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1. The Service

The service allows clients to send thousands of SMS worldwide. In order to use the service, clients have to link, with a good connection, to the Internet. Clients can choose the solution that best fits with their targets, in fact there are three possibilities:


-Send by SMSServer Software


-Send by HTTP


-Send by self-produced Software

These methods are complimentary. It’s possible to use different methods with the same account. A company could use SMSServer to send large quantities of SMS, (e.g. communication with clients) and/or if they want to add the possibility of sending free sms from their own Web Site (using the POST method).

1.1) By SMSServer Software

This is the simplest method. We’ve developed SMSServer, a program that interfaces directly with our SMSC, using a specific protocol. The software is completely free, the only thing the client must do, to activate the account, is to fill in the registration form. 

The software program is developed for a massive and continuative use, in fact there are many controls that guarantee the connection, and alarms that inform the user if something goes wrong.

How the program functions?

The program periodically (user sets time) checks a folder (Inbox), looking for new messages. Every time a new message is found the SMS is immediately delivered.

With SMS-Server, users can not only send text SMS but also logos and ringtones.

1.2) Send by POST

In this case users don’t need to install any software, in fact the SMS’s transfer is made through user to user access, using the HTTP protocol.

It’s the best solution for clients that want to send hundreds of SMS in a simple and quick way. To realize the connection the user requests an HTTP POST from 

http://post.smsdriver.com/smshurricane3.0.asp
1.3) Send by self-produced Software

It’s possible to develop Software that interfaces directly to our SMSC. It is necessary to build a program that can send and receive data via the Web, using the right protocol. This solution is advised only for clients that have a good software development team, because it is the most difficult and complex.

2. How to use SMS-Server

The SMS Server is a simple program that allows SMS messages to be sent through the Internet to a SMSC and then, finally, to a mobile telephone.
You can use it in combination with your own programs, or manually.
The SMS Server is very quick and can send up to 20/30 SMS messages every second. 
Before any messages can be sent it is necessary for you to start up an account.If you are satisfied with our product then it's time you thought about buying some SMS messages! 
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 Fig1. The SMS Server's starting window

2.1) How to configure your connection 

Before connection can commence "Click" on the "Settings" button for the following box to appear:
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Once the window has appeared on your screen fill in each box with the relevant information...

User: Fill in your user ID.

Password: Fill in the password.

Local Port: Fill in the local port code (1400 is the default one)

Default Sender: Fill in with your GSM number in international format (e.g. +3933955555555) 

Test number: This is the Mobile telephone number you would use to receive a test SMS message.

Inbox: Change the default folder and rename it for your outgoing SMS messages.

Outbox: The software puts in this folder any SMS messages that have undergone an error. 

Backupbox: If you check on “Enable Backup”, the small box underneath, the software puts in this folder a copy of every SMS message you send. This enables you to have a record of everything you have sent.

Remote Server Name: address of the SMSDriver’s server (default is sms2.smsdriver.com)


Advanced Settings
Max Input File Read: This value tells the program how many files should take at every polling.

Polling Time: The interval between each poll and next.

Auto reconnection: The program reconnects automatically after which ever time you insert. 

Keep Alive Signal: Which ever time is inserted here the SMS Server sends a signal to the main SMSC in order to maintain a live connection. The return response contains the number of SMS remaining in your account.

Automatic Connection at Windows StartUp: By checking this box, the program will automatically connect when Windows starts up. This feature is very useful if you want to maintain a live connection 24 hours a day.

Leave SMSServer in system tray: By checking this box, the program be minimized in the system tray corner when user click on the “minimize” window button.


What if...?
Q:.....my connection is cut off by the Main Server?


A: The window will appear red on your screen and you will hear an alarm sound! 

a) If you are present and you hear this sound "Click" on "Connect" and the SMS Server will try and re-connect you to the Main Server. 

b) If you are not present at the time of disconnection with the Main Server and you have set the "Automatic Reconnection", the SMSServer will re-connect automatically after the minutes that you have specified. 


What if...?

Q:.....I have sent a test message, but it did not arrive?


A: a) You might not have filled in the correct data in the "Server Settings" window, check the data again and resend.

b)The Main Server might be temporarily out of order. If this is the case, the little square near the "Connect" button will be red as opposed to green when the system is working. The problem will be solved as soon as possible.

2.2) How to send a test Message
To send a test SMS message follow the stages in point form.

a) Connect 
b) Once you have connected "Click" on "Details" and the original startup window will enlarge to look like the following:
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c) Then "Click" on "Test":
        1.   The Server should start
        2.   Sent message/s should increase
        3.    Once sent the Server should stop
        4.   You should receive an SMS message (if you specified the right number in “Settings” form !)
              If the test works:
          -         Folder configuration is OK
          -         Identity configuration is OK 
          -         Connection is OK
             If the test did not work:
          -         Check your UserID, Password, Inbox… in the Server Settings window
          -         Check connection Status (it should read “Connected”) 
If you check the option "Simulate without sending" you will see this message:
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Now you can do a sending simulation. In fact the file that you put into the Inbox directory will be readed from Sms-Server but not sended. So you can control the correct functionality of the program.

If you uncheck this option, you will see this message:
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From now the Sms-Server will send every compatible file that you put into the Inbox directory.

2.3) How to send Text SMS

For each text SMS that the user wants to send, there are a few simple steps that must be followed to create a file that will be used by SMS-Server 

1) Create a text file (that is a file with .TXT extension)

2) Open the file with a text editor and write the text of the SMS (Max 160 char)

3) Rename the file following this syntax:


Ddestination_Osender_Ggateway_Ffilename.sms

Where:
- destination is the number of the mobile (in international format, without + characters) you want to send the message to.  (Obligatory field)

- sender is the number or the name that should appear in the screen of the mobile (Optional field, if isn’t specified the program will use the default one) (Max 16 Char for a number, 11 for a text string)

- gateway is the number of the gateway that will be used to send the SMS (0,1, 2,3,4,5,6) (Optional field, if not specified the program will use gateway number 0, which is the automatic one)

- filename is the name of the file (Obligatory field)

4) Move the file in the local INBOX directory

Example: 

To send the file "Message.txt"  to the number +393381234567, showing  "Mario Rossi" as sender of the message and using gateway 1, the file will be as follows: 



D+393381234567_OMario Rossi_G1_FMessage.sms

To use use automatic gateway it is sufficient to not specify the field _Ggateway (as per the following example)



D+393381234567_OMario Rossi_FMessage.sms

Or setting the gateway to G0 (as per the following example)



D+393381234567_OMario Rossi_G0_FMessage.sms

2.4) How to send Logos and Ringtones

SMS-Server can send operator logos and ringtones in a simple and fast way, and above all, without using other programs that convert logos or ringtones in hexadecimal format.

