounds.
lamp lights steadily.
DROP/ 2:38FM FRI APR Z8
DEPRESS: CNCL

lamp goes dark.
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BREAK-IN

The Break-In button allows you to “’break in’’ to an existing conversation after
placing a call to a station and receiving the Distinctive Busy Tone. Before you
are admitted to the call, a brief burst of tone will be heard by both parties in
the existing call.

To break in to an existing call, with or without a held call:

BASIC OPERATION

& o

RESULTS

COTiizz 233 Bz

Distinctive Busy Tone sounds.

lamp flashes.T
or lamp lights steadi-

ly.

t If the Camp-On lamp flashes, you may camp on to the called station. See Station Camp-On on °

page 61 for details.
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BREAK-IN (Continued)

ACTION RESULTS

DEPRESS BREAK. COT1i2z2 233 OURD
& HOLD: W

You now are in a Three-Party

Conference with the two other ~ Override Tone sounds.

parties. ] ]
n ) lamp lights steadily.

You may converse with both

parties only while the

button is depressed.

To exit from the conversation when you have completed your conversation:

BASIC OPERATION:

Release

BREAK- COT1i1z2z 23% EUEY

RELEASE: n

a lamp flashes.T

Proceed with normal
telephone operations.

NOTE:

If one of the parties in the conversation hangs up while you are breaking in, the
lamp will go dark and you will be in a two-way conversation with the

remaining party.

T 1f the Camp-On lamp flashes, you may camp on to the called station. See Station Camp-On on
page 61 for details.
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MESSAGE LEAVING

The Message Leaving feature allows you to turn on the Message Waiting lamp
at a station to alert that station that a message is waiting. If your system has
the Silent Message Using Message Leaving feature, see page 76 for
instructions.

To turn on the Message Waiting lamp at a station:

BASIC OPERATION

" Eltati%n + ]
umber
ACTION RESULTS

11:02AM SAT FEB 28

MESG.
If you have a button:

DEPRESS: LEAVE MSG

lamp lights steadily.
-Or-
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MESSAGE LEAVING » {Continued)

If you do not have a |#¥] button:

ACTION RESULTS

KEY IN:

-then-

MzG

-then-

KEY IN: Desired station number e

Z22E MEG

-then-

2% DOHE

Success Tone sounds.

The Message Waiting lamp is
on at the specified station.

DROP/ 11:38FM AT FEE 28
DEPRESS: o

lamp goes dark.
NOTE:

You may activate Message Leaving at a station that has Do Not Disturb in effect.

If you activate Message Leaving for a station that has Call Forwarding in effect,
the Message Waiting lamp will turn on at the called station, not at the
forwarded-to destination.
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MESSAGE LEAVING (Continued)

To turn on the Message Waiting lamp at a station after placing a call, with or
without a held call, and receiving a Busy Tone or no answer:

BASIC OPERATION

MESG.

wve] + -Or-

OROP/
CNCL

ACTION  RESULTS

If you placed the call for a party that is on hold:

PR
n

FIMG

Il

lamp lights steadily.

MESG. f CoTizlz 255 M=G

DEPRESS: e

Success Tone sounds.

The Message Waiting lamp is
on at the specified station.

i you wish to cancel the message before returning to the holding party, depress and the
Message Waiting lamp will be turned off at the specified station. You will be automatically returned
to conversation with the other party.
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MESSAGE LEAVING (Continued)

ACTION RESULTS
COTLE1E 255
DEPRESS:

lamp lights steadily.

e
5
=
)
i
=,
[n

lamp goes dark.

You are reconnected with the
held party.

-or-

If you placed the call when you were not engaged in another call:

i

FIMG

e
faa)

lamp lights steadily.

MZiG

fa
[nxl
fnl

DEPRESS: |l

Success Tone sounds.

The Message Waiting lamp is
on at the specified station.

DROP! 16:ZEEM  SUH HOU 27

DEPRESS: CNCL

lamp goes dark.

(See following page for NOTE)

)
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MESSAGE LEAVING

{Continued)

NOTE:

You may leave a message at a station that has Do Not Disturb in effect.

If you leave a message at a station that has Call Forwarding in effect, the
Message Waiting lamp will turn on at the station you called, not at the forwarded-

to destination.

To cancel a message left at a station:

BASIC OPERATION

+ Number *

OROPY
CNCL

ACTION

RESULTS

KEY IN:

74

i:

[13]

aPM 54T FEE 28

#1

lamp lights steadily.

-then-

RE=I




MESSAGE LEAVING

(Continued)

KEY IN:

DEPRESS:

ACTION

RESULTS

Desired station number

DROP/
CNCL

2EE Ml

-then-

22 CHEL

Success Tone sounds.

The Message Waiting lamp is
off at the specified station.

1:Z1FM =AT FER 28

lamp goes dark.
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S"_ENT MESSAGE « =« » Using Message Leaving

The Silent Message...Using Message Leaving feature allows you to leave a
Silent Message at a CS-20 or a CSD. Silent Messages may be left without
interruption of the telephone conversation. Up to fifty-one programmed
messages, no longer than 15 characters each, may be left. A called station
may receive up to four messages. If the called station does not have a
MESG. LEAVE button or has already received four messages, an Error Tone
sounds at your console.’

To turn on a Message Waiting lamp and leave a Silent Message at a
station:

BASIC OPERATION

Station . Silent
-or- Number Message  *+ |2
HH|(:) D
ACTION RESULTS

11:02AM SAT FEB 28

If you have a \“¥) button:

MESG.

DEPRESS: (L MSG

lamp lights steadily.

-Or-

TIf the called station has a Message Waiting lamp, the lamp will be tumed on. See Message
Leaving, page 70.

* This Silent Message ID is a two-digit number programmed into your system. See page 84 for a -
list of programmed messages and their Silent Message IDs.
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SILENT
MESSAGE = =« » Using Message Leaving

{Continued)
if you do not have a button:
ACTION RESULTS
KEY IN: %1
-then-
MSG

lamp lights steadily.

-then-
KEY IN: Desired station number 210
-then-
S.MSG
KEY IN: Silent Message IDT 03 S.MSG
-then-

T This Silent Message ID is a two-digit number programmed into your system. See page 84 for a
list of programmed messages and their Silent Message IDs.

L
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SILENT
MESSAGE « « « Using Message Leaving (Continued)

ACTION RESULTS

210 URGENT

Success Tone sounds.

A brief burst of tone sounds
at the specified station.

The Message Waiting lamp
or lamp is on at the
specified station.

DROP/

DEPRESS: o 11:30PM SAT FEB 28

lamp goes dark.

NOTE:
You may leave a Silent Message at a station that has Do Not Disturb in effect.
If you activate a Silent Message for a station that has Call Forwarding in effect,

the Message Waiting lamp will turn on and the Silent Message will be left at
the called station, not at the forwarded-to destination.
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SILENT
MESSAGE « =« « Using Message Leaving {Continued)

To turn on the Message Waiting lamp and leave a Silent Message at a
station after placing a call, with or without a held call, and receiving a
Busy Tone or no answer:

BASIC OPERATION
MESE. S"ent MESG Silent DROP/
+ Message + -or- + M?ssage + |ow
ot D
ACTION RESULTS

If you have placed the call for a party that is on hold:

210 RING

lamp lights steadily.
MESG.

DEPRESS: LEAVE S.MSG

KEY IN: Silent Message IDT 03 S.MSG

-then-

T This Silent Message ID is a two-digit number programmed into your system. See page 84 for a
list of programmed messages and their Silent Message IDs.

79



SILENT
MESSAGE = « « Using Message Leaving {Continued) |

ACTION RESULTS

210 URGENT

Success Tone sounds.

A brief burst of tone sounds
at the specified station.

The Message Waiting lamp
or lamp is on at the
specified station.

SRCE
DEPRESS: 211 210 TALK

lamp lights steadily.
lamp goes dark.

You are reconnected with the
held party.

-or-

If you have placed the call when you are not engaged in another call:

266 RING

lamp lights steadily.
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SILENT

MESSAGE » « « Using Message Leaving (Continued)

ACTION

RESULTS

MESG.
LEAVE

DEPRESS:

KEY IN: Silent Message IDT

DROP!

DEPRESS: St

S.MSG

03 S.MSC

-then-

210 URGENT

Success Tone sounds.

A brief burst of tone sounds
at the specified station.

The Message Waiting lamp
or lamp is on at the
specified station.

10:30AM SUN NOV 27

lamp goes dark.

(See following page for NOTE)

T This Silent Message ID is a two-digit number programmed into your system. See page 84 for a

list of programmed messages and their Sitent Message IDs.

-
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SILENT
MESSAGE = = « Using Message Leaving (Continued)

NOTE:
You may leave a Silent Message at a station that has Do Not Disturb in effect.
If you leave a Silent Message at a station that has Call Forwarding in effect, the

Message Waiting lamp will turn on and the Silent Message will be left at the ‘
station you called, not at the forwarded-to destination.

To cancel a message left at a station:

BASIC OPERATION

+ Station .

Number

ACTION RESULTS

1:30PM SAT FEB 28

—_— #

lamp lights steadily.

-then-
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SILENT

MESSAGE « = « Using Message Leaving (Gontinued)
ACTION RESULTS
MSG
KEY IN: Desired station number 210 MSG
-then-
210 CNCL

DEPRESS: o

Success Tone sounds.

The Silent Message is
cancelled at the specified
station.

The Message Waiting lamp
or lamp is off at the
specified station.

1:31PM SAT FEB 28

lamp goes dark.
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SILENT
MESSAGE « « « Using Message Leaving (Continued)

SILENT MESSAGE IDs

ID  SILENT MESSAGE ID  SILENT MESSAGE
00 26
01 27
02 28
03 29
04 30
05 31
06 32
07 33
08 34
09 35
10 36
11 37
12 38
13 39
14 40
15 41
16 42
17 43
18 44
19 45
20 46
21 47
22 48
23 49
24 50
25

NOTE:
The first ten Silent Messages have been programmed into your system.

if the Silent Message with Do Not Disturb feature (see page 170) is
implemented and ID 00 is chosen, the calling party receives a Busy Tone and
a BUSY display. There will be no message on the display of the telephone

which registered this feature. )

If, when using a Silent Message feature, you do not enter an ID code within a
predetermined time period, Silent Message ID 00 will be entered automatically.
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AUTOMATIC INTERCOM

Automatic Intercom allows you to place internal calls to a frequently called sta-
tion number by depressing only one feature button.

To change the station number programmed for Automatic Intercom:

BASIC OPERATION

Station
() + () + Neowoo, + (a2

ACTION RESULTS

£:Z4PM MON AUG 87

lamp lights steadily.

AUTO ald
DEPRESS:

e tead
v ) famp lights steadily.

KEY IN: Desired station number e
=5 ALA

-then-
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AUTOMATIC INTERCOM (Continued)

ACTION RESULTS

251 DOkE

Success Tone sounds

AUTO
lamp goes dark.

' E:ZSPM MOM AlG @7y
DEPRESS: oncL

lamp goes dark.

To place a call to the programmed Automatic Intercom station:

BASIC OPERATION

2:ZEAM TUE /UG

KR
0}
Lt

LIFT: Handset
25 RIHG
DEPRESS: 100M

lamp lights steadily.

Proceed with normal
telephone operations.
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SAVE NUMBER

AND REPEAT LAST NUMBER

The Save Number feature saves any called number for later use. Repeat Last
Number saves the last number dialed. Since both features occupy the same
feature button, when Save Number is in effect, as indicated by a steadily lit
SAVE/REPEAT lamp, you may not use Repeat Last Number.

SAVE NUMBER

You can save a number any time during a call until you have disconnected from

the call.

To save a number for later use:

BASIC OPERATION

SAVE/
REPEAT]

ACTION

RESULTS

SAVE/

DEPRESS: FEPEAT

SAVE/

e} lamp lights steadily.

The number is saved and may
be redialed at any time until
you save another number.

SAVE/ . . )
The lamp will remain lit

and the number stored until it
is deleted.

-
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SAVE NUMBER

AND REPEAT LAST NUMBER (Continued)

To place a call to the number you have saved:

BASIC OPERATION

ACTION

LIFT: Handset

SAVE/

DEPRESS: REFEAT]

88

Z1ZE55E522 SRVE

-then-

SAVE/ . .
e lamp remains lit.

The number is automatically
dialed for you.




SAVE NUMBER
AND REPEAT LAST NUMBER (Continued)

You may delete the Saved Number at any time during a call to that number
until you have disconnected from that call.

To delete a Saved Number:

BASIC OPERATION

SAVE/
REPEAT]

ACTION RESULTS

SAVE Hl:21

DEPRESS: FEPEAT

SAVE/
lamp goes dark.

NOTE:
When a number has been saved, as indicated by a steadily lit lamp, you
cannot use the Repeat Last Number feature.
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SAVE NUMBER
AND REPEAT LAST NUMBER (Continued)

To transfer a call to the number you have saved:

BASIC OPERATION

SAVE/
+ + POS. RLSE

ACTION RESULTS

27 TALE

SAVE
lamp lights steadily.
lamp lights steadily.

Ask the party to wait.

DEPRESS:

lamp goes dark.

lamp lights steadily.
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SAVE NUMBER
AND REPEAT LAST NUMBER (Contined)

ACTION RESULTS
SAVE] ZIZERnEIEY SRUE

DEPRESS: FEPEAT

-then-

R R e
ﬁlﬁdeﬁjig

When the called party —rm COTEEE A6
answers, proceed with
normal telephone operations.

[wx]
3]
—
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SAVE NUMBER
AND REPEAT LAST NUMBER (Continued)

REPEAT LAST NUMBER

This feature allows you to automatically redial the last number that you called.
You cannot use Repeat Last Number if a number is saved, as indicated by a
steadily lit SAVE/REPEAT lamp.

BASIC OPERATION

SAVE)
REPEAT]

+ -or-

ACTION RESULTS

LIFT: Handset 11:254M  THU SEF 3@

SAVE/
If you have a button:

n
n
i}

SAVE/ 5554411 SHVE

DEPRESS: [

lamp lights steadily.

-0r-
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SAVE NUMBER

AND REPEAT LAST NUMBER

{Continued)
If you do not have a button:
ACTION RESULTS
KEY IN:
-then-
o554 SHUE
-then- -then-

The number is dialed
automatically.

f
i
i}

4411

lamp lights steadily.
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STATION SPEED CALLING

Station Speed Calling permits you to establish a personal directory of up to ten
frequently called numbers consisting of up to 20 digits each. A single digit code
(0-9) is assigned to each entry in the ten-number list. This digit is the Entry Code.

To program or change a humber in your Station Speed Call Directory:

BASIC OPERATION

Outside Line

Entry DROP!
@ + Code + Access Code + +

and Number

ACTION RESULTS

Refer to your directory for the " - g
. A Z2EAM 0 MOR DL 23
desired Entry Code. ! Al

-then-
SR
lamp lights steadily.
KEY IN: Desired Entry Code (0-9) 5 v
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STATION SPEED CALLING (Continued)

ACTION RESULTS

KEY IN: Qutside Line Access Code +

+ HAU7TRESES4E21 SFD
number

TAEZSSS4221 IOHE
DEPRESS:

Success Tone sounds.

BROF) 1@:24aM  WOH JUL 23
DEPRESS: oo

lamp goes dark.

Repeat the above steps,
substituting 1-9 for each of
the remaining Entry Codes,
until all numbers are
programmed.

Tifa pause is required anywhere within the number for return dial tone, enter a for each

pause needed.
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STATION SPEED CALLING (Continued)

To place a call using Station Speed Call, with or without a held call:

BASIC OPERATION

M E3 10 IRy

ACTION RESULTS

Refer to your directory for the —— —
desired Entry Code. 1 Z1aM  MOM

oy
L
o

NI

LIFT: Handset

—
fax)

KEY IN: @

lamp lights steadily.
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STATION SPEED CALLING (Continued)

ACTION RESULTS
KEY IN: Desired Entry Code (0-9) -
-then-
Your call is now being pro- e =
cessed. THAZSSE54E2 5
-then-
FHISSS4EE1 BE R

NOTE:

If you wish to call a single preprogrammed Station Speed Call entry by depress-
ing only one button, you may use your@ button.

You may transfer a call to a Station Speed Call Entry by keying in @ and
the desired Entry Code instead of keying in the desired number. See Transfer-
ring a Call on page 22 for details.
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STATION SPEED CALL DIRECTORY

ENTRY ENTRY

CODE DESTINATION CODE DESTINATION
0] 5
1 6
2 7
3 8
4 9
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SYSTEM SPEED CALLING

Up to 100 frequently called business numbers can be stored in your System
Speed Call Directory. A two-digit Entry Code (00-99) is assigned to each entry
in the System Speed Call Directory. These codes may be shared by all stations
in the system which have proper system authorization.

To place a call using System Speed Call:

BASIC OPERATION:

' * Cone

ACTION RESULTS

Refer to the System Speed
Call directory for the desired
entry code.

16:321AM  MOM JUL 23

LIFT: Handset

KEY IN:

lamp lights steadily.

KEY IN: Desired Entry Code (00-99)

-then-

99



SYSTEM SPEED CALLING

(Continued)

ACTION RESULTS

Your call is now being IR SFT
processed.

NOTE:

if you wish to call a single preprogrammed System Speed Call entry by depress-
ing only one button, you may use your button.

You may transfer a call to a System Speed Call entry by keying inand

the desired Entry Code instead of keying in the desired number. See Transfer-
ring a Call on page 22 for details.

100



SYSTEM SPEED CALL DIRECTORY

ENTRY ENTRY
CODE DESTINATION CODE DESTINATION
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SPECIALIZED

COMMON CARRIER (SCC) ACCESS

SCC Access allows you to use an abbreviated dialing sequence to connect to
a Specialized Common Carrier to place a long distance call. The dialing sequence
which accesses the SCC is preprogrammed in the system.

To place an outside call using SCC Access:

BASIC OPERATION

SCC
+ Access + Number
Code
ACTION RESULTS
95N TUE afFR 15

LIFT: Handset

KEY IN:
common carrier

102

Access code for the desired

I
[

lamp lights steadily.

-then-

0
[y
L)




SPECIALIZED
COMMON CARRIER (SCC) ACCESS (contiea

KEY IN:

ACTION

RESULTS

Desired outside number

The SCC Access telephone
number and authorization
code are automaticaily dialed
for you.

sSC

m

103






ACCOUNT CODE/CLIENT BILLING

The Account Code/Client Billing feature permits you to enter a client’s account
code during an outgoing call, if the system is equipped with Message Detail
Recording {MDR). This information is used to keep track of calls for billing pur-
poses. The duration of the call, the number dialed and the account code are
recorded with other MDR information.

-
To enter an account code using the ‘) button:

BASIC OPERATION

Account
+ Code +

ACTION RESULTS

Erd

125557400

F
(;J
—

lamp lights steadily.

AcCT accT
DEPRESS:

ACCT
lamp lights steadily.
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ACCOUNT CODE/CLIENT BILLING  continuea

ACTION RESULTS

KEY IN: Desired account code

TES4EZL LoCT
{Up to 15 digits) . H

There is no interruption of the
conversation.

COTiZ1E
DEPRESS: o

fn]
o
|::1:.|

Ao

ce) {amp goes dark.

To cancel an account code before any or all account code digits have been
entered:

BASIC OPERATION

DROPY
CNCL

DROP} COTi212 Bz 53
DEPRESS: ~

v} lamp goes dark.
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ACCOUNT CODE/CLIENT BILLING (coninues)

To cancel an account code after it has been entered:

BASIC OPERATION

ACCT ACCT
+ fO00E

ACTION RESULTS

ACCT HoCT
DEPRESS:

ACCT
lamp lights steadily.

COTiE1E B2 45
DEPRESS: Co0E

wej lamp goes dark.

NOTE:

If the account code entered is more than 15 digits, only the first 15 digits will
be stored.

You may modify the account code by repeating the above steps before discon-
necting from the call. .

If more than one account code is entered during a call, the last one entered will
be stored.

There is no interruption to your conversation when you enter an account code

using the feature button.

-)

107



ACCOUNT CODE/CLIENT BILLING  continues

ACCT
To enter an account code if you do not have an feature button:

BASIC OPERATION

D@ - &g

ACTION RESULTS
CcotTiigz BE: 52
Ask the party to wait. lamp lights steadily.

KEY iIN: @

-then-

ACCT

lamp goes dark.

lamp lights steadily.
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ACCOUNT CODE/CLIENT BILLING

{Continued)

KEY IN:

ACTION RESULTS
Desired account code AOEEREERTESAEE] ACCT
You must enter the maximum
number of digits (1-15)
required by your system. BERRBEEETES4321 DOHE

You are now automatically
reconnected to your call.

Success Tone sounds.

-then-

CoTiziz Bz 53

lamp lights steadily.

lamp goes dark.
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ACCOUNT CODE/CLIENT BILLING continuea)

To cancel an account code before any or all account code digits have been
entered:

BASIC OPERATION

DROPY
CNCL

ACTION RESULTS

DROP/ LOTiz12

DEPRESS: Cnct

i

P!
ind

(i3]
P

lamp lights steadily.

lamp goes dark.
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ACCOUNT CODE/CLIENT BILLING  continuea

To cancel an account code after it has been entered:

BASIC OPERATION

Number of zeros

+ equal to account

code digits

ACTION RESULTS

KEY IN: @

41}
(22

-then-

AccT

lamp goes dark.

lamp lights steadily.
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ACCOUNT CODE/CLIENT BILLING  (contnea

ACTION RESULTS

KEY IN: Number of zeros equai to the A ANARAAERARERAE
number of digits (1-15)
required by your system.

Success Tone sounds.

(%]
[EX]
£

0

You are now automaticaily CcoTiziz
reconnected to your call.

lamp lights steadily.

lamp goes dark.

NOTE:

If the account code entered is more than 15 digits, only the first 15 digits will
be stored.

You may modify the account code by repeating the above steps before discon-
necting from the call.

if more than one account code is entered during a call, the last one entered will
be stored.
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NIGHT ANSWER

The Night Answer feature permits you to divert calls to other designated destina-
tions and also allows you to know immediately if Night Answer is in effect.

To activate Night Answer:

BASIC OPERATION

NIGHT

ACTION RESULTS

S:R5PM FRI AFR 1V

DEPRESS: lamp lights steadily.

All incoming calls will now be
diverted to the designated
Night Answer destinations.
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NIGHT ANSWER

(Continued)

To cancel Night Answer and revert to normal daytime operations:

BASIC OPERATION

NIGHT

ACTION RESULTS

7 S5AM  MON AFR 2@

DEPRESS: lamp goes dark.

Normal telephone operations
are resumed.

NOTE:

You may still place and answer calls from your console while it is in the Night
Answer mode. However, if you put your console in the Position Busy mode, no
calls can be received or placed. See Position Busy on page 33 for details.

Night Answer mode may also be implemented through a DSS Night Answer
feature button. See DSS Night Answer on page 214 for details.
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STATION PAGING

Station Paging allows you to transmit a verbal announcement over the speakers
of the telephones in your system. Busy telephones will not receive the page.

To page a party for another party with whom you are in conversation:

BASIC OPERATION

STA.
Zone Digit Announce
_0 - :
iy {0-9) Message +
ACTION RESULTS
coTiiiE s A

Ask the party to wait.

STA.
If you have a button:

STA.
PAGE

DEPRESS:

=Or-

lamp lights steadily.

FAGE

lamp lights steadily.
lamp goes dark.

lamp lights steadily.
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STATION PAGING (Continued)
ACTION RESULTS
If you do not have a button:
-then-
FAGE
-then-
KEY IN: Zone Digit (0-9) & EAGE
Success Tone sounds.
Announce your message
twice, providing the Station
Page Answer Number, 87.
When the paged party COT1112 292 TALK
answers, you are connected
to the paged party.
DEPRESS: to release i1:Z7AM MO APR 14
from the call and connect
the two parties
M) lamp goes dark.
lamp goes dark.
NOTE:

All Zone Paging is implemented with Zone Digit O.
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STATION PAGING (Continved)

To park an incoming call while paging a party:

BASIC OPERATION

STA
Statlon - @ Zone Digit | Announce oo
-or- ¥ Number m -or- {0-9) Message +

aja

ACTION RESULTS

coTiliz

[xn}
=t
Io
PR}

lamp lights steadily.

Ask the party to wait.

if you have a button:
m FHRE
DEPRESS: .

lamp lights steadily.

lamp goes dark.
lamp lights steadily.

-0Or-
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STATION PAGING

(Continued)

ACTION

RESULTS

If you do not have a button:
KEY IN: @

-then-

KEY IN: Station number on which you

wish to park the call

DEPRESS:

-then-

118

-then-

FaRk

lamp goes dark.

lamp lights steadily.

ZEE Frkk

-then-

e DOHE

Success Tone sounds.

r

2:Z2ZPM MOM JAH 3

lamp goes dark.

lamp goes dark.




STATION PAGING

{Continued)

ACTION

RESULTS

STA.
If you have a button:

DEPRESS:

-or-

If you do not have a (¢} button:

-then-

KEY IN: Zone Digit (0-9)

NOTE:

FrGE

STA.
lamp lights steadily.

lamp lights steadily.

-then-

FrGE

lamp lights steadily.

[E3]

FHGE

Success Tone sounds.

All Zone Paging is implemented with Zone Digit O.
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STATION PAGING (Continued)

ACTION RESULTS

Announce your message
twice, providing the Park
Answer Access Code, #9,
and the station on which the
call is parked.

DROP} 2 34FM MOM JAaM Z1
DEPRESS: thet

lamp goes dark.
lamp goes dark.

When the paged party keys in
the Park Answer Access
Code and the correct station,
the paged party will be

connected to the parked call.

To page a party when you do not have a held call:

BASIC OPERATION

Wait
+ -or-

DROPY
CNCL

Zone Digit Announce

* (0-9) + Message
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STATION PAGING (Continued)

ACTION RESULTS

[5x]

$Z5AM MOW OCT 27

LIFT: Handset

STA.
If you have a button:

DEPRESS: FRRE

lamp lights steadily.

STA.
peE) Jamp lights steadily.

-0r-

If you do not have a {"¢] button:

KEY IN:

)
-]

-then-

PEGE

lamp lights steadily.
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STATION PAGING {Continued)

ACTION RESULTS

T
]

FRGE
KEY IN: Zone Digit {0-9)

Announce your message Success Tone sounds.
twice, providing the Station
Page Answer Number, 87.7
When the paged party
answers, you are connected

to the paged party. P TELE

STA.
lamp goes dark.

NOTE:
All Zone Paging is implemented with Zone Digit O.

T You may depress at this time to release from the page. The paged party may answer the page
by calling you directly.

122




EXTERNAL PAGING

External Paging allows you to transmit a verbal announcement over customer-
provided paging amplifier and speakers. Busy stations will not receive the page.