User must only:

1) Select an image in BMP, GIF, JPG, JPEG format (2 colors 72x14 pixels) or a file in NOL format (Nokia Operator Logo) as logo; a MID, MIDI o RTTTL file format as ringtone

2) Rename the file following this syntax


Ddestination_Ggateway_Nnetworkcode_Ffilename.extension

Where:
- destination is the number of the mobile (in international format, without + characters) you want to send the message to.  (Obligatory field)

- gateway is the number of the gateway that will be used to send the SMS (0,1,2,3,4,5,6) (Optional field, if not specified the program will use gateway number 0, which is the automatic one)

- networkcode is a code that allows to specify the operator used by the mobile. If it is not specified the best network code will be selected automatically according to the prefix of the destination number  (Optional field, can be used only for logos)

- filename is the name of the file (Obligatory field)

3) Move the file in the local INBOX directory

You can see a list of the updated network codes at the link

http://www.gsmworld.com/roaming/gsminfo
Example:

To send "Image.gif" to the number +393479876543, using gateway 2, and specifying the Omnitel Italy network code (222 10), the file will be as follows: 



D393479876543_G2_F22210_FImage.gif

To send the ringtone "Ring.rtttl" to the number +393288527410, using gateway 3 the file will be as follows :

D398288527410_G3_FRing.rtttl

To use use automatic gateway it is sufficient to not specify the fields _Ggateway (as per the following example)



D398288527410_FRing.rtttl

Or setting the gateway to G0 (as per the following example)



D398288527410_G0_FRing.rtttl

Important check the correct syntax of Rtttl before sending. Rtttl must be as follows:
Coca-cola:d=4,o=5,b=125:8f#6,8f#6,8f#6,8f#6,g6,8f#6,e6,8e6,8a6,f#6,d6,2p

2.5) How to Picture Messages and Screen Savers

With SMSServer it’s possible to send picture messages or screen savers sending simple Gif, Jpg, Jpeg or Bmp images using gateway 1.

To send a picture message (an image with a textual message) you must do the following:

1) Select a BMP, GIF, JPG, JPEG format image (2 colours, 72x28 pixels) 

2) Rename the image like this

Ddestination_Ggateway_Mmessage_Ffilename.extension

Where:

- destination is the number of the mobile (in international format, without + characters) you want to send the message to.  (Obligatory field)

- gateway is the number of the gateway that will be used to send the picture message (1) (Obligatory field)

- message is the text that will be show under the picture message (Max. 140 characters)

- filename is the name of the file (Obligatory field)

3) Move the file in the local INBOX directory

To send a screen saver you only need to  send an image of 72x28 pixels without adding the text parameter in the name of the file.

List of the steps used to send a screen saver (like a logo):

1) Select a BMP, GIF, JPG, JPEG format image (2 colours, 72x28 pixels) 

2) Rename the image like this


Ddestination_Ggateway_Mmessage_Ffilename.extension

Where:

- destination is the number of the mobile (in international format, without + characters) you want to send the message to.  (Obligatory field)

- gateway is the number of the gateway that will be used to send the picture message (1) (Obligatory field)

- filename is the name of the file (Obligatory field)

3) Move the file in the local INBOX directory

It’s also possibile to send directly the HexDump of a screen saver or of a picture message. To do this you have to :

1)Create a text file (that is a file with .TXT extension)

2) Open the file with a text editor and write the HexDump of the screen saver or of the picture message

3) Rename the image like this

Ddestination _Ggateway_Ffilename.pic


Where:
- destination is the number of the mobile (in international format, without + characters) you want to send the message to.  (Obligatory field)

- gateway is the number of the gateway that will be used to send the picture message (1) (Obligatory field)

- nomefile is the name of the text file (Obligatory field)

4) Move the file in the local INBOX directory

Here is the syntax of the picture message and e screen saver’s Hexdump.

Syntax of a picture message (image with a textual message):

Version = 30 (costant)

Text Header = 00 (costant)

Text Lenght = Number of characters of the textual message (es. 0004 so it’s a variable,   hexadecimal number, 32 characters = 0020)

Text of the message = Ascii value of each character (es. TEST=54657374)

OtaBitmap Header = 02 (costant)

Lenght of the OtaBitmap =0100 (Number of bytes that compose the Otabitmap)

OtaBitmap of the picture message = 00481C01......

Example: 



Syntax of a screen saver
Version = 30 (costant)

Screen Saver Header = 06 (costant)

Lenght of the Screen Saver = 0100 (Number of bytes that compose the Otabitmap)

OtaBitmap of the screen saver = 00481C01......

 Example:



It’s Important to specify the gateway before sending picture messages or screen savers because only some gateways support these kind of messages.

2.6) How to send Flash SMS

A flash message is a SMS message that appears immediately onto the mobile telephone's screen, so the recipient does not have to browse the phone's menu. Flash messages cannot be saved, and the senders name will not appear on the screen.

1) Create a text file (that is a file with .TXT extension)

2) Open the file with a text editor and write the text of the SMS (Max 160 char)

3) Rename the file following this syntax


Ddestination_ Ggateway_Ffilename.FLH


Where:
- destination is the number of the mobile (in international format, without + characters) you want to send the message to.  (Obligatory field)

- gateway is the number of the gateway that will be used to send the SMS (0,1,2,3,4,5,6) (Optional field, if not specified the program will use gateway number 0, which is the automatic one)

- filename is the name of the file (Obligatory field)

4) Move the file in the local INBOX directory

2.7) How to send SMS in UNICODE UCS-2  format

Unicode is a standard that provides a unique number for every character, no matter what the platform, program or language. Unicode is the official way to implement ISO/IEC 10646.
Using Unicode format with a SMS program gives to the users the possibility to send to a compatible mobile phone characters that are different from the ones of the standard latin alphabet.

You can find more information about Unicode standard here 
http://www.unicode.org
The tables with the complete list of the Unicode characters are here http://www.unicode.org/charts/
To send a message with Unicode characters you have to follow some easy steps:

1) Create a text file (with .TXT extension)

2) Open the file with a normal text editor and write in it the list of the Unicode characters in hexadecimal format without spaces between the characters (Max. 280 chars, 70 show on the mobile display)

3) Rename the file like this  

Ddestination_Osender_Ggateway_Ffilename.UNI


Where:

- destination is the number of the mobile (in international format, without + character) you want to send the message to.  (Obligatory field)

- sender is the number or the name that should appear in the screen of the mobile phone (Optional field, if it isn’t specified the program will use the default one) (Max 16 Char for a number, 11 for a text string) (NOT IN UNICODE FORMAT)

- gateway is the number of the gateway that will be used to send the SMS (1,3,5,6) (Obligatory field)


- filename is the name of the text file (Obligatory field)

4) Move the file in the local INBOX directory

Every 4 characters are 2 bytes in hexadecimal format.
Example:

To send the word “Ciao” using Unicode characters with Gateway 6 you have to write in the text file the string:

004300690061006F

Viewing the Unicode (Basic Latin) characters table, in fact 

0043 = C


0069 = i

0061 = a

006F = o

File must be renamed like this



D393479876543_OTest_G6_Ftest-unicode.uni

Attention: Unicode characters are enabled only in gateway 1,3,5,6, so you need to force one of these gateways in order to use them (in the file name it’s necessary to specify field G1,G3,G5 or G6 like in the example).

2.8) How the program works

SMS Server periodically searches in your local “Inbox” directory files with extension .sms .gif .bmp .jpg .jpeg .nol .lnol .rtttl .midi .mid .flh .uni
When the program finds one of these files, it automatically sends them via the Internet.

In the case of error (wrong name or content of the message) the file will be renamed with .err extension and moved in your local “Outbox” directory.


2.9) How to write .SMS files with a program
To create a program that writes a .sms file and puts them in the Inbox directory, you can use your preferred programming language. 


 e.g. in Visual Basic:
  Open Inbox & FILENAME & ".txt" For Output As #out                            
  Print #out, SMSText 
  Close #out
   '###Rename the file
  Dim FS, f
  Set FS = CreateObject("Scripting.FileSystemObject")
  Set f = FS.GetFile(Inbox & FILENAME & ".txt")
  If Not FS.FileExists(Inbox & "D" & SMSNumber & "_O" & SMSSender & "_G" & 



SMSGateway & "_" & FILENAME & ".sms") Then
    

f.Name = "D" & SMSNumber & "_O" & SMSSender & "_G" & SMSGateway & "_" 

& FILENAME & ".sms"
  End If

The file is created in .txt, and then it is renamed.
This is a standard procedure, because the SMS Server's time lapse is so quick that it sends .sms files before your program has finished writing it!

2.10) How to write .SMS files through a web form

To create a web form, that writes .SMS files and transfers them in the Inbox, you can

use asp.
Copy the below mentioned example as myform.asp, set the variable MySMSInPath  to define the path of the  “sms\in\” file.


 eg. in Visual Basic Script:


<%@ LANGUAGE=VBScript %>

<%

'THIS FUNCTION CREATES THE *.SMS FILE INTO YOUR SMS IN-FOLDER

Private Function MySMSFile(FILENAME1,SMSNUMBER1,SMSFROM1,SMSMSG1)

Dim MYFILE1,MySMSInPath,MyTitle

'ATTENTION THE FOLDER "C:\\sms\\in\\" MUST HAVE THE WRITTEN PERMISSION FOR EVERYONE OR CAN BE 

'A VIRTUAL DIRECTORY OF YOUR SITE

MySMSInPath = "C:\\sms\\in\\" 'PATH TO MY SMS IN-FOLDER 

MyTitle = "by www.smsdriver.com" 'MY PERSONAL SIGNATURE

MYFILE1 = MySMSInPath & FILENAME1 


'CREATE FILE *.sms


Set fso = CreateObject("Scripting.FileSystemObject")


Set Aa = fso.CreateTextFile(MYFILE1,True)



Aa.WriteLine(SMSNUMBER1)



Aa.WriteLine(SMSFROM1)



Aa.WriteLine(MyTitle)



Aa.WriteLine(SMSMSG1)


Aa.close


Set  Aa = nothing


set fso = nothing


MySMSFile = "OK"

End Function

Dim FILENAME,SMSNUMBER,SMSFROM,SMSMSG

Dim ERROR_MSG,GATEWAY

'READING FORM VARIABILES

SMSNUMBER = Request.Form("PHONENUMBER")

SMSFROM = Request.Form("MSGFROM")

SMSMSG = Request.Form("SMSTEXT")

GATEWAY = ""

ERROR_MSG = ""

'CHECK MOBILE NUMBER: IMPLEMENT IF CONDITIONS WITH YOUR OWN SPECIFICATION

'DOES THE NUMBER EXIST?

If SMSNUMBER = "" Then


ERROR_MSG = "Please insert the mobile number!"


'IS THE MOBILE NUMBER LONG ENOUGH?

    If Len(SMSNUMBER) < 10 Then



ERROR_MSG = "The mobile number is too short!"



'IS THE NUMBER STRING WITHOUT SPACES? 



If InStr(1, SMSNUMBER, " ") <= 0 Then




ERROR_MSG = "The mobile number must be without spaces!"




'IS IT A VALID NUMERICAL FORMAT?

            If IsNumeric(SMSNUMBER) = false Then





ERROR_MSG = "Insert a number in the mobile number field!"





'IS IT A VALID INTERNATIONAL FORMAT?

                If Left(SMSNUMBER, 2) = "00" Then






ERROR_MSG = "Not a valid international format! Number does not begin with 00."





else








'#############################################################






'IMPLEMENT IF CONDITION TO FORCE A SPECIFIC COUNTRY OR WHATEVER ELSE






If (Left(SMSNUMBER, 6) <> "+39") Then 'SEND ONLY IN ITALY







ERROR_MSG = ""






else






'#############################################################






'IMPLEMENT HERE IF CONDITION TO FORCE YOURE PARMETERS






End If





End If





End IF



End If


End If

End If

'CHECK THE SMS TEXT

If Trim(SMSMSG) = "" then


ERROR_MSG = "You must digit an SMS message!"


'NO MESSAGE NO SENDER NO NUMBER = IS JUST OPENING THE FORM FOR THE FIRST TIME IN THIS SESSION


if Trim(SMSFROM) = "" And Trim(SMSNUMBER) = "" then



ERROR_MSG = "NO" 'SETTING NO FOR OPENINIG PAGE WITHOUT MESSAGE


end if

End If

'IF NO ERROR CREATE FILE

If ERROR_MSG = "" Then


Randomize


FILENAME=Int((999 * Rnd) + 1)


FILENAME = FILENAME & Right(SMSNUMBER,5)


'G1_ ,G2_ ,G3_ ,G4_ ,G5_  or G6_ TO FORCE A SPECIFIC, or G0_ TO USE AUTOMATIC GATEWAY


GATEWAY = "G1_"


FILENAME = GATEWAY & FILENAME & "sms.sms" 


SMSNUMBER = "+" & SMSNUMBER


'CALL CREATE FILE FUNCTION


FILENAME = MySMSFile(FILENAME,SMSNUMBER,SMSFROM,SMSMSG)


If FILENAME = "OK" then



'FILE CREATED



ERROR_MSG = "SMS sended!"