To page a party for another party with whom you are in conversation:

BASIC OPERATION
PAGE
ey Zone Digit Announce
or_+ “%e) * Message

ACTION RESULTS

CoOTiiiz EE 35

lamp lights steadily.
Ask the party to wait.

If you have an {#%) button:

FrGE
DEPRESS: PAGE

g sood
M) lamp lights steadily.
lamp goes dark.

lamp lights steadily.
-0r-
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EXTERNAL PAGING

{Continued)
ACTION RESULTS
If you do not have an button:
KEY IN: -
-then-
FaGE
-then- lamp goes dark.
lamp lights steadily.
KEY IN: Zone Digit (0-9) 8 FAGE
Success Tone sounds.
Announce your message
twice, providing the External
Page Answer Number, 88.
When the paged party CoTillE 289 TALE
answers, you are connected
to the paged party.
NOTE:

All Zone Paging is implemented with Zone Digit O.
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EXTERNAL PAGING

{Continued)

ACTION

RESULTS

DEPRESS: - to release

from the call and connect
the two parties

To park an incoming call while paging a party:

1:15PM  THU JUL 13

mi) lamp goes dark.

lamp goes dark.

BASIC OPERATION

@ Number

EXTRNL
PAGE

_or-

+ Zone Digit

+ Announce +
(0-9) Message Gl

If you have a button:
DEPRESS:

=-Or-

coTiile BE 45

lamp lights steadily.

FraRE

lamp lights steadily.
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EXTERNAL PAGING (Continued)

ACTION RESULTS

If you do not have a button:

KEY IN: @ b

-then-

PrRE

‘ lamp goes dark.
lamp lights steadily.

-then-
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EXTERNAL PAGING (Continued)

ACTION RESULTS

KEY IN: Station number on which you Py FORE
wish to park the call

-then-

TICIHE

[

Success Tone sounds.
4 B1FM  THU MAaR =1
DEPRESS:

lamp goes dark.

lamp goes dark.

-then-

If you have an () button:

EXTRNL FaiE

DEPRESS: PAGE

S
we ) famp lights steadily.
lamp lights steadily.

-Or-
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EXTERNAL PAGING {Continued)

ACTION RESULTS

If you do not have an ) button:

KEY IN: o

-0r-

PEGE

lamp lights steadily.

KEY IN: Zone Digit {0-9)

K

FRGE

Success Tone sounds.

Announce your message
twice, providing the Park
Answer Access Number, #9,
and the station on which the
call is parked.

DROP/ 4:@1FM  THU MAR 31
DEPRESS: o

EXTRNL
lamp goes dark.

lamp goes dark.

NOTE:

All Zone Paging is implemented with Zone Digit O.
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EXTERNAL PAGING (Continued)

ACTION RESULTS

When the paged party keys in
the Park Answer Access
Code and the correct station
number, the paged party is
connected to the parked call.

To page a party when you do not have a held call:

BASIC OPERATION

EXTRNL .
Wait

+ -or- <+ Zone Digit 4 Announce -or-

+
(0-9) Message

S ZzaM TUE DEC 24

LIFT: Handset

If you have an \M] button:

EXTRNL FrGE
DEPRESS: PAGE
-
me ) lamp lights steadily.
lamp lights steadily.
-0Or-
NOTE:

All Zone Paging is implemented with Zone Digit O.
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EXTERNAL PAGING (Contined)

ACTION RESULTS

If you do not have an \»&) button:

KEY IN:

-

-then-

FrRE

lamp lights steadily.

KEY IN: Zone Digit (0-9) -

-
[ox

Success Tone sounds.

Announce your message
twice, providing the External
Page Answer Number, 88.T

When the paged party
answers, you are connected
to the paged party.

NOTE:
All Zone Paging is implemented with Zone Digit O.

DROPf
T You may depress at this time to release from the paging operation. The paged party may answer
the page by calling you directly.
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ACCESSING FEATURES IN A PABX

Your telephone system may operate behind a larger telephone system known
as a PABX. The PABX has many features similar to those in your system;
however, any features which require a FLASH can be activated only by using
the FLASH feature button.T

To access a PABX feature when a is required:

BASIC OPERATION

FLASH

ACTION RESULTS

COT1111 L
DEPRESS:

A distinctive PABX tone
sounds.

Follow the directions
provided in the PABX User’s
Guide.

T In some systems, this button will operate as a NEW CALL feature. In this case, by depressing
you will disconnect the party on the line.
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RECORDED VOICE ANNOUNCEMENT

With the Recorded Voice Announcement feature, your system can provide
recorded voice announcements to incoming callers. These voice
announcements may be programmed into your system. In order to assign a
particular voice announcement from your system, you must be authorized to
use this feature. Consult with your Communications Coordinator for additional
information.

if errors occur during the recording, confirmation or cancelling of a voice
announcement, an Error Tone will be heard by the calling party.

To record a voice announcement to play for incoming calls at your
console:

BASIC OPERATION

Voice

+ -or- + 1] + Announcement + Recor

@ D

ACTION RESULTS

9:55AM MON JUN 06

LIFT: Handset Internal Dial Tone sounds.

If you have a button:

V.MSG
DEPRESS:

lamp lights steadily.

-or-

132



RECORDED VOICE ANNOUNCEMENT coninues)

if you do not have a button:

KEY IN: @

-then-

KEY IN:

ACTION RESULTS
89
-then-
V.MSG
1 V.MSG
KEY IN: Voice Announcement IDT 151 V.MSG

You may now record the
desired announcement.

Recording Tone sounds
indicating that the system is
now ready to accept an
announcement assignment.

T Consult your Communications Coordinator t0 obtain this two-digit code. No more than one

announcement can be recorded on the same ID.

-
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RECORDED VOICE ANNOUNCEMENT continueq)

ACTION RESULTS

Success Tone sounds after
a predetermined time period.

Your announcement will now 151 PLAY
replay if you do not hang up.

151 DONE

Success Tone sounds.

Hang up 10:01AM MON JUN 06

lamp goes dark.
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RECORDED VOICE ANNOUNCEMENT continues

To correct an error made during the recording of an announcement or
to rerecord that announcement after confirmation:

BASIC OPERATION

*  Record

ACTION RESULTS

KEY IN: f

Recording Tone sounds
indicating that the system is
now ready to accept
announcement assignment
again.

NOTE:

After completion of procedure, the protect mode for the Voice Announcement
ID must be released and the designated announcement must be canceled.
See your Communications Coordinator for details.

¥ This operation does not work on a single-line telephone.
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RECORDED VOICE ANNOU NCEMENT(Continued)

To confirm that the desired Voice Announcement has been recorded:

BASIC OPERATION

Voice T
Vet + -or- + @ + Announcement .

Ec °

ACTION RESULTS

3:37PM WED MAY 28

LIFT: Handset

Internal Dial Tone sounds.

button:

DEPRESS: V.MSG

If you have a

lamp lights steadily.
-Or-

If you do not have a button:

KEY IN: @ 89

-then-

V.M5G
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RECORDED VOICE ANNOUNCEMENT coninueo)

ACTION RESULTS

KEY IN: @ 9 V.MSG

KEY IN: Voice Announcement 1D 951 V.MSG

-then-

951 PLAY

Recorded Voice Announce-
ment plays twice.

951 DONE

Success Tone sounds.

Hang up 3:39PM WED MAY 28

lamp goes dark.
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RECORDED VOICE ANNOUNCEMENT coninves

To cancel a Recorded Voice Announcement:

BASIC OPERATION

Voice
+ -or- + @ + Announcement +

e °

ACTION RESULTS

5:00PM WED MAY 28

LIFT: Handset Internal Dial Tone sounds.

bufton:

If you have a

~ V.MSG
DEPRESS: .

J tamp lights steadily.

-Or-

button:

if you do not have a

KEY IN: @ 89

-then- -then-
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RECORDED VOICE ANNOUNCEMENT coninues

ACTION RESULTS

V.MS5G

KEY IN: @ 0 V.MSG

KEY IN:. Voice Announcement ID 031 V.MSG

031 CNCL

Success Tone sounds.

lamp goes dark.

Hang up 5:01PM WED MAY 28
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ALARM

You may have an ALARM button on your console which will alert you to any
problems which occur in the system. If a problem occurs, the ALARM lamp will
light.

If the ALARM lamp lights, place a few test calls to stations and to an outside
number to determine the extent of the problem.

¢ |f all or most of the test calls can be completed, there is a minor system
failure. Call the repair service and report the condition as a MINOR
ALARM.

¢ [f all or most of the calls cannot be completed, there is a major system
failure. Use an emergency telephone to call the repair service and report
the condition as a MAJOR ALARM.

NOTE:

You may also have a DSS Alarm button on your DSS module, if your console
is so equipped.
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DIRECT TRUNK ACCESS

This feature allows you to access a specific trunk to place an outside call.

To access a specific trunk:

BASIC OPERATION

Trunk
+ Number

ACTION RESULTS

LIFT: Handset 11:43aH TUE FEE &7

£ 1k

lamp lights steadily.

KEY IN: Desired Trunk Directory

slelzl2
Number ’

-then-

coTizlz

Dial Tone sounds.

Place your call in the normal
manner.
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CLASS OF SERVICE/
CLASS OF RESTRICTION

The COS/COR feature button allows you to display the programmed Class of
Service/Class of Restriction for any station. However, you cannot change these
categories. Consult with your Communications Coordinator for further
information.

To display the Class of Service/Class of Restriction of a station while engaged
in conversation:

BASIC OPERATION:

cos €08/

ACTION RESULTS

R TALEK

lamp lights steadily.

cos/ el F1Ed

DEPRESS: SOR

The first two digits of the
number on the far right of the
display indicate the Class of
Service and the last two
digits indicate the Class of
Restriction for the station.

There is no interruption of your

conversation.
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CLASS OF SERVICE/

CLASS OF RESTRICTION (Continued)
ACTION RESULTS
cos/ 221 TALK
DEPRESS: COR

Proceed with normal call
operations.
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FORCED LOCK-OUT

With this feature, you are permitted to lock out a station when its handset has
been left off the hook for a predetermined time period. The Lock-Out feature
prevents the periodic automatic recall to the attendant which occurs when a
telephone handset is left off the hook.

When it is locked out, a station is disabled until the receiver is replaced.

To force Lock-Out status at a station:

BASIC OPERATION

SER!
RECALL
* * 1ok

ACTION ‘ RESULTS

LIFT: Handset , 12:00PM WED JUN 06

DEPRESS
& HOLD: RECLL 201 ALERT

lamp goes dark.

lamp lights steadily.
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FORCED LOCK-OUT

(Continued)
ACTION RESULTS
RELEASE: 201 TALK
SER/
DEPRESS: LOCK 12:01PM WED JUN 06

Contact the appropriate
personnel to replace the
handset at the locked-out
station and allow the
station to resume normal
call operations.
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MASTER CONTROL TELEPHONE

Your Attendant Console may be programmed in the original SBCS system to
function as a Master Control Telephone. A Master Control Telephone allows
designated personnel to perform maintenance, administrative and program-
ming procedures for the system directly from your Console without any other
adjunct equipment.

A maximum of two Attendant Consoles may be programmed in each system
as Master Control Telephones. In order for your Console to operate as a Master
Control Telephone, it must first be put into the Position Busy mode and then
a security code must be entered. Only one Console can function as a Master
Control Telephone at any one time.

Consult with your Sales or Service Representative for specific operational
procedures.

01 [N o5+ ()
052 [ - 055 [ , \
TRM D D D AMY

ADDJ

EXTEND
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FRONT DESK
CONSOLE - INTRODUCTION

The FRONT DESK feature allows you to implement the following Front Desk
Console operations for other stations or rooms from your console: Room
Status Change, Do Not Disturb, Silent Message with Do Not Disturb, Wake-
Up, Message Waiting and Call Charges. You may select from “menu” options
on your display through the use of display buttons. Depending on your
system, the Front Desk Console menu display will show either CHARGE or MSG
REG as one of the selections.

Your console may be equipped with a Room Status Indicator Add-On Module
which provides you with visual information on the status of each room.

When you depress the FRONT DESK button to access Front Desk Console
capabilities, you cannot place or answer calls. Incoming outside calls, not
answered within a predetermined time period, will be routed to Incoming Call
Overflow positions. To return your console to normal call processing
operations, depress the FRONT DESK button again or depress the
DROP/CNCL button.

To clear an invalid entry while accessing Front Desk Console
capabilities:

BASIC OPERATION

Display

for

CLEAR
ACTION RESULTS
417 ERROR STT
~CLEAR
MENU.-
DEPRESS: Display button next to STT
MENU..

Enter the correct information.
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ROOM STATUS
INDICATOR ADD-ON MODULE

Your console may be equipped with an optional Room Status Indicator Add-
On Module. It is identical to the DSS Add-On Module but may- not be used
to place or answer calls. This piece of equipment indicates current room
status as vacant, occupied, or in need of clean-up. It also monitors room
telephones for unanswered Wake-Up calls and “locked-out” lines.

Visual Pattern Description Display
No Light The room is vacant. VACANT
Steady Light The room is occupied. OCCUPIED
Flashing Light The room did not answer WK-UP NA
the requested Wake-Up call.
Double- 1. The room needs cleaning NEED CLN-UP
interrupted before the status can be
Flashing LightT changed to VACANT.
2. The room is occupied and ND CLN UP O
needs cleaning.
3. The room is vacant and ND CLN UP V
needs cleaning.
Rapidly Flashing The handset of the room LOCK-0UT
Light telephone is off the hook
and the line has been
locked-out.
Interrupted The room has Do Not DND
Flashing Light Disturb in effect.
NOTE:

Only one status can be displayed for each room.