Else



'ERROR CREATING FILE



ERROR_MSG = FILENAME'"Critical error! Please contact the webmaster"


End if

End If

'JUST OPENING THE FORM FOR THE FIRST TIME IN THIS SESSION WITHOUT MESSAGE

If ERROR_MSG = "NO" Then


ERROR_MSG = ""

End If

%>

<html>

<head>

<meta http-equiv="Content-Language" content="it">

<meta name="GENERATOR" content="Microsoft FrontPage 5.0">

<meta name="ProgId" content="FrontPage.Editor.Document">

<meta http-equiv="Content-Type" content="text/html; charset=windows-1252">

<title>SMS Driver Example FORM</title>

<%

'INSERT JAVASCRIPT THAT SHOWS POPUP MESSAGE

If ERROR_MSG <> "" Then

%>

<script language="JavaScript">

<!--

function MM_popupMsg(msg) { //v1.0

  alert(msg);

}

//-->

</script>

<%

End If

%>

</head>

<body bgcolor="#FFFFFF" 

<%

'INSERT POPUP MESSAGE ON THE BODY ONLOAD EVENT

If ERROR_MSG <> "" Then

%>

 onLoad="MM_popupMsg('<% =ERROR_MSG %>')" 

<%

End If

%>>

<p>SMS Driver Example FORM</p>

<p>File Name myform.asp</p>

<p>Use these asp combined with a SMS Server SW</p>

<!--webbot BOT="GeneratedScript" PREVIEW=" " startspan --><script Language="JavaScript" Type="text/javascript"><!--

function FrontPage_Form1_Validator(theForm)

{

  if (theForm.PHONENUMBER.value == "")

  {

    alert("Please enter a value for the \"Mobile Phone Number\" field.");

    theForm.PHONENUMBER.focus();

    return (false);

  }

  if (theForm.PHONENUMBER.value.length < 10)

  {

    alert("Please enter at least 10 characters in the \"Mobile Phone Number\" field.");

    theForm.PHONENUMBER.focus();

    return (false);

  }

  if (theForm.PHONENUMBER.value.length > 16)

  {

    alert("Please enter at most 16 characters in the \"Mobile Phone Number\" field.");

    theForm.PHONENUMBER.focus();

    return (false);

  }

  var checkOK = "0123456789-.";

  var checkStr = theForm.PHONENUMBER.value;

  var allValid = true;

  var validGroups = true;

  var decPoints = 0;

  var allNum = "";

  for (i = 0;  i < checkStr.length;  i++)

  {

    ch = checkStr.charAt(i);

    for (j = 0;  j < checkOK.length;  j++)

      if (ch == checkOK.charAt(j))

        break;

    if (j == checkOK.length)

    {

      allValid = false;

      break;

    }

    if (ch != ".")

      allNum += ch;

  }

  if (!allValid)

  {

    alert("Please enter only digit characters in the \"Mobile Phone Number\" field.");

    theForm.PHONENUMBER.focus();

    return (false);

  }

  if (theForm.MSGFROM.value.length > 16)

  {

    alert("Please enter at most 16 characters in the \"From\" field.");

    theForm.MSGFROM.focus();

    return (false);

  }

  var checkOK = "ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyzƒŠŒŽšœžŸÀÁÂÃÄÅÆÇÈÉÊËÌÍÎÏÐÑÒÓÔÕÖØÙÚÛÜÝÞßàáâãäåæçèéêëìíîïðñòóôõöøùúûüýþÿ0123456789-";

  var checkStr = theForm.MSGFROM.value;

  var allValid = true;

  var validGroups = true;

  for (i = 0;  i < checkStr.length;  i++)

  {

    ch = checkStr.charAt(i);

    for (j = 0;  j < checkOK.length;  j++)

      if (ch == checkOK.charAt(j))

        break;

    if (j == checkOK.length)

    {

      allValid = false;

      break;

    }

  }

  if (!allValid)

  {

    alert("Please enter only letter and digit characters in the \"From\" field.");

    theForm.MSGFROM.focus();

    return (false);

  }

  if (theForm.SMSTEXT.value == "")

  {

    alert("Please enter a value for the \"Message Text\" field.");

    theForm.SMSTEXT.focus();

    return (false);

  }

  if (theForm.SMSTEXT.value.length < 1)

  {

    alert("Please enter at least 1 characters in the \"Message Text\" field.");

    theForm.SMSTEXT.focus();

    return (false);

  }

  if (theForm.SMSTEXT.value.length > 160)

  {

    alert("Please enter at most 160 characters in the \"Message Text\" field.");

    theForm.SMSTEXT.focus();

    return (false);

  }

  var checkOK = "ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyzƒŠŒŽšœžŸÀÁÂÃÄÅÆÇÈÉÊËÌÍÎÏÐÑÒÓÔÕÖØÙÚÛÜÝÞßàáâãäåæçèéêëìíîïðñòóôõöøùúûüýþÿ0123456789-@£$¥èéùìòÇØøÅå_ÆæßÉ!\"#%&'()*+,-./¡ÄÖÑÜ§¿äöñüà;:<=>? \t\r\n\f";

  var checkStr = theForm.SMSTEXT.value;

  var allValid = true;

  var validGroups = true;

  for (i = 0;  i < checkStr.length;  i++)

  {

    ch = checkStr.charAt(i);

    for (j = 0;  j < checkOK.length;  j++)

      if (ch == checkOK.charAt(j))

        break;

    if (j == checkOK.length)

    {

      allValid = false;

      break;

    }

  }

  if (!allValid)

  {

    alert("Please enter only letter, digit, whitespace and \"@£$¥èéùìòÇØøÅå_ÆæßÉ!\"#%&'()*+,-./¡ÄÖÑÜ§¿äöñüà;:<=>?\" characters in the \"Message Text\" field.");

    theForm.SMSTEXT.focus();

    return (false);

  }

  return (true);

}

//--></script><!--webbot BOT="GeneratedScript" endspan --><form method="POST" action="myform.asp" onsubmit="return FrontPage_Form1_Validator(this)" language="JavaScript" name="FrontPage_Form1">

    <p align="center"><br>

    <br>

    <br>

&nbsp;</p>

    <table border="1" cellpadding="0" cellspacing="0" style="border-collapse: collapse" bordercolor="#111111" width="100%" id="AutoNumber1">

        <tr>

            <td width="33%">

            <p align="right">Phone Number:</td>

            <td width="33%">

            <p align="center">+<!--webbot bot="Validation" s-display-name="Mobile Phone Number" s-data-type="Integer" s-number-separators="." b-value-required="TRUE" i-minimum-length="10" i-maximum-length="16" --><input type="text" name="PHONENUMBER" size="20" tabindex="0" maxlength="16">&nbsp;&nbsp;

            </td>

            <td width="34%">eg. +4410555***</td>

        </tr>

        <tr>

            <td width="33%">

            <p align="right">From:</td>

            <td width="33%">

            <p align="center">

            <!--webbot bot="Validation" s-display-name="From" s-data-type="String" b-allow-letters="TRUE" b-allow-digits="TRUE" i-maximum-length="16" --><input type="text" name="MSGFROM" size="20" tabindex="1" maxlength="16"></td>

            <td width="34%">&nbsp;</td>

        </tr>

        <tr>

            <td width="33%">

            <p align="right">Message Text:</td>

            <td width="33%">

            <p align="center">

            <!--webbot bot="Validation" s-display-name="Message Text" s-data-type="String" b-allow-letters="TRUE" b-allow-digits="TRUE" b-allow-whitespace="TRUE" s-allow-other-chars="@£$¥èéùìòÇØøÅå_ÆæßÉ!&quot;#%&amp;'()*+,-./¡ÄÖÑÜ§¿äöñüà;:&lt;=&gt;?" b-value-required="TRUE" i-minimum-length="1" i-maximum-length="160" --><textarea rows="4" name="SMSTEXT" cols="40" tabindex="2"></textarea></td>

            <td width="34%">&nbsp;</td>

        </tr>

        <tr>

            <td width="33%">&nbsp;</td>

            <td width="33%">

            <p align="center">

            <input type="submit" value="Send" name="SEND" tabindex="3"></td>

            <td width="34%">&nbsp;</td>

        </tr>

        <tr>

            <td width="33%">&nbsp;</td>

            <td width="33%">&nbsp;</td>

            <td width="34%">&nbsp;</td>

        </tr>

        <tr>

            <td width="33%">&nbsp;</td>

            <td width="33%">

            <p align="center">

            <input type="reset" value="Reset Form" name="RESET" tabindex="4"></td>

            <td width="34%">&nbsp;</td>

        </tr>

    </table>

    <p align="center">&nbsp;</p>

</form>

</body>

</html>

3. How to send via Post

To send SMS via Post you must send an http POST request at this url:


http://post.smsdriver.com/smshurricane3.0.asp

Into the data section of the POST request, you have to insert these variables with their own value:

-smsTEXT  ( max 160 char)

-smsNUMBER (max 16 char, number of mobile in international format, eg: +3932949389) 

-smsSENDER (max 16 char for the number of the sender in international format, or max 11 char for a text string)

-smsGATEWAY (0,1,2,3,4,5,6 the number of the gateway that will be used to send the SMS) 

-smsNETCODE = network code of the desired operator (Optional, used only for logo operators)

-smsTYPE (type of the message “file.sms” , “file.nol” , “file.bmp” , “file.gif” , “file.jpg” , “file.jpeg” , “file.rtttl” , “file.mid” , “file.midi” ,  “file.flh” , “file.uni” , “file.pic” , “file.picm”)

-smsUSER 

-smsPASSWORD

file.sms
(
to send a standard text SMS

file.flh

(
to send a FLASH text SMS

file.uni

(
to send a text SMS with UNICODE

file.nol

(
to send a logo operator in NOL format

file.bmp
(
to send a logo operator or screen saver * in BMP format

file.gif

(
to send a logo operator or screen saver * in GIF format

file.jpg

(
to send a logo operator or screen saver * in JPG format

file.jpeg
(
to send a logo operator or screen saver * in JPEG format

file.rtttl
(
to send a ringtone in RTTTL format

file.mid
(
to send a ringtone in MID format

file.midi
(
to send a ringtone in MIDI format

file.pic

(
to send a the HEXDUMP of a picture message or a screen saver

file.picm
(
to send picture message in Gif, Jpg, Jpeg or Bmp format

*screen savers are GIF,JPG,BMP of 72 x 28 pixels

*standard logos are GIF,JPG,BMP of 72 x 14 pixels

smshurricane3.0.asp page will confirm the correct transfer of the message.

Example:

POST /smshurricane3.0.asp HTTP/1.1

Host: post.smsdriver.com

Content-Length: 94

Content-type: application/x-www-form-urlencoded

Accept-Language: it

Cache-Control: no-cache

smsUSER=mario&smsPASSWORD=pippo

&smsSENDER=Prova&smsTEXT=bye bye&smsNUMBER=+393284211880 &smsTYPE=file.sms&smsGATEWAY=1

Answer from SMSHurricane3.0.asp
HTTP/1.1 200 OK

Server: Microsoft-IIS/5.0

Date: Mon, 26 Nov 2001 11:38:31 GMT

Content-Length: 114

Content-Type: text/html

Set-Cookie: ASPSESSIONIDGQGQGUIY=IBOAACPCBEPFAEHIJJKKCNEH; path=/

Cache-control: private

<html>

<head>

<title>smsgateway</title>

</head>

<body bgcolor="#ffffff">

+Ok 2285210

</body>

</html>

3.1) Send Operator Logos

  
An Operator logo is a small image that can be viewed on your mobile telephone. Your network operator's logo is normally the standard, but now you can change it to any one of numerous possibilities by sending an SMS. 

The size of each Operator logo is 72x14 pixels (the standard format).
For each logo operator sent it is possible to specify a network code.

Network code is a code that allows you to specify the operator used by the mobile. If is not specified the best network code will be selected automatically according to the prefix of the destination number.

Like any SMS message, an operator logo can be sent the same way.
You must only send to the .asp page this information with a post method:

METHOD 1

-smsNUMBER = the mobile number where you want to send the logo (max 16 char,  in international format,+3932949389) 

-smsSENDER = 222222222222222 (15 char "2")

-smsTEXT = logo in hexadecimal format (OTA BITMAP)

-smsUSER = your user name

-smsPASSWORD = your password

-smsNETCODE = network code of the desired operator (Optional)

-smsGATEWAY = 0,1,2,3,5,6  (number of the gateway that will be used, 0=automatic)

-smsTYPE = file.sms

OTA Bitmap is a NOKIA standard.

The idea is quite simple, you have to check every pixel and assign to it a value: 
if the pixel is white 
 Hex(30) if it's black █ Hex(31).