Do Not Disturb may not appear on the Room Status Indicator Add-On
Module. However, if your instrument is equipped with a DSS Module, the
lamp pattern described above will appear there.

T Depending on your system, this light pattern will signify either Description 1 or Descriptions 2 and
3.
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ROOM STATUS CHANGE

The Room Status Change feature allows you to verify or change the status of a
room. If your system is equipped with a Room Status Indicator Add-On
Module, the status of each room is provided visually through a variety of lamp
patterns which are described on page 148. ‘

Rooms may be registered as Vacant, Occupied, Needs Clean-Up, Needs
Clean-Up/Vacant, or Needs Clean-Up/Occupied. In addition, the system
monitors room telephones for “locked-out” lines, unanswered Wake-Up calls
and Do Not Disturb implementation.

If the handset of a room telephone is left off the hook, that line is locked-out.
This status, which is shown on your display by LOCK-OUT, overrides any other
status for that room. However, you cannot clear a locked-out line from your
console. Contact the appropriate personnel to replace the handset in that
room. The telephone in that room will then return to normal call operation (see
Forced Lock-Out, page 144).

An unanswered Wake-Up call will override any other room status, with the
exception of a locked-out line. You can, however, clear an unanswered
Wake-Up call from your console. When the status of a room is changed from
Occupied to Needs Clean-Up or Needs Clean-Up/Occupied, any previously
implemented Wake-Up call should be cancelled.

To clear an unanswered Wake-Up call from a room:

BASIC OPERATION

+  for + EOO”Q +  for + for +
ROOM STT umber  ug-up NA EXECUTE
NOTE:

Depending on your system, the Front Desk Console menu display will show
either CHARGE or MSG REG as one of the selections.

L J
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ROOM STATUS CHANGE

{Continued)

DEPRESS:

DEPRESS:

KEY IN:

DEPRESS:

DEPRESS:

150

ACTION

RESULTS

FRONT
BESK

Display button next to
ROOMSTT '

Desired room number

Display button next to
WE -1 HA

Dlsplay button next to

11:35Aa1 MOM JUH 23

FROMT DESH COMSOLE
EBnm a7 IHD
£MSG REG  MSG WAITH

s soadi
sk} lamp lights steadily.

lamp lights steadily.

=TT

FE R 3

 RETEY HE-UF
T CLERAR -1
OCCURPTED HE-UF M

SHERT RH FEH

=TT
F
H
|

Appropriate room status lamp
flashes.

P b =TT
MEHLI 3
CDCCURIED =TT
AT CLEAM-UP2
FIED ME-UP Has
il MEHL %

Appropriate room status lamp
lights steadily.

-



ROOM STATUS CHANGE (Continued)

ACTION RESULTS
16:1@aM  TUE OCT 14
DEPRESS: DESK
You may now resume normal

telephone operations.
FRONT
lamp goes dark.

lamp goes dark.

NOTE:

If your instrument is equipped with a printer, you may print out the status of
all rooms. Follow the procedure outlined in the user’s manual provided with your

printer.

FRONT
To change the status of a room from Vacant to Occupied using the button:

BASIC OPERATION

ES RS
Room FRONT
DESK

FRONT
+ for + + for +  for +
poomsTT  NUMPEr Lieten  ExECUTE

1g-8aaM  TUE OCOT 14

FRONT F‘F.'rlH_rT1 ];Ii:l:_f_":r'i_ki l::l:it-JE:I:llfrElr

. DESK RO0OM 5 11 T1

DEPRESS: efEE REG MG HAIT:
£ HAKE - P

FRONT

xst) famp lights steadily.

lamp lights steadily.

=)
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ROOM STATUS CHANGE

(Continued)
ACTION RESULTS
DEPRESS: Display button next to =TT
ROOM ETT £CLEAR i
MEMLI#
KEY IN: Desired room number ,,Hl SHT =TT
CLEMH-UF >
LI - P
4—HE T FH MEML >
Appropriate room status lamp
goes dark.
DEPRESS: Dlsplay button next to 2] OCCUFIED STT
OCCURIED SEXECUTE )
MEMLE2
DEPRESS:  Display button next to =61 OCCUFIED =TT
EXECUTE SURCANT - CLERN-LIES
*TI_II_.I_ZI_lFIEII WE =P HAx
“HERT EM MEWL+

Appropriate room status lamp
lights steadily.

You now have several options available to you while you are still in the Front
Desk Console mode. However, you may resume normal telephone operations

at any time by depressing the button.

If you wish to verify the status of a room, follow the steps outlined on
page 150 until the room number and status appear on the display.

-or-
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ROOM STATUS CHANGE (Continuedt

ACTION RESULTS

If you wish to change the status of the next room in numerical order:

DEPRESS: Display button next to ‘GE OCCURIED STT
HE AT ROOM : : YHT CLEAH-LIF»
URFIED  HE-UFP _HA»
*—HE T RH MEHU >
_or..
If you wish to return to the Front Desk Console menu:
DEPRESS: Display button next to CCOMSOLE
MEHL DHTD
MEG HEIT >
-then-

If you wish to resume normal telephone operations:

FRONT 14

DEPRESS: DESK

.,._
[ux ]
—
A
H

ZAM TUE 02T 14

usk) lamp goes dark.

SRCE

lamp goes dark.

NOTE:

When a room status is changed to Occupied, any previously implemented Front
Desk Console features for that room are cancelled.

-
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ROOM STATUS CHANGE (Continued)
To change the status of a room from Occupied to Vacant:
BASIC OPERATION
+ for 4 Room for + for +
Number
ROOM STT VACANT EXECUTE
for + for +
CLEAN-UP EXECUTE

ACTION RESULTS

11:00AM WED APR 04

FRONT
DESK

DEPRESS:

Display button next to
ROOM STT

DEPRESS:

154

FRONT DESK CONSOLE

<ROOM STT DND..
~CHARGE MSG WAIT-
«WAKE-UP

-
xx) lamp lights steadily.

lamp lights steadily.

STT
<CLEAR

MENU..




ROOM STATUS CHANGE (Continued)

ACTION RESULTS
KEY IN: Desired room number 217 OCCUPIED STT
~VACANT CLEAN-UP.
-ND CLEAN WK-UP NA.
«NEXT RM MENU-

Appropriate room status
lamp lights steadily.

DEPRESS: Display button next to 217 VACANT STT
VACANT «EXECUTE

MENU-

—+

DEPRESS: Display button next to 217 NEED CLN-UP STT

EXECUTE ~VACANT CLEAN-UP-
~OCCUPIED WK-UP NA.
«NEXT RM MENU -

-or-

217 ND CLN UP V STT
~VACANT CLEAN-UP-
~OCCUPIED WK-UP NA.
<NEXT RM MENU.

Appropriate room status
lamp flashes in a
double-interrupted pattern.

DEPRESS: Display button next to 217  CLEAN-UP STT
CLEAN-UP? <EXECUTE

MENU..

Tyour system may not automatically produce this display.
If you need to leave the room in the Needs Clean-Up status, depress |osx} or display button
next to MENU to exit. When the room has been cleaned, you may change the room status from

Needs Clean-Up to Vacant. This step may also be implemented from the room by using an
access code.

)
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ROOM STATUS CHANGE (Continued)

ACTION RESULTS
DEPRESS: Display button next to 217  VACANT STT
EXECUTE <VACANT CLEAN-UP.
~OCCUPIED WK-UP NA.
«NEXT RM MENU.

Appropriate room status
lamp goes dark.

FRONT

DEPRESS: DESK 11:17AM WED APR 04

You may now resume
norma! telephone
operations. x%J lamp goes dark.

lamp goes dark.

NOTE:

Your system may not allow you to change room status from Occupied to
Needs Clean-Up directly. In this case, the system will automatically change
the room status to Needs Clean-Up when you change the room status from
Occupied to Vacant.

If a guest has placed an outside call, you cannot change the room status to
Vacant until the call is terminated.

Calls may not be able to be placed or received by a caller from a Vacant
room.

If your system is equipped with a printer, when room status is changed to
Vacant all Call Charges entered for that room are printed out automatically.

-
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ROOM STATUS CHANGE

(Continued)

To assign Needs Clean-Up status when a room is in the Occupied state:T

DEPRESS:

DEPRESS:

KEY IN:

FRONT
DESK

Display button next to
ROOM STT

Desired room number

BASIC OPERATION
+ for + zoorg + for + for +
ROOM STT umber  ND CLEAN EXECUTE
ACTION RESULTS
11:00AM THU APR 27

FRONT DESK CONSOLE

<ROOM STT DND-.
~CHARGE MSG WAIT-
«WAKE-UP

s st
xx) lamp lights steadily.

lamp lights steadily.

STT

~CLEAR
MENU-
201 OCCUPIED STT
+VACANT CLEAN-UP-
-ND CLEAN  WK-UP NA.
<NEXT RM MENU-

T your system may not allow you to do this. See following page for NOTE.
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ROOM STATUS CHANGE (Continued)

ACTION RESULTS

DEPRESS: Display button next to 201 ND CLN UP O STT
ND CLEAN <EXECUTE

MENU-

DEPRESS: Display button next to 201 ND CLN UP O STT

EXECUTE ~VACANT CLEAN-UP-

«OCCUPIED WK-UP NA.

<NEXT RM MENU-

Appropriate room status
lamp flashes in a double-
interrupted pattern.

FRONT
DEPRESS: 11:02AM THU APR 27

You may now resume
normal telephone
operations. ‘

FRONT
lamp goes dark.

lamp goes dark.

NOTE:
Your system may not allow you to change room status from ‘Occupied to
Needs Clean-Up directly. In this case, the system will automatically change

the room status to Needs Clean-Up when you change the room status from
Occupied to Vacant.

)
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ROOM STATUS CHANGE (Continued)

To cancel Needs Clean-Up status when a room is in the Occupied state:T

BASIC OPERATION
[Lome ] L= ] o= ]
+ for + Soont: + for + for +
ROOM STT umber  ~pEAN-UP EXECUTE
ACTION RESULTS

10:50AM MON DEC 26

FRONT

DEPRESS: DESK FRONT DESK CONSOLE
<ROOM STT DND.
~CHARGE MSG WAIT-
<WAKE-UP

gt stead
xxJ) lamp lights steadily.

flamp lights steadily.

DEPRESS: Display button next to STT
ROOM STT «CLEAR

MENU.

KEY IN: Desired room number 201 ND CLN UP O STT

«VACANT CLEAN-UP.

«OCCUPIED WK-UP NA-

«NEXT RM MENU-

Appropriate room status
lamp lights in a double-
interrupted pattern.

T This step can also be implemented from the room with an access code.
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ROOM STATUS CHANGE

(Continued)

DEPRESS:

DEPRESS:

DEPRESS:

160

ACTION

RESULTS

Display button next to
CLEAN-UP

Display button next to
EXECUTE

FRONT
DESK

201 CLEAN-UP STT
~EXECUTE

MENU-

201 OCCUPIED STT

~VACANT CLEAN-UP-
-ND CLEAN WK-UP NA.
«NEXT RM MENU -

Appropriate room status
lamp lights steadily.

10:52AM MON DEC 27

xx) lamp goes dark.
lamp goes dark.



DO NOT
DISTURB « = » for Another Telephone

Do Not Disturb allows you to make the telephone in a room appear busy to
incoming calls but permits outgoing calls. You may implement Do Not Disturb
while speaking to a room occupant without any interruption to your
conversation. If your system has the Silent Message with Do Not Disturb
feature, see page 170 for instructions.

FRONT
To implement Do Not Disturb using the button:

BASIC OPERATION
+ for + ﬁoorg + for + for +
DND Umber  REGISTER EXECUTE
ACTION RESULTS

9:35PM MON JAN 20

FRONT

DEPRESS: DESK FRONT DESK CONSOLE
<ROOM STT DND..
<MSG REG MSG WAIT-
<WAKE-UP

s stoa
xx} lamp lights steadily.

lamp lights steadily.

DEPRESS: Display button next to DND
DND ~CLEAR

MENU-

NOTE:

Depending on your system, the Front Desk Console menu display will show
either CHARGE or MSG REG as one of the selections.
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DO NOT
DlSTURB « « = for Another Telephone {Continued)

ACTION RESULTS

KEY IN: Desired room number -
N

FERHU 2

DEPRESS: Display button next to P Er——— o
REGISTER StheelitE
MERMIT>

DEPRESS: Display button next to
ESECUTE

LMD

MEHL 2

Do Not Disturb is now in
effect for the specified room.

You now have several options available to you while you are still in the Front
Desk Console mode. However, you may resume normal telephone operations
at any time by depressing the @ button.

If you wish to verify if Do Not Disturb is implemented for a room, follow the
steps outlined on pages 161-162 until the room number and either O or GFF
are displayed.

-or-

If you wish to implement or cancel Do Not Disturb for the next room in numerical
order:

DEPRESS: Display button next to oI

HEST ROOM

MEHL#

-or-

)
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DO NOT
DISTURB .« = = for Another Telephone (Continued)

ACTION RESULTS

If you wish to return to the Front Desk Console menu:

FEONT TESK CONSOLE

: Display button next t IHD

DEPRESS:  Display button next o EMSG REG  MSG MAITS
HEHL £UAKE- P

-then-

If you wish to resume normal telephone operations:

2:I7AM MOM JAN Z4
DEPRESS: DESK

lamp goes dark.

us¢] lamp goes dark.
NOTE:
Wake-Up calls will ring at a room where Do Not Disturb is in effect.
You may leave a message at a room where Do Not Disturb is in effect.
To override Do No Disturb from a DSS Module-equipped console, see DSS Do
Not Disturb Override on page 212 . You may also override Do Not Disturb directly
from your console with a button. See Do Not Disturb Override on

page 29 for details.

You may implement or cancel Do Not Disturb with any of the methods available.
You may implement with one operation and cancel with another.

Do Not Disturb may be implemented or cancelled from a room telephone by us-
ing an access code.

)
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DO NOT
DlSTURB « « = for Another Telephone

{Continued)

To implement Do Not Disturb while in conversation with a room occupant:

BASIC OPERATION

[Aiospmv 4] l Display 4] Display I
FRONT
pesk | +

for + for + for
nMI REGISTER EXECUTE
ACTION RESULTS
=11 TALE

lamp lights steadily.

row * FROMT DESK COMSOLE

. DESK <LAakE-LUP
DEPRESS: <DHD

FRONT

xs¢) lamp lights steadily.
lamp goes dark.
lamp lights steadily.

There is no interruption of your
conversation.

DEPRESS: Display button next to =11 OFF IHD
DHD REGISTER

£CANCEL '

FEHL

L
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DO NOT
DISTURB « « « for Another Telephone {Continued)

ACTION RESULTS
DEPRESS: Display button next to 11 REGISTER INT
REGISTER +ERECUTE
MEHI 2
DEPRESS:  Display button next to 11 TELE
ESECUTE

Do Not Disturb is now in lamp goes dark.

effect at this room.
lamp lights steadily.

lamp goes dark.

NOTE:

Wake-Up calls will ring at a room where Do Not Disturb is in effect.

You may leave a message at a room where Do Not Disturb is in effect.

To override Do No Disturb from a DSS Module-equipped console, see DSS Do
Not Disturb Override on page 212 . You may also override Do Not Disturb directly
from your console with a % button. See Do Not Disturb Override on page 29

for details.

You may implement or cancel Do Not Disturb with any of the methods available.
You may implement with one operation and cancel with another.

Do Not Disturb may be implemented or cancelled from a room telephone by us-
ing an access code.

)
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DO NOT
DISTURB . .

« for Another Telephone

{Continued)

-
To cancel Do Not Disturb using the (=) button:

BASIC OPERATION

. Room [ Display J rDisp\ad
] +  for * +  for *+ for + |
— THT Number CAMCEL  EXECUTE =
ACTION RESULTS
T EIEFM WED JAH 22
FRONT DESK CONSOLE
DEPRESS: «RO0M ST 1+ T1
ES “MSE REG MSG HUEaIT
4—HHP E-UF
_—
usx] lamp lights steadily.
lamp lights steadily.
DEPRESS: Display button next to THD
DHD £CLEAR
MEMI %
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DO NOT
DISTURB « =« »« for Another Telephone {Continued)

ACTION RESULTS
KEY IN: Desired room number =11 N oHD
<REGISTER
“CAMCEL
“HEXT EM MEHL %
DEPRESS: Display button next to 211 CANCEL THT
CHMCEL CEXECUTE
MENL
DEPRESS: Display button next to =11 OFF THT
EXECUTE “REGISTER
£CANCEL
“HEAT EM MEHL »
Do Not Disturb is now
cancelled for the specified
room.
S:EZ7AM MOM Jad 28
DEPRESS: DESK

You may now resume normal

FRONT
:
telephone operations. lamp goes dark.

lamp goes dark.
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DO NOT
DISTURB « » =« for Another Teiephone (Continued)

To cancel Do Not Disturb while in conversation with a room occupant:

BASIC OPERATION

Display l Display J I Display l
FRONT
DESK +

for + for + for
juighl CAMCEL ESECUTE
ACTION RESULTS
211 Talk

lamp lights steadily.

FRONT : FROHT TESE COHSOLE
DEPRESS: (XX <HAKE -DF
LSl

lamp lights steadily.
lamp goes dark.
lamp lights steadily.

There is no interruption of your

conversation.
DEPRESS: Display button next to =11 OH IHD
NI <RESGISTER
+«CHHCEL
PEHL

L
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DO NOT

DISTURB « « for Another Telephone (Continued)
ACTION RESULTS
DEPRESS: Display button next to =11 CANCEL TIHT
CAMCEL £EXECUTE
MEHI] >
DEPRESS: Display button next to =11 TALE
EXECUTE '

Do Not Disturb is now can- lamp goes dark.

celled at this room.

lamp lights steadily.

lamp goes dark.
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SILENT MESSAGE « s « with Do Not Disturb

This feature allows you to use the Do Not Disturb feature to leave a Silent
Message at a guest room telephone, which is a CS-20 or a CSD, as a
response to incoming calls. While this feature is implemented, the guest
telephone appears busy to incoming calls but the guest may still place outside
calls. Up to fifty-one programmed messages no longer than 15 characters
each may be left (see page 84 for a list of programmed messages).

To leave a Silent Message for incoming calls at a guest room telephone
with a display using the Do Not Disturb feature:

BASIC OPERATION

Sion
+  for + Room + f
or + Message + for
Number
DND REGISTER Dt EXECUTE
ACTION RESULTS

11:44AM MON DEC 16

DEPRESS: DESK FRONT DESK CONSOLE
«ROOM STT DND.
~CHARGE MSG WAIT.
~WAKE-UP

s stoad
x*) lamp lights steadily.

lamp lights steadily.
NOTE:

Depending on your system, the Front Desk Console menu display will show
either CHARGE or MSG REG as one of the selections.

T This Silent Message ID is a two-digit number programmed into your system. See page 84 for a
list of programmed messages and their Silent Message IDs.
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SILENT
MESSAGE « =« =« with Do Not Disturb {Continued)

ACTION RESULTS
DEPRESS: Display button next to DND
DND «CLEAR
MENU -
KEY IN: Desired room number 201  OFF DND
«REGISTER
~CANCEL
«NEXT RM MENU.
DEPRESS:  Display button next to S.MSG
REGISTER -NO MSC
MENU-
KEY IN: Silent Message IDT# 09
-then-
201 ON VACATION
~EXECUTE
MENU-

DEPRESS: Display button next to
EXECUTE

1t you do not wish to leave a Silent Message depress display button next to NO MSG at this step.

* This Silent Message ID is a two-digit number programmed into your system. See page 84 for a
list of programmed messages and their Silent Message IDs.

L
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SILENT
MESSAGE « « » With Do Not Disturb (Continued)

To leave a Silent Message while in conversation with a room occupant:

BASIC OPERATION

Sient
+ for + for + Message + for
DND REGISTER ID EXECUTE
ACTION RESULTS
201 TALK

lamp lights steadily.

FRONT
DEPRESS: FRONT DESK CONSOLE
<WAKE-UP
«DND

lamp lights steadily.
lamp goes dark.

lamp lights steadily.

DEPRESS: Display button next to 201 OFF DND
DND <REGISTER
«CANCEL
MENU-
DEPRESS: Display button next to S MSG
REGISTERT <NO MSG
MENU.

T 1f you do not wish to leave a Silent Message depress display button next to NO MSG at this step.

)
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SILENT
MESSAGE . . . with Do Not Disturb (Continued)

ACTION RESULTS
KEY IN: Silent Message 1Dt 09
-then-
201 ON VACATION
~EXECUTE
MENU-
DEPRESS: Display button next to 201 TALK
EXECUTE

lamp goes dark.
lamp lights steadily.
lamp goes dark.

All callers from other stations
will receive a Busy Tone and,
if their telephone is a CS-20
or a CSD, the Silent
Message.

T This Silent Message ID is a two-digit number programmed into your system. See page 84 for a
list of programmed messages and their Silent Message IDs.

)
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SILENT
MESSAGE « « « with Do Not Disturb (Continued)

To cancel Silent Message with Do Not Disturb:

BASIC OPERATION
+ for + Room + for + for +
DND Number CANCEL EXECUTE
ACTION RESULTS
10:30AM MON DEC 27
DEPRESS: DESK FRONT DESK CONSOLE
~ROOM STT DND-
<CHARGE MSG WAIT.
~WAKE-UP
lamp lights steadily.
lamp lights steadily.
DEPRESS:  Display button next to DND
DND ~CLEAR

MENU .-
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SILENT

MESSAGE . . . with Do Not Disturb

(Continued)
ACTION RESULTS
KEY IN: Desired room number 201 ON VACATION
~REGISTER
«CANCEL
«NEXT RM MENU-
DEPRESS: Display button next to 201 CANCEL DND
CANCEL «EXECUTE
MENU.-
DEPRESS: Display button next to 201 OFF DND
EXECUTE <REGISTER
«CANCEL
«NEXT RM MENU.-
The Silent Message is
now cancelled for the
specified room.
FroNT 10:32AM MON DEC 27
DEPRESS: DESK :

You may now resume
normal telephone
operations.

xx}) lamp goes dark.

lamp goes dark.
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SILENT
MESSAGE = « » With Do Not Disturb (Continued)

To cancel Silent Message with Do Not Disturb while in conversation
with a room occupant:

BASIC OPERATION

+ for + for + for
DND CANCEL EXECUTE

ACTION RESULTS

201 TALK

lamp lights steadily.

FRONT

DEPRESS: DESK FRONT DESK CONSOLE
«WAKE-UP
~DND

s stoa
x) lamp lights steadily.
lamp goes dark.

lamp lights steadily.

There is no interruption
of your conversation.
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SILENT
MESSAGE « » » with Do Not Disturb

(Continued)
ACTION RESULTS
DEPRESS: Display button next to 201 ON VACATION
DND <REGISTER
~CANCEL
MENU.
DEPRESS: Display button next to 201 CANCEL DND
CANCEL «EXECUTE
MENU-
DEPRESS: Display button next to 201 TALK

EXECUTE

The Silent Message
with Do Not Disturb is
now cancelled at this
room.

%%J lamp goes dark.
lamp lights steadily.

lamp goes dark.
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WAKE-UP « =« =« for Another Telephone

The Wake-Up feature allows you to enter a Wake-Up call which will ring the
desired room within five minutes of the requested time. You may enter a Wake-Up
call while speaking with a room occupant without interrupting your con-
versation.

FRONT
To enter a Wake-Up call for a room using the button:

BASIC OPERATION

-
TronT Room Time 4 [reonr
DESK

@ + “for * Number T for  t (00:00) %  for
ek E-LFP REGISTER EXECUTE

ACTION RESULTS

&:Z5PM THU FEE 21

DEPRESS FRONT ’ Flé:l;lrjﬁ ]J%e%:}::j |:|:|H:5;|:||I_EI_

. DESK LRAOM 5 T

| £MSG_REG  MEG WAIT:
<AKE -UF

o stead
usk) lamp lights steadily.

lamp lights steadily.

DEPRESS: Display button next to Lk - UE
MakE-UPT “PRIMT ALL o
«CLEAR
FMER 2
KEY IN: Desired room number LE - UF
NOTE: MEHI*

Depending on your system, the Front Desk Console menu display will show
either CHARGE or MSG REG as one of the selections.

T your instrument is equipped with a printer, you may depress the display button next to FRINT '
BLL to print out alt Wake-Up times. Follow the procedure outlined in the user’s manual provided
with your printer.
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WAKE'UP « » =« for Another Telephone

(Continued)
ACTION RESULTS
DEPRESS: Display button next to Lk - LI
REGISTER LCLEAR t
ME ML
KEY IN: Desired Wake-Up time in ram Ik -LF
24-hour formatt £CLE/R
MEHLI3
-then-
228 @7 -ad Lk - LIF
+EWECUTE
MEMILI=
DEPRESS: Display button next to RS
EXECUTE® C
MERLI#

The Wake-Up call is now
implemented for the specified
room.

When the Wake-Up call rings
and is answered, a continuous
Success Tone will sound or
music will be heard.

T For example, a 6:30 AM Wake-Up time is entered by keying in @ @ @ A Wake-Up time

for 6:30 PM is entered by keying in @ .

i you wish to change the Wake-Up call time, depress the display button next to REGIZTER and
repeat the steps above.

)
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WAKE'UP « » s« for Another Telephone

{Continued)

You now have several options available to you while you are still in the Front
Desk Console mode. However, you may resume normal telephone operations
at any time by depressing the @ button.

If you wish to verify a Wake-Up call and time for a room, follow the steps outlin-
ed on pages 178 - 179 until the room number and the Wake-Up time, if entered,
appear on the display.

-or-

If you wish to implement, cancel, or change a Wake-Up call for the next room
in numerical order:

ACTION RESULTS
DEPRESS: Display button next to 221 @6:30 WE - UF
MEAT RO <REGISTER
EAT ROOM “CAMCEL
“HEST RM MEHI) 2
-or-
If you wish to return to the Front Desk Console menu:
DEPRESS: Display button next to FROMT DESE COMSOLE
MERLL £ROOM STT DM
£MSG REG MSG HAI T
<HAakE-UF
-then-

If you wish to resume normal telephone operations:

DEPRESS:

180

FRONT
DESK

£ IR

THU FEE 21

x¢) lamp goes dark.

lamp goes dark.

{See following page for NOTE) -

)



WAKE-UP « « « for Another Telephone {Continued)

NOTE:

A Wake-Up call may be implemented or cancelled from a room telephone by us-
ing an access code.

A Wake-Up call will ring at a room where Do Not Disturb is in effect.