Here is an example of a logo in OTA Bitmap format:

00480E01003E03E0007E01F000007E07F000FF03F80000FE0F7801E7871C0001EE0E3801C3871C0001CE0C380183871C00000E0038E00F871C00000E0078E01F071C00000E00F0E00F071C00000E01E00003871C00000E03C00183871C00000E07F8E1C7871C00000E0FF8E0FF03F800000E0FF8E07E01F000000000000000000000

Each logo in OTA Bitmap format has to start with 00480E01

METHOD 2

-smsNUMBER = the mobile number where you want to send the logo (max 16 char,  in international format,+3932949389) 

-smsSENDER = 222222222222222 (15 char "2")

-smsTEXT = data contained in the file

-smsUSER = your user name

-smsPASSWORD = your password

-smsNETCODE = network code of the desired operator (Optional)

-smsGATEWAY = 0,1,2,3,5,6  (number of the gateway that will be used, 0=automatic)

-smsTYPE = file.nol , file.bmp , file.gif , file.jpg , file.jpeg  (it depends on the type of open file)

With this method user doesn’t need any other program to convert the pictures. 

Concerning the sending of a .nol logo, user must open the file with a normal text editor and copy the contained text in the smsTEXT filed.

In the post method bmp, gif, jpg and jpeg file must be sent in clear, so the smsTEXT field should contain the string obtained by opening the hexadecimal file. In other words the user should send the hexadecimal value of each character that composes the file (hexadecimal ASCII character).

Example:

To send this image (gif) [image: image6.png]


 the user have to put in the smsTEXT field:

47494638376148000E00F10100FFFFFF0000000000000000002C0000000048000E00000290440C69C1EAFFCE818A4954979616CDF581D6D7241339A6DD55A9A907BBF27A925E698E5933F7790FE4C528B84B70D63A066F211EE745F94163D3A888C662AAAC0ED9B57A85209FAEAE2E222CB13ADD88F8853DB7E7C933320332B995217D1EF31348C586A1C67754682335A573E8F858E6F4E5045905C7B76104A849E608C834A8A4879236542AA941B49298B5375200003B


and in the smsTYPE  field  “file.gif”.

If you open the image with a normal text editor you will see a text like this:


GIF87aH  ñ
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»òz’^ iŽY3÷y
äÅ(¸KpÖ:
o!‑çEùAcÓ¨ˆÆbª¬Ùµz…Ÿ®®.",±:Ýˆø…=·çÉ32
2¹•!}‑ó
Here is an example of conversion of a character in clear:

G ( 47
I ( 49
F( 46
8 ( 38
7 ( 37

3.2) Send Ringtones


A ring tone can be sent to a mobile by embedding the music sheet into a .SMS file. 

There is a NOKIA standard, called Hex Dump, that allows  a ringtone to be sent to a mobile by embedding the music sheet into a .SMS file.


Like Operator Logos there are many ring tones that can be found on the internet in RTTTL format, and there are some programs that can convert RTTTL into Hex. 
(e.g. http://nadi.antnet.net.tr/prg/gsm/gonder/Start.html)


Ring tones can be sent the same way as Operator logos:

Method 1
-smsNUMBER = the mobile number where you want to send the logo (max 16 char,  in international format,+3932949389) 

-smsSENDER = 333333333333333 (15 char "3")

-smsTEXT = ringtone in hexadecimal (Hex Dump)

-smsUSER = your user name

-smsPASSWORD = your password

-smsGATEWAY = 0,1,2,3,4,5,6  (number of the gateway that will be used, 0=automatic)

-smsTYPE = file.sms

Here is an example of ringtone in hexadecimal format:

024A3A5D4DD15D85C9CCC404005A9912CC2CC2CC36551629461361161B29649461361161B296494613614611224820B30B30B30D95458A5184D84586CA5925184D84586CA5925184D85184489000
Method 2

-smsNUMBER = the mobile number where you want to send the logo (max 16 char,  in international format,+3932949389) 

-smsSENDER = 333333333333333 (15 char "3")

-smsTEXT = data contained in the file

-smsUSER = your user name

-smsPASSWORD = your password

-smsGATEWAY = 0,1,2,3,4,5,6  (number of the gateway that will be used, 0=automatic)

-smsTYPE = file.rtttl , file.mid , file.midi  (it depends on the type of open file)
With this method, the user doesn’t need any other programs that convert RTTTL into hexadecimal. In fact you only open with a simple text editor the file, and copy the data contained in the file into the smsTEXT field.

Important check the correct syntax of Rtttl before send. Rtttl must be like this:
Coca-cola:d=4,o=5,b=125:8f#6,8f#6,8f#6,8f#6,g6,8f#6,e6,8e6,8a6,f#6,d6,2p
In the post method midi and mid file must be sent in clear, so the smsTEXT field should contain the string obtained by opening the hexadecimal file. In other words the user should send the hexadecimal value of each character that composes the file (hexadecimal ASCII character)

3.3) Send Picture Message
Method 1

A Bmp, Jpg, gif image  or an OtaBitmap of 72x28 pixels with 2 colours can be sent  with a textual message to a mobile as a picture message.

To send this kind of message you have to do the following steps:
-smsNUMBER = the mobile number where you want to send the logo (max 16 char,  in international format,+3932949389) 

-smsSENDER = 444444444444444 (15 char "4")

-smsTEXT = HexDump of the message

-smsUSER = il proprio user name

-smsPASSWORD = your password

-smsGATEWAY = 1 (number of the gateway that will be used to send the message)

-smsTYPE = file.pic

The Hexdump of the message will have the following syntax:

Version = 30 (constant)

Text Header = 00 (constant)

Text Lenght = Number of characters of the text (es. 0004 variable, hexadecimal number, 32 characters = 0020)

Text of the message = Ascii value of each character (es. TEST=54657374)

OtaBitmap Header = 02 (costant)

Lenght of the OtaBitmap =0100 (Number of bytes that compose the Otabitmap)

OtaBitmap =00481C01......

Example: 



Method 2

You can also send the hexadecimal of the Gif, Jpg, Jpeg o Bmp image.