A Wake-Up call will ring at the specified room within five minutes of the
designated time. If it is not answered, the Wake-Up call will ring again in
approximately three minutes. If it is not answered on the second attempt, the
Wake-Up call is cancelled. The appropriate room status lamp on the Room
Status Indicator Module will flash. See Room Status Change on page 149 for
information on clearing an unanswered Wake-Up call from a room.

f a room telephone is busy when a Wake-Up call is attempted, the system
will check the station every 25 seconds for the next 2.5 minutes. |If the
telephone becomes idle, the Wake-Up call will ring. [f it is not answered on
this attempt or if the telephone remains busy, the Wake-Up call is cancelled.

A Wake-Up call time is entered within a five-minute time frame of the
requested time. If the maximum number of Wake-Up calls has been entered
for a given time frame, the Error Tone will sound after you enter the Wake-Up
time. You must clear the invalid Wake-Up time and enter a new Wake-Up
time within the immediately preceding or following five-minute time frame.
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WAKE'UP =« = « for Another Telephone {Continued)

To enter a Wake-Up call while in conversation with a room occupant:

BASIC OPERATION
l Display ] [ Display I

Time
.F“"’“ +  for + for + + r
=) LekE-ur  REGIZTER (00:00)  EupcuTE

ACTION RESULTS

251 THLE

et

lamp lights steadily.

FRONT FEOWMT DESE COMIZOLE
DEPRESS: X SHAKE - LIF

S
i<} lamp lights steadily.
lamp goes dark.

lamp lights steadily.

There is no interruption in your

conversation.
DEPRESS: Display button next to e TS
WEEE - R LREGISTER o
<ZAHCEL
FME ML+
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WAKE-UP « = =« for Another Telephone {Continued)

DEPRESS:

KEY IN:

DEPRESS:

ACTION RESULTS
Display button next to LR
REGISTER £CLEAR o
FIERLI>
Desired Wake-Up time in 24- HOTE WK - LIF
hour formatt <CLEAR
MEHL
-then-
251 B3:Z@ HE - LIF
<ESECUTE
MEHLI2
Display button next to T TaLE
ExECIUTE

The Wake-Up call is now in
effect for this room.

xsx) lamp goes dark.
lamp lights steadily.

lamp light goes dark.

When the Wake-Up call rings
and is answered, a continuous
Success Tone will sound or
music will be heard.

{See following page for NOTE)

T For example, a 6:30 AM Wake-Up time is entered by keying in @ @ @ A Wake-Up time

for 6:30 PM is entered by keying in @ :

-
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WAKE'UP " s om bfor Another Telephone {Continued)

NOTE:

A Wake-Up call may be implemented or cancelled from a room telephone by us-
ing an access code.

A Wake-Up call will ring at a room where Do Not Disturb is in effect.

A Wake-Up call will ring at the specified room within five minutes of the
designated time. If it is not answered, the Wake-Up call will ring again in
approximately three minutes. If it is not answered on the second attempt, the
Wake-Up call is cancelled. The appropriate room status lamp on the Room
Status Indicator Module will flash. See Room Status Change on page 149 for
information on clearing an unanswered Wake-Up call from a room.

If a room telephone is busy when a Wake-Up call is attempted, the system
will check the station every 25 seconds for the next 2.5 minutes. |If the
telephone becomes idle, the Wake-Up call will ring. If it is not answered on
this attempt or if the telephone remains busy, the Wake-Up call is cancelled.

A Wake-Up call time is entered within a five-minute time frame of the
requested time. If the maximum number of Wake-Up calls has been entered
for a given time frame, the Error Tone will sound after you enter the Wake-Up
time. You must clear the invalid Wake-Up time and enter a new Wake-Up
time within the immediately preceding or following five-minute time frame.
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{Continued)

WAKE'UP « « »« for Another Telephone

-
To cancel a Wake-Up call using the = button:

BASIC OPERATION

FRONT
+ DESK

FHU&T Room
T for Number for
HEKE -UF CHMCEL EXECUTE
ACTION RESULTS
11:3@FM FRI FEE 21
FF:IZIH& n_i-%:Tz:k:: |::|:|r-4:5:|:uI_ElI
PR . DESK <ROOM = TRIES
DEPRESS MG REG Ma2G HaIT+
«lEEE - LF
S
usx) lamp lights steadily.
lamp lights steadily.
DEPRESS: Display button next to U -LF
MEKE - LR £PRIMT ALL -
+«CLEAR
ME ML+
FRONT
sk j lamp lights steadily.
KEY IN: Desired room numbef - a7 o0 P
: €REGISTER o
“CANCEL
<HERT EM FME ML
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WAKE-UP « =« « for Another Telephone

{Continued)

DEPRESS:

DEPRESS:

DEPRESS:

186

ACTION RESULTS
Display button next to =8 CAMCEL T
CHHCEL £EMECUTE o
FMEML
Display button next to =10 WF -UF
EXECUTE ZRECISTER o
£CAMNCEL .
“HERT EH FME L
The Wake-Up call is now
cancelled for this room.
11:Z2FM FREI FEE 21

FRONT
DESK

You may now resume normal
telephone operations.

xx) lamp goes dark.

lamp goes dark.



WAKE'UP « » » for Another Telephone

{Continued)

To cancel a Wake-Up call while in conversation with a room occupant:

DEPRESS:

DEPRESS:

FRONT
DESK

Display button next to
HWAKE - IR

BASIC OPERATION
Fisplav I I Display—l I Display J
+ for + for + for
LEkE - LIF CabCEL  EXECUTE
ACTION RESULTS
Zal TALE

lamp lights steadily.

FROMT DESE COMSOLE
<HAakE-LF
£IHD

—
use) lamp lights steadily.
lamp goes dark.

lamp lights steadily.

251 @3:IA MK - LR

fREGISTER

SUAMCEL .
MEHLI
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WAKE-UP « » » for Another Telephone {Continued)

DEPRESS:

DEPRESS:

188

ACTION

Display button next to
CHHCEL

Display button next to
EXECUTE

The Wake-Up call is now
cancelled for this room.

RESULTS
&gl HE - LF
<ERECUTE
MEMLI3
2531 TALK

xsk) {famp goes dark.
lamp lights steadily.

lamp goes dark.




MESSAGE WAITING

The Message Waiting feature allows you to turn on the Message Waiting lamp

at a guest room telephone.

FRONT
To turn on the Message Waiting lamp at a room by using the button:

FRONT
DESK

DEPRESS:

DEPRESS:
MSG WAIT

NOTE:

Display button next to

BASIC OPERATION
+ for + Eoont; + for + for +
m
MSG WAIT umber  CEGISTER EXECUTE
ACTION RESULTS
2:25PM FRI MAY 21

FRONT DESK CONSOLE

~ROOM STT DND.
-MSG REG MSG WAIT-
~WAKE-UP

s stead
x*) lamp lights steadily.

lamp lights steadily.

MSG WT
~CLEAR

MENU-

Depending on your system, the Front Desk Console menu display will show
either CHARGE or MSG REG as one of the selections.

)
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MESSAGE WAlTING (Continued)
ACTION RESULTS
KEY IN: Desired room number =1m  OFF —
cREGIESTER '
«CAMCEL
HERT FHM MEHL#
DEPRESS: Display button for e rrotoorD oo
FEGISTER :é:ﬂEGE%EI._-TEE MSG WT
MEHU -+
DEPRESS: Display button for p— —
EXECUTE S ELISTER et HT
£
- ME 1L+

190

The Message Waiting lamp is
now on at the specified room.



MESSAGE WAITING (Continued)

You now have several options available to you while you are still in the Front
Desk Console mode. However, you may resume normal telephone operations
at any time by depressing the @ button.

If you wish to verify if a message has been left at a room, follow the steps outlined
on pages 189-190 until the room number and either OH or OFF appear on the
display.

-or-

If you wish to turn the Message Waiting lamp on or off at the next room in
numerical order:

ACTION RESULTS

DEPRESS: Display button next to 211 0 HEE WT
JET RO tREGISTER
HEXT ROOM SCAHCEL ,
+HEXT EN MEHU*
_or-
If you wish to return to the Front Desk Console menu:
DEPRESS: Display button next to FROMT DESE CONSOLE
MEHLI ROOMSTT __. ouD3
<M3G REG MZG HAIT 2
<Ak E -UF
-then-
If you wish to resume normal telephone operations:
2:2FFM  FRI MAay 21
DEPRESS: DESK

usc) lamp goes dark.
=), ,
NOTE: amp goes dark.

You may turn on the Message Waiting lamp at a station where Do Not Disturb
is in effect.

)
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MESSAGE WAITING (Continved

FRONT
To turn off the Message Waiting lamp at a room by using the button:

BASIC OPERATION:
Display Room I Dispiay l | Display I
N e for + + for + for + FRGNKT
mscua1T  Number CAMCEL EXECUTE
ACTION RESULTS
4:ZAPM O FRI MAaY 21

Sk COMSOLE

FROMT DESE
DEPRESS: DESK <ROOM STT THD>
{MEG REG MG MAITH

s soad
xx) lamp lights steadily.

lamp lights steadily.
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MESSAGE WAITING

{Continued)

DEPRESS:

KEY IN:

DEPRESS:

DEPRESS:

DEPRESS:

ACTION

RESULTS

Display button next to

G HALT

Desired room number

Display button next to

Display button next to

EEE T

FRONT
DESK

You may now resume normal
telephone operations.

- MG T
«CLEAR

MEHL>

MG WT

MERML 2>

= E CRHMCEL MSG HWT

MEHLI#

MG WT

The Message Waiting tamp is
now off at the specified room.

4:Z2FPM FRI MAY 21

k) lamp goes dark.

lamp goes dark.
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CALL CHARGES

The Call Charges feature provides accounting information on the telephone
calls placed from stations in the system. When a room occupant places a
local telephone call, the charge is entered automatically to the appropriate
room. You may verify all local charges from your console.

in addition, your system may be equipped with a long-distance Call Charges
service, such as HOBIC. You may add long-distance charges obtained from
this service to the local charges to provide one complete record for a room.

You may also cancel all charges, entered automatically and/or manually, from
your console.

FRONT
To verify local charges for a room using the button:

BASIC OPERATION

FRONT + Room FRONT
DESK for + + DESK

MSG REC Number

ACTION RESULTS

18: 254N MO JaM 28

DEPRESS: DX

FFHHT DE b COMSOLE
oM STT

«RO0 DHD»
<S5 FEIJ MEG MAIT:
“HHI’ E-1F

FRONT

xx) lamp lights steadily.

lamp lights steadily.
NOTE:

Depending on your system, the Front Desk Console menu display will show
either CHARGE or MSG REG as one of the selections.
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CALL CHARGES (Continued)

ACTION RESULTS
DEPRESS: DISplay button next to MG REG
Mon REGT £PRIMT ALL
«CLEAR
FMEHI*
KEY IN: Desired room number T MEG REG
ME MU 2

You now have several options available to you while you are still in the Front
Desk Console mode. However, you may resume normal telephone operations
at any time by depressing the button.

If you wish to verify the status of a room, follow the steps outlined on
pages 194 - 195 until the room number and status appear on the display.

_or-

If you wish to change the status of the next room in numerical order:

DEPRESS: Display button next to
HEST EM

MzG REG

MEML#

-or-

T your instrument is equipped with a printer, you may depress the display button next to FRIMT
ALL to print out all Call Charges that were entered automatically and/or manually. Follow the pro-
cedure outlined in the user’s manual provided with the printer.
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CALL CHARGES (Continued)

ACTION RESULTS

If you wish to return to the Front Desk Console menu:

DEPRESS: 9|sp!"ayngutton next to FROMT DESK COMSOLE
EeE T €ROOM STT TiHD s
‘ £MSG REG MSGE HAIT
<UAKE-UF

-then-

If you wish to resume normal telephone operations:

el
[:-::l
=]

1 A MOH JaH 28
DEPRESS: DESK

1 FRONT
You may resume. normal lamp goes dark.
telephone operations.

lamp goes dark.
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CALL CHARGES (Continued)

To add long distance Call Charges to the local call charges for a room by using
the button:

BASIC OPERATION

. Gall
FRONT oom FRONT
+  for Numb for + Charges + for +
MSG REG umber ADD ($000.00) EXECUTE
ACTION RESULTS
12:25FM FRI JuL 21
‘ FROMT DESK COMSOLE
DEPRESS: DESK fFHHH STT DHD*
£M5G REG MSG MWAITH
£LIAKE - OF

XJ lamp lights steadily.

lamp lights steadily.

DEPRESS: Display button next to M50 REG
MEG REG ~—F'F IMT alL S
<CLEAR
MEHMI+
KEY IN: Desired room number =11 #% 55 MEG REG
<aIoT
£ZAMCEL .
HEST EM ME M
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CALL CHARGES

(Continued)
ACTION RESULTS
DEPRESS: Display button next to MZ5 REG
F <ZLERR
MERLI=+
KEY IN: Call Charges to be added? AElzs MEG REG
<L EAR
FE L+
-then-
211 #1.2% M35 REG
<EHECUTE
ME L3
DEPRESS: Display button next to 11  £4 o0 MGG REG
EXECUTE <01
<CHMCEL .
£HEST R MERL =+
The Call Charge has been
added and the new Call
Charge total is displayed.
NOTE:

The maximum dollar amount for all Call Charges that can be entered, automatical-
ly and/or manually, for a room is $650.00. If you attempt to enter Call Charges
that exceed this amount, you will receive an error display. Clear the display and
contact your Communications Coordinator for the correct procedure to follow.

Tcal Charges are entered using a five-digit format. The first three digits represent dollars and the
last two digits represent cents. For example, a Call Charge of $1.25 is entered by keying in

noana)
-
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CALL CHARGES

(Continued)

ACTION

RESULTS

FRONT
DESK

DEPRESS:

You may now resume normal

telephone operations.

2:27FM FRI JUL 21

xsx) lamp goes dark.

lamp goes dark.

To cancel all Call Charges, entered automatically and/or manually, using the

w button:

DESK

BASIC OPERATION:

— Room | Display I l Display —I —
wse|] +  for Number for + for + | oes
MEG REG u CANCEL EXECUTE
ACTION RESULTS
2:25P FRI UL 21
SKEOCOHS m_EI

. 5 D
DEPRESS: MEG WATTH

T
xx) lamp lights steadily.

lamp lights steadily.

[
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CALL CHARGES

(Continued}
ACTION RESULTS
DEPRESS: Display button next to Mok REG
MEG REG £PRIMT ALL T
“CLEAR
MEMLI#
KEY IN: Desired room number =11 #8094 50 MSG REG
<{nh
<CANCEL
+HEHT EM ME
DEPRESS: Ii)i.spl_ay button next to =11 CAHCEL MG REG
CEHCEL <EXECUTE
MEHL
DEPRESS: Display button next to =11 &0 00 Moh REG
EXECUTE <5l
<CaMCEL
£HEST EM MEHL*
All Call Charges have been
cancelled and the Call Charge
total has returned to $0.00 for
the specified room.
2:27FM FEI JuUL 21

DEPRESS: DESK

You may now resume normal
telephone operations.

NOTE:

x¢) lamp goes dark.

lamp goes dark.

If your system is equipped with a printer, when a room status is changed to Va-
cant, all call charges entered for that room are printed out automatically.
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CALL RESTRICTION

The CALL RESTRICT feature button permits you to change the categories of
calls that can be placed and/or received from a room telephone. However, addi-
tional data regarding how each room has been programmed in the system is

required.

For further information, contact your Communications Coordinator or your Ser-
vice Representative.
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DIRECT STATION SELECTION

Your console may be equipped with a DSS (Direct Station Selection) Add-On
Module which provides visual indicators that show you the status of the other
lines in the system. This module can be equipped with 40 or 80 DSS buttons
which provide single-button access to each of the stations appearing on the
module and with additional features accessible only through the use of this ad-
ditional piece of equipment. Up to two DSS Modules may be associated with
your console.

The console may also be equipped with a Room Status Indicator Add-On Module
which is used in conjunction with the Front Desk Console capabilities. This in-
strument is used only to monitor room status. While it is identical in appearance
to the DSS Module, the Room Status Indicator Module cannot be used to place
calls.

The DSS features are described in the following pages.

ATTENDANT CONSOLE WITH 40-BUTTON DSS MODULE
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PLACING A CALL TO A STATION

To place a call using the DSS module:

BASIC OPERATION

ACTION

RESULTS

LIFT: Handset

DEPRESS: Desired DSS button

When the called station
answers, you may proceed
with normal call operations.

204

9:15aM MOM JUN 84

211 RIMG

Appropriate DSS lamp flashes.

lamp lights steadily.

211 THLE

DSS lamp lights steadily.




TRANSFERRING AN INCOMING
CALL TO ANOTHER STATION

To transfer a call using a DSS button:

BASIC OPERATION

ACTION RESULTS

Ask the party on the line to TAT1111 B
wait.

lamp lights steadily.

Z4a FIHG

DEPRESS: Desired DSS buttont

Appropriate DSS lamp lights
steadily.

lamp goes dark. '

lamp lights steadily.

When the called party COTi111 T Talk
answers, announce the call
privately.

Appropriate DSS lamp lights
steadily.

T You may depress the button at this time to release from the call if you do not need

to announce the call.
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TRANSFERRING AN INCOMING
CALL TO ANOTHER STATION

ACTION

RESULTS

DEPRESS:

Proceed with normal
telephone operations.

2 E5AM MO JUH 84

lamp goes dark.

To return to the call, if the called party does not answer within a predetermined

period of time:

BASIC OPERATION

+

LIFT: Handset

206

2 ZTaEM MO JUH 84

Recall Tone sounds.
RECALL
lamp flashes.

Appropriate DSS lamp flashes
rapidly.




TRANSFERRING AN INCOMING
CALL TO ANOTHER STATION (Continued)

ACTION RESULTS

COTI111 246 @1:25
DEPRESS:
You are now reconnected to lamp goes dark.

the calling party.

Appropriate DSS lamp goes
dark. .

lamp lights steadily.

To return to the original call if the party at the called station answers but prefers
not to take the call:

BASIC OPERATION

Allow the called party to hang THT1111
up. o

Appropriate DSS lamp goes
dark.

COT1111
DEPRESS:

lamp lights steadily.

[ax]
[ax]
n

A0
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DSS PARK

After answering an incoming call, you may ““park’’ the call on the DSS so that
the call can then be answered by any station. This eliminates the need to place
a call on Hold before transferring it to the desired station.

To park a call on the DSS:

BASIC OPERATION

ACTION RESULTS
CoTiiz] 5] )
Ask the party to wait. lamp lights steadily.
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DSS PARK (Continued)

ACTION RESULTS

DEPRESS: COTL1EL PRk

-then-

11:Z4al  TUE MaR B3

lamp goes dark.

) lamp lights steadily.

The call is parked and you
may now answer another
cali, hang up, or call or page
the party for whom the call is
parked. When the called
party responds, provide the
Park Answer Number to
answer the parked call.

T The Park Answer Number is a three-digit number determined by the attendant from the DSS Number
{1-8) and the location of the button on the DSS Module (01-80).

For example: Park Answer Number 135

1 = DSS Number
35 = DSS button to which is assigned
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DSS PARK

{Continued)

To return to a parked call from the DSS prior to automatic recalil:

BASIC OPERATION

ACTION RESULTS
11:55%aM  TUE Mak &z
LIFT: Handset
: COTiiE1 SR )
DEPRESS:

You are now reconnected to lamp goes dark.
the parked call. Proceed with

normal telephone operation. lamp lights steadily.
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DSS PARK (Continued)

To retrieve the parked call if you do not return it within a predetermined period
of time:

ACTION RESULTS

Recall Tone sounds.

@ lamp flashes rapidly.

lamp flashes rapidly.

@145

CoTl

DEPRESS:

-Or-

lamp goes dark.

RECALL
lamp goes dark.

lamp lights steadily.

You are now reconnected with
the parked call.
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DSS DO NOT DISTURB OVERRIDE

In an emergency, you may need to override Do Not Disturb at a station.

To override Do Not Disturb:

BASIC OPERATION

ACTION RESULTS

ig:82aM MOMN FEER 18

Appropriate DSS lamp flashes
in an interrupted pattern.

LIFT: Handset

DEPRESS: Desired DSS button =17 FING

Appropriate DSS lamp flashes.
lamp lights steadily.
The Do Not Disturb feature is

overridden for the duration of
the call.
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DSS DO NOT DISTURB OVERRIDE {Continued)

ACTION RESULTS

When the called party =17 TaLE
answers, you may proceed '
with normal call operations.

Appropriate DSS lamp lights
steadily.

When the call is completed,
the Do Not Disturb feature is
again implemented at the
station until it is cancelled.

NOTE:

You cannot use this feature to transfer a call to a station that has Do Not
Disturb in effect. See Do Not Disturb Override on page 29 for details.
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DSS NIGHT ANSWER

The DSS Night Answer feature button permits you to divert calls to other
preprogrammed destinations and also allows you to know immediately whether

or not Night Answer is in effect.

To activate Night Answer:

BASIC OPERATION

NIGHT
ANSWER

ACTION RESULTS

S:Eaf Mo JuL 2E

lamp lights steadily.

DEPRESS:

All incoming calls will now be
diverted to the designated
Night Answer destinations.
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DSS NIGHT ANSWER {Continued)

To cancel Night Answer and revert to normal daytime operations:

BASIC OPERATION

NIGHT
ANSWER

ACTION RESULTS

S:EBAM TUE JUL 24

lamp goes dark.
DEPRESS:

Your console is returned to
normal daytime operations.

NOTE:

Depending upon the system configuration, Night Answer may be controlled by
any station or DSS Module so designated.

You may have a feature button on your console. See Night Answer on
page 113 for details.
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DSS EXTERNAL PAGING

This feature allows you to broadcast an announcement over customer-provided
paging amplifier and external speakers.

To page a party while an incoming call is “’holding’’ for that party:

BASIC OPERATION

+ Announce + Wait

Message

ACTION RESULTS

=
i
|" ; ]
%]

COT1121

lamp lights steadily.

FHGE
DEPRESS:

Success Tone sounds.
lamp lights steadily.
lamp goes dark.

lamp lights steadily.

Announce your message
twice, providing the External
Page Answer Number, 88.1

DROP/
T You may cancel the page and return to the waiting call by depressing .
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DSS EXTERNAL PAGING (Continued)

ACTION RESULTS

When the paged party
answers by keying in the
External Page Answer
Number, you may announce

the call privately. lamp goes dark.

DEPRESS: to release from

the call and connect the
two parties.

COTiILED E28E THLE

i+
L

SPM HWED APR 27

lamp goes dark.

NOTE:

When this method is used, you must stay on the line until the page is answered.
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DSS EXTERNAL PAGING

(Continued)

To park an incoming call while paging a party:

BASIC OPERATION

Announce
=] + B2 + +

Message

DEPRESS:

218

ACTION RESULTS

Ask the calling party to wait.

DSS
PARK

CoOTiziz B s g

lamp lights steadily.

coTiziz Frfk

-then-

12 24FM FRI UM 22

lamp lights steadily.

lamp goes dark.




DSS EXTERNAL PAGING

(Continued)

DEPRESS:

DEPRESS:

NOTE:

DSS EXTRNL
PAGE

Announce your message
twice, providing the DSS Park
Access Code, 18, and the
Park Answer Number. T

DROP/
CNCL

When the paged party
answers by keying in the DSS
Park Access Code and the
Park Answer Number, the
paged party and the waiting
party are connected.

FaGE

Success Tone sounds.
lamp lights steadily.

lamp lights steadily.

=] lam ark.
e oes dark

When the above method is used, you may release from the call since the paged
party will directly retrieve the parked call.

T The Park Answer Number is a three-digit number determined by you from the DSS Number (1-8)
and the location of the button on the DSS Module (1-80).

For example: Park Answer = 135

1 = DSS Number

35 = DSS button to which is assigned
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DSS EXTERNAL PAGING (Continued

To page a party directly, when you do not have a held call:

BASIC OPERATION

Wait
+ Announce + -or-

Message

ACTION RESULTS

LIFT: Handset 12:45FPM  FRI JUH 22

FAGE

DEPRESS:

Success Tone sounds.
lamp lights steadily.

lamp lights steadily.

Announce your message
twice, providing the External
Page Answer Number, 88.%

When the g:alled party Py TELE
answers the page by keying T '
in the External Page
Answer Number, you are
connected to the paged

party.

Proceed with normal call
operations.

T you wish to release from the call, the paged party may answer the page by calling you directly.
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DSS SPEED CALLING

This feature allows you to place calls to frequently dialed outside numbers of
up to twenty digits by depressing only one button.

To add or change an outside number for DSS Speed Calling:

BASIC OPERATION

Outside Line
+ + Access Code and + +

Outside Number

ACTION RESULTS

F:13AM MOM JAM 835

e v *

-then-
SET
lamp lights steadily.
DEPRESS: lamp lights steadily.
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DSS SPEED CALLING

{Continued)

KEY IN:

KEY IN:

DEPRESS:

DEPRESS:

222

ACTION RESULTS
Appropriate Outside Line ™
Access Code
-then-
o SPD
Desired outside number SARASES AT T ] P

SRCE

DROPY
CNCL

DHE

Success Tone sounds.

lamp goes dark.

SlaEk MOM JAH 83

lamp lights steadily.



DSS SPEED CALLING (Continued)

To place a call using DSS Speed Calling:

BASIC OPERATION

+ DSS SPEED
CALL

ACTION RESULTS
LIFT: Handset 1= 18FM  TUE MAT 21
. A4 5554321 SR
DEPRESS:  [~i]

lamp lights steadily.

Proceed with normal
telephone operations.

NOTE:

You may have up to 40 buttons on your DSS Module.
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DSS ALARM

You may have an ALARM button on your DSS which will alert you to any prob-
lems which occur in the system.

If the ALARM lamp lights, place a few test calls to stations and to an outside
number to determine the extent of the trouble.

¢ |f all or most of the test calls can be completed, there is a minor system
failure. Call the repair service and report the condition as a MINOR
ALARM.