-smsNUMBER = the mobile number where you want to send the logo (max 16 char,  in international format,+3932949389) 

-smsSENDER = 444444444444444 (15 char "4")

-smsTEXT = HexDump del messaggio

-smsUSER = your user name

-smsPASSWORD = your password

-smsGATEWAY = 1  (number of the gateway that will be used to send the message

-smsTYPE = file.picm

In this case the syntax of the HexDump will be

Version = 30 (constant)

Text Header = 00 (constant)

Text Lenght = Number of characters of the text message (es. 0004 variable, hexadecimal number, 32 characters = 0020)

Text of the message = Ascii value  of each character (es. TEST=54657374)

OtaBitmap Header = 02 (constant)

Hexadecimal : hexadecimal of the image Gif, Jpg, Jpeg o Bmp

Example of a GIF image sent as a picture message:

30000004546573740247494638396148001C00F700000000000000330000660000990000CC0000FF0033000033330033660033990033CC0033FF0066000066330066660066990066CC0066FF0099000099330099660099990099CC0099FF00CC0000CC3300CC6600CC9900CCCC00CCFF00FF0000FF3300FF6600FF9900FFCC00FFFF3300003300333300663300993300CC3300FF3333003333333333663333993333CC3333FF3366003366333366663366993366CC3366FF3399003399333399663399993399CC3399FF33CC0033CC3333CC6633CC9933CCCC33CCFF33FF0033FF3333FF6633FF9933FFCC33FFFF6600006600336600666600996600CC6600FF6633006633336633666633996633CC6633FF6666006666336666666666996666CC6666FF6699006699336699666699996699CC6699FF66CC0066CC3366CC6666CC9966CCCC66CCFF66FF0066FF3366FF6666FF9966FFCC66FFFF9900009900339900669900999900CC9900FF9933009933339933669933999933CC9933FF9966009966339966669966999966CC9966FF9999009999339999669999999999CC9999FF99CC0099CC3399CC6699CC9999CCCC99CCFF99FF0099FF3399FF6699FF9999FFCC99FFFFCC0000CC0033CC0066CC0099CC00CCCC00FFCC3300CC3333CC3366CC3399CC33CCCC33FFCC6600CC6633CC6666CC6699CC66CCCC66FFCC9900CC9933CC9966CC9999CC99CCCC99FFCCCC00CCCC33CCCC66CCCC99CCCCCCCCCCFFCCFF00CCFF33CCFF66CCFF99CCFFCCCCFFFFFF0000FF0033FF0066FF0099FF00CCFF00FFFF3300FF3333FF3366FF3399FF33CCFF33FFFF6600FF6633FF6666FF6699FF66CCFF66FFFF9900FF9933FF9966FF9999FF99CCFF99FFFFCC00FFCC33FFCC66FFCC99FFCCCCFFCCFFFFFF00FFFF33FFFF66FFFF99FFFFCCFFFFFFF8BF2400000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000021F904010000D8002C0000000048001C000008FE00AF011038B0204181080118BCC690E1C286101B3E9478D0A0C284151D662C683163C48911290EFCB8B1E4C5910853A6443992E545952F1DB2943913A6C69B285752B409F3A54B88315B06BDA91327CE9C0781D65459B425D09D4925221D1A55E6C7A5399D1625FA53E9D5A724C18A352A15ECD49067C32265CA96AD56AB3BD38E6DBB70E6C3B44EB312C5B8952BDF956F3BEE6DCAF42D5FC336EF1A558C5563609D35EB42655CF8AFE2C57EF3C6DD6A57244FC85C7D1EC67872745DAA92C982EEA9B9B549C7802373F6DC3924698FB34B83F40C5B2F65DB1D4BABE6781B7862C2BD5927BFAD1BB4D0CE97452777E99A79F0E50AA1F3DCAD1DF371CBB08F662FDD1CB6F8EADAD1737FE66D9B3DD98986539F5D6BBCBD7BC27A2B6B9D6F1FF8D4FF83C5971F5E007AF5958165B9B5574C7D01766082E4CDA61E729ABD17617C7E6D979985AB2127A15DC18518DB6159B5265A73284A962269A709C6E08904E525A245060504003B

Attention: picture messages are enabled only in gateway 1 so you need to force Gateway 1 in order to use them (field smsGATEWAY=1).

3.4) Send Screen Saver
Method 1

A Bmp, Jpg, gif image or a OtaBitmap of 72x28 pixels with 2 colours can be sent to a mobile as a screen saver.

To send these kind of messages you have to do the following steps:

-smsNUMBER = the mobile number where you want to send the logo (max 16 char,  in international format,+3932949389) 

-smsSENDER = 444444444444444 (15 char "4")

-smsTEXT = HexDump del messaggio

-smsUSER = your user name

-smsPASSWORD = your password

-smsGATEWAY = 1  (number of the gateway that will be used to send the message

-smsTYPE = file.pic

The Hexdump of the message will have the following synthax:

Version = 30 (constant)

Screen Saver Header = 06 (constant)

Lenght of the OtaBitmap =0100 (Number of bytes that compose the Otabitmap)

OtaBitmap =00481C01......

Example: 



Method 2

To send a screen saver you can also send the hexadecimal of the Gif, Jpg or Bmp image like you do with a logo message. Screen saver, instead of logos, have a dimension of 72x28 pixels.

-smsNUMBER = the mobile number where you want to send the logo (max 16 char,  in international format,+3932949389) 

-smsSENDER = 222222222222222 (15 char "2")

-smsTEXT = logo in hexadecimal format (OTA BITMAP)

-smsUSER = your user name

-smsPASSWORD = your password

-smsGATEWAY = 1  (number of the gateway that will be used to send the SMS)

-smsTYPE = file.bmp , file.gif , file.jpg , file.jpeg  (it depend from the format of the image)

With this method user doesn’t need any other program to convert the pictures. 

Concerning the sending of a .nol logo, user must open the file with a normal text editor and copy the contained text in the smsTEXT filed.

In the post method bmp, gid, jpg and jpeg file must be sent in clear, so the smsTEXT field should contain the string obtained by opening the hexadecimal file. In other words the user should send the hexadecimal value of each character that composes the file (hexadecimal ASCII character.

Example:

To send this image (gif) [image: image7.png]


 the user have to put in the smsTEXT field:

47494638396148001C00F70000000000FFFFFF0000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000002C0000000048001C000008FE0003001018A0A04000080D2A5CB870E0408606113A2418F1A0458712093E9C183123C48F1A411E9CF8B020C68B2349762C99D2A34593304D4A9C4933E44A9A33437274D932A1CC8A147BE2547973A84A924693BEF4A99369CB8A09934A152AF5E4CBA62C6BC28C5A75A8CCAE55750655C81429589C5FCF1A15CBB22354AA608BAAF58A31EB49AF20D7CA9D5BB32ED9BB68F3E2C5CAF323DDA850F58AA4BAB5E762A12383D60DBC78EDD4BF85E16A545A946146C08AD3B6D53C99F2D386887DEE743AB6B5E3CFA66302DDFB3632D9869EFB72D57ABB376DCD403DB62D7DB9B770CC5F81C73C7E5BADE7E46385ABDEEC72A375BE53ADCFE66CB6EC4FB8D811515F2DC93925F8F0E89572BD793EBDFB9CEB2DBF77AAFBECC5A387E763DE1D37BE4DB6EDA9D75C6A01E6245663DDF1155D640976D5585A00DEB5D952A341B81A47CFF1065F84F85168D86714810851690101003B
and in the smsTYPE  field  “file.gif”.