¢ |f all or most of the calls cannot be completed, there is a major system

failure. Use an emergency telephone to call the repair service and report
the condition as a MAJOR ALARM.
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FEATURE LISTING BY PACKAGE

FEATURE

FEATURE PACKAGE

(@]

o

Accessing Features in a PABX

Account Code/Client Billing

Alarm

Automatic Intercom

Break-In

Call Announce

Calt Charges

Call Restriction

Call Splitting

Class of Service/Class of Restriction

Direct Station Selection (DSS)

Direct Trunk Access

Do Not Disturb

Do Not Disturb Override

DSS Alarm

DSS Do Not Disturb Override

DSS External Page

DSS Night Answer

DSS Park

DSS Speed Calling

External Paging

Flash/New Call

Forced Lock-Out

incoming Call Overflow

Incoming Line Ringing

MU XX XEXEXPX]X] XX XXX XXX XXX XXX X|X|X

NEXEXEXXEX] XXX XXX XX XXX XX XXX XXX
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FEATURE LISTING BY PACKAGE (Continued)

FEATURE FEATURE PACKAGE

(@]

Message Waiting

Message Leaving
Night Answer
Park

Position Busy

Recall

Room Status Change
Room Status Indicator Add-On Module
Save Number and Repeat Last Number

XXX [X[XIX]|X|XIX X

Series Calling

Silent Message Using Message Leaving
Silent Message With Do Not Disturb
Specialized Common Carrier (SCC) Access

Station Camp-On

Station Paging
Station Pick-Up
Station Speed Calling
Supervised Hold

System Speed Calling

XX XXX |X XX

Three-Party Conference
Transferring To ACD
Trunk Camp-On
Wake-Up X

x

X I x> | XX XXX XXX [X[X|IX[X|X]|X|X|X|X|O
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INDEX

Access Codes
Feature. See Each Feature Page.
Trunk 15
Accessing PABX Features 131
Account Code/Client Billing 105-112
Access Code 108-112
ACD, Transferring To 26-28
ACD Group 26
ACD Music 28
Feature Button 105-107
Add-On Modules !
DSS 203
Room Status Indicator 148, 203
Alarm
Attendant Console 140
DSS Module 224
Alternating Parties 53
Answer Group Feature Buttons 3
Answering a Call 16-19
External 17
incoming Call Overflow /35
Incoming Line Ringing 20-21
Internal 16
Outside 17
Recalls 18-19
Station 16
Attendant Console
Hlustration 2
Master Control Telephone 146
Overview 1
Attendant Overflow
Position Busy 33
Feature 35
Front Desk Console Mode 147
Automatic Dialing. See Speed Calling.
Automatic Hold 22, 53
Automatic Intercom 85-86
Dial Number 86
Programming 85-86

Barge-In 68-69
Break-In 68-69
Busy Tone 8

Call Announce 54-58
Recall 56
Station-to-Station 57-58
Tone 9
Transfer 54-55

Call Biocking
Call Restriction Feature 201
Front Desk Console Mode 147
Vacant Room 156
Call Charges 194-200
Add 197-198
Cancel 199-200
Entry Format 198
HOBIC 194, 197-199
Local Calls 194-195
Long Distance Calls 194, 197-199
Maximum Dollar Amount 198
Next Room 195
Print 156, 195
Verify 194-195
Call Park 41-46
Activate 41-43
DSS 208-211
Monitor 43
Reconnect 44-45
Reconnect white Monitored 46
While Paging 117-120, 125-129
Call Records
Add 197-199
Cancel 199-200
Entry Format 198
HOBIC 194, 197-199
Local Calls 194-195
Long Distance Calls 194, 197-199
Maximum Dollar Amount 198
Next Room 195
Print 156, 195
Verify 194-195
Call Restriction 201
Feature 201
Front Desk Console Mode 147
Vacant Room 156
Call Splitting 53
Call Waiting Indicator
Display 1, 16
incoming Call Overflow 35
Camp-On, Station 61-63
Activate 61-62
Reconnect 63
Camp-On, Trunk 64-67
Activate 64-66
Cancel 67
Changing Parties 53
Class of Service/Class of Restriction

Change 201

Display 142-143
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INDEX

Class of Service/Class of Restriction
(Continued)
Feature 147
Clear Display 147
Client Biiling
Access Code 108-112
Feature Button 105-107
Conference, Three-Party 47-52
Console, Attendant
Wustration 2
Master Control Telephone 146
Overview 1
Controlled Restriction 201
Controls 7

Dial Tone 8
Directed Pick-Up 59-60
Direct Station Selection (DSS) Module
Features 204-224
lllustration 203
Direct Trunk Access 141
Disconnecting From a Calt 31-32
Display
Error 147
Front Desk Console Menu 150
Instrument 2 :
Retry 8
Supervised Hold 36
Display Buttons
Front Desk Console Operations 147
lllustration 2
Supervised Hold 36
Distinctive Busy Tone 8
Distinctive Call Ringing 9
Do Not Disturb for Another
Telephone 161-169
Attendant Console Override 29-30
Cancel 166-169
DSS Module Lamp Pattern 148
DSS Override 212-213
From a Room 163
Implement 161-165
Next Room 162-163
Verify 162-163
Do Not Disturb Override
Attendant Console 29-30
DSS 212-213
DSS (Direct Station Selection) Module
Features 204-224
Hustration 203
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DSS Alarm 224
DSS Do Not Disturb Override 212-213
DSS External Paging 216-220
Answering 217, 218-220
Page 216-217, 220
Park then Page 218-219
DSS Moduie 203
DSS Night Answer 214-215
DSS Park 208-211
Active 208-209
Park Answer Number 209
Recall 211
Reconnect 210
DSS Speed Calling 221-223
Dial Number 223
Programming 221-222
DSS Transfer 205-207

Error Display
Front Desk Console Mode 147
Retry 8
Error Message
Front Desk Console Mode 147
Retry 8
Error Tone 8
Extend Group Feature Buttons 3
External Calls
Answering 17
Disconnecting 31-32
Placing 14-15
External Paging 123-130
Answering 124, 129-130
DSS 216-220
Page 123-125, 129-130
Park then Page 125-128

Feature Buttons and Lamps Listing 3-6
Answer Group 3
Extend Group 3
Fixed 4
Front Desk Console Features 6
Programmable 4-6
Feature Listing by Package 225-226
Fixed Feature Buttons 4
Flash
Accessing PABX Features 131
Disconnecting From a Call 31-32
Forced Busy for Another Telephone
Attendant Console Override 29-30

Cancel 166-169



INDEX

Forced Busy for Another Telephone
(Continued)
DSS Module Lamp Pattern 148
DSS Override 212-213
From a Room 163
Impiement 161-165
Verify 162-163
Forced Lock-Out 144-145
Front Desk Console Features
Call Charges 194-200
Call Restrictions 201
Do Not Disturb 161-169
Overview 147
Room Status Change 149-156
Room Status Indicator
Module 148, 203
Wake-Up 178-188

Headset 11
Operation 1, 11
Installation 11
Volume Control 7
HOBIC 194
Add 197-199
Cancel 199-200
Entry Format 198
Long Distance Calls 194, 197-199
Maximum Dollar Amount 198
Print 156, 195
Verify 194-195
Hold
Automatic 22, 53
Supervised 36-38

Incoming Call Overflow 35
Feature 35
Position Busy 33
Incoming Line Ringing
Ringing Pattern 9
When Busy 20-21
Individual Trunk Access 141
Instrument 2
Intercom 147
Internal Calls
Answering 16
Disconnecting 31
DSS 204
Placing 13

Key Telephone 147

Lamps
Attendant Console 10
Room Status Indicator Module 148
Last Number Redial 92-93
Leave a Message
Cancel 74-75
Front Desk Console Mode 189-193
Implement 70-74
Lights
Attendant Console 10
Room Status Indicator Module 148
Line Lock-Out 144-145, 149
Lamp Pattern 148
To Clear 144-145, 149
Local Telephone Charges
Automatic Recording 194
Cancel 199-200
Maximum Dollar Amount 198
Print 156, 195
Verify 194-195
Locked-Out Line 144-145, 149
Lamp Pattern 148
To Clear 144-145, 149
Long Distance Charges
Add 197-199
Cancel 199-200
Entry Format 198
HOBIC 194, 197-199
Maximum Dollar Amount 198
Print 156, 195
Verify 194-195

Master Control Telephone 146
Message Leaving
Cancel 74-75
Front Desk Console Mode 189-193
Implement 70-74
Message Registration
Add 197-199
Cancel 199-200
Entry Format 198
HOBIC 194, 197-199
Locai Calls 194-195
Long Distance Calls 194, 197-199
Maximum Doliar Amount 198
Next Room 195
Print 156, 195
Verity 194-195
Message Waiting
Cancel 74-75
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INDEX

Message Waiting (Continued) Park (Continued)
Front Desk Console Mode 189-183 Monitor 43
Implement 70-74 Reconnect 44-45
Message Waiting Lamp Reconnect while Monitored 46
Front Desk Console Mode 189-193 While Paging 117-120, 125-129
Turn Off 74-75 Pick-Up, Directed 59-60
Turn On 70-74 Pick-Up, Station 59-60
Monitored Hold Placing a Call 13-15
Activate 36 DSS 204
Camped-On Cail 38 Outside 14-15
Parked Call 38, 43, 46 Station 13
Recall 38 Position Busy 33-34
Reconnect 37 Incoming Cal!l Overflow 35
Three-Party Conference 50-51 Master Control Telephone 146

Programmable Feature Buttons 4-6

New Call 31-32

Night Answer
Aitendant Console 113-114
DSS Module 214-215

Queuing, Trunk
Activate 64-66

Cancel 67
OCC (Other Common Carrier)
Access 102-103 Recalls 4
Off-Hook Signaling 20-21 Answering 18-19
Other Common Carrier (OCC) DSS 206-207
Access 102-103 Series Call 40
QOutside Calls Supervised Hold 38
Answering 17 Three-Party Conference 52
Disconnecting 31-32 Tone 9
Placing 14-15 Recall Tone 9
Outside Line Access Codes 15 Recorded Voice Announcement 132-139
Override, Do Not Disturb Canc_el 138-139
Attendant Console 29-30 Confirm 136-137
DSS Modute 212-213 Correct 135
QOverride Tone 8 Record 132-134

Recording Tone 8
Repeat Last Number 92-93

PABX Access 131 Retry Display

PABX Features, Accessing 131 Error Display 147

Paging To Clear 8
Answering External 124, 129, 130 RingbackTone 8
Answering Station 116, 120, 122 Ringer Volume Control 7
DSS External 216-217, 220 Ringing, Distinctive 9
External 123-125, 128-130 Ringing, When Line is Busy 20-21
Park then External Page 125-129 Room Restriction
Park then Station Page 117-120 Call Restriction 201
Station 115-116, 120-122 Vacant Room 156

Park 41-46 Room Status Change 149-160
Activate 41-43 Lamp Patterns 148
DSS 208-211 Line Lock-Out 149
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INDEX

Room Status Change (Continued)
Needs Clean-Up 155-156

Needs Clean-Up/Occupied 157-160

Needs Clean-Up/Vacant 155
Next Room 153

Occupied to Vacant 154-155
Print 151

Room Status Indicator Module 148

Unanswered Wake-Up
Calls 149-151
Vacant to Occupied 151-153
Verify 152-153
Room Status Indicator Module
Hustration 203
Lamp Patterns 148

Save Number 87-91
Delete 89
Dial Number 88
Programming 87
Transfer 90-91
SCC (Specialized Common Carrier)
Access 102-103
Series Calling 39-40
Silent Message, Automatic 84
Silent Message Using Message
Leaving 76-84
Cancel 82-83
Implement 76-82
Silent Message with
Do Not Disturb 170-177
Cancel 174-177
Implement 170-173
Specialized Common Carrier (SCC)
Access 102-103
Speed Calling
DSS 221-223
Station 94-98
System 99-101
Splitting, Call 53

Station Camp-On with Caliback 61-63

Activate 61-62
Reconnect 63
Station Paging 115-122
Answering 116, 120, 122
Page 115-116, 120-122
Park then Page 117-120
Station Pick-Up 59-60

Station Speed Calling

Dial Number 96-97
Directory 98
Programming 94-95

Station-to-Station Calls

Answering 16
Disconnecting 31
DSS 204
Placing 13

Success Tone 8
Supervised Hold 36-38

Activate 36

Camped-On Call 38

Parked Cal! 38, 43, 46

Recall 38

Reconnect 37

Three-Party Conference 50-51

System Speed Calling

Dial Number 99-100
Directory 101

System Tones 8

Busy Tone 8

Dial Tone 8

Distinctive Busy Tone 8
Error Tone 8

Override Tone 8
Recording Tone 8
Ringback Tone 8
Success Tone 8

Telephone Billing

Add 197-199

Cancel 199-200

Entry Format 198

HOBIC 194, 197-199

Local Calls 194-195

Long Distance Calls 194, 197-199
Maximum Dollar Amount 198
Next Room 195

Print 156, 195

Verify 194-195

Three-Party Conference 47-52
Tones, System

Busy Tone 8

Dial Tone 8

Distinctive Busy Tone 8 .
Error Tone 8

Override Tone 8

231



INDEX

Tones, System (Continued)
Recording Tone 8
Ringback Tone 8
Success Tone 8

Transfer
Attendant Console 22-25
DSS 205-207
Series Calling 39-40
Supervised Hold 36-38
Three-Party Conference 52
To ACD 26-28
Trunk Camp-On 64-67

Transferring to ACD 26-28

Trunk Access
Codes 15
Feature Button 14 -

Trunk Access Codes 15

Trunk Camp-On 64-67
Activate 64-66
Cancel 67

Trunk Queuing 64-67
Activate 64-66
Cancel 67

Unanswered Wake-Up Call
Definition 181
Lamp Pattern 148
To Clear 149-15t
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Vacant Room Restriction 156
Visual Indicators
Attendant Console 10

Room Status Indicator Moduie 148

Voice Announcement 132-139
Cancel 138-139
Confirm 136-137
Correct 135
Record 132-134
Voice Announcement ID 133

Wake-Up for Another
Telephone 178-188
Cancel 185-188
Enter 178-184
Entry Time Frame 181
From a Room 181
If Busy 181
if No Answer 181
Lamp Pattern 148
Next Room 180
Print 178 "
Ringing Time Frame 179
Time Entry Format 179
Unanswered Wake-Up
Calls 149-151, 181

Verify 180
When Answered 179