If you open the image with a normal text editor you will see a text like this:
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Here is an example of conversion of a character in clear:

G ( 47
I ( 49
F( 46
8 ( 38
7 ( 39

Attention: screensavers are enabled only in gateway 1 so you need to force Gateway 1 in order to use them (field smsGATEWAY=1).

3.5) Send SMS in UNICODE UCS-2 format

Unicode is a standard that provides a unique number for every character, no matter what the platform, program or language. Unicode is the official way to implement ISO/IEC 10646.
Using Unicode format with a SMS program gives to users the possibility to send to a compatible mobile phone characters that are different from the ones of the standard Latin alphabet.

You can find more information about Unicode standard here 
http://www.unicode.org
The tables with the complete list of the Unicode characters are here http://www.unicode.org/charts/
To send a message with Unicode characters you have to send the following data:

-smsNUMBER =number of the destination mobile in international format (max 16 char)

-smsSENDER = max 16 char for the number of the sender in international format, or max 11 char for a text string (NOT IN UNICODE FORMAT)

-smsTEXT  = hexadecimal of the Unicode characters that must be sent (without spaces between they) (max 280 characters, 70 show on the mobile’s display)

-smsUSER = your user name

-smsPASSWORD = your passowrd

-smsGATEWAY = 1,3,5,6 (number of the gateway that will be used to send the message)

-smsTYPE = file.uni

Every 4 characters are 2 bytes in hexadecimal format.

Example:

To send the word “Ciao” using Unicode characters you have to write in the text file the string:

004300690061006F

Viewing the Unicode (Basic Latin) characters table, in fact 

0043 = C


0069 = i

0061 = a

006F = o

Attention: Unicode characters are enabled only in gateways 1,3,5 and 6, so you need to force one of these gateways in order to use them (smsGATEWAY=1, smsGATEWAY=3, smsGATEWAY=5 or smsGATEWAY=6).

3.6) Sending Simulation
If you send a normal SMS with destination number like "+11111111", the program will do 

a sending simulation. The program will test the correct syntax of the message and tell if there is a sending error. Simulations aren't counted as sent messages.
If SIMULAZIONE = False Then

frmMAIN.txtsmsnum.Text = numero

Else

                 frmMAIN.txtsmsnum.Text = "+1111111111"

End If

4. SMS Server Protocol 

The sending parameters for logos, ringtones, picture messages, screen savers, flash SMS and textual SMS are the same used for the post method.

To send more than one (take out SMS)  SMS you have to open only one connection, send all the SMS packages, then eventually disconnect from our server if you don’t want to send other SMS packages.

So you don’t need to open a connection for each sms that must be sent.

For each connection you have to do only one record login.

With this method you can send streaming messages.
It’s possibly to send a maximum amount of 120 SMS at one time with only one sending  operation, but it’s better to send packages of 20-30 SMS  to make a faster elaboration of the packages.

It’s important to send again the login string, without disconnetcing from the server, after an inactivity period of 4-5 minutes, to keep the connection alive.
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Connection via TCP/IP

HOST: sms2.smsdriver.com

PORT: 26

New SMSServer Protocol

N.B.: FOR EACH PACKET SENT VIA TCP/IP MUST ADD

TO SENT= 0Bh + DATA + CHECKSUM + 03h

Where 

0Bh = 1 byte that indicate packet's start

03h = 1 byte that indicate packet's end

CHECKSUM = decimal ascii value of the two less significant digit of the hexadecimal checksum (2 byte)
DATA= depends on what the user wants to send

FIRST STEP - LOGIN

Step A) AS SOON AS THE CONNECTION IS DONE, SEND YOUR LOGIN

DATA=06h USER 04h PASSWORD 04h

TO SEND= 0Bh + DATA + CHECKSUM + 03h

06h = 1 byte that indicates RECORD LOGIN

04h = 1 byte SEPARATOR OF FIELDS

WILL RECEIVE THE ANSWER:

+OK 1 xxxxx (where xxxxxx = the remaining credit of your account,  in Euro (x 1000))

SEND MESSAGES

Step B) To send 1 or more SMS via TCP/IP:

DATA=05h + GSMNUMBER + 04h + SENDER + 04h + SMSTEXT + 04h + FLASH + 04h + NOMEFILE + 04h + GATEWAY + 04h + 04h + NETWORKCODE  + 04h

(where

GSMNUMBER = number of mobile phone where you want to send the SMS (eg. +393282382832)

SENDER  = name of the sender (eg. “Mr.Pink”)

SMSTEXT = text of the message (Max. 160 char , eg. “Good Morning”)

FLASH= N= NO FLASH , F = FLASH

FILENAME =name of the sent packet ( used to know what type of  SMSTEXT  eg: .BMP, .GIF, .JPG , .NOL, .RTTTL, .SMS)

GATEWAY = 1 byte  numeric 0,1,2 ,3,4,5,6 (0=Automatic)

NETWORKCODE = network code of the operator, is used only for logos (es. 22210 standard format for Omnitel Italy or 22F201 GSM HEX DUMP format
)

TO SEND= 0Bh + DATA + CHECKSUM + 03h

WILL RECEIVE THE ANSWER:

+OK 1 xxxxx (where xxxxxx = the remaining credit of your account,  in Euro (x 1000))

C) SEND MULTIPLES SMS WITH DIFFERENT TEXT AND/OR SENDER:

DATA=05h + GSMNUMBER + 04h + SENDER + 04h + SMSTEXT + 04h + N + 04h

DATA=DATA + 05h + GSMNUMBER + 04h + SENDER + 04h + SMSTEXT + 04h + N + 04h

DATA=DATA + 05h + GSMNUMBER + 04h + SENDER + 04h + SMSTEXT + 04h + N + 04h

TO SEND= 0Bh + DATA + CHECKSUM + 03h

WILL RECEIVE THE ANSWER:

+OK 1 xxxxx (where xxxxxx = the remaining credit of your account,  in Euro (x 1000))

D) SEND MULTIPLES SMS WITH THE SAME TEXT AND SENDER:

DATA=05h + GSMNUMBER + 04h + SENDER + 04h + SMSTEXT + 04h + N + 04h

DATA=DATA + 07h + GSMNUMBER

DATA=DATA + 07h + GSMNUMBER

TO SEND= 0Bh + DATA + CHECKSUM + 03h

WILL RECEIVE THE ANSWER:

+OK 1 xxxxx (where xxxxxx = the remaining credit of your account,  in Euro (x 1000))

---------------------------------------------

N.B.: FOR EACH PACKET SENT VIA TCP/IP MUST ADD

TO SEND= 0Bh + DATA + CHECKSUM + 03h

CHECKSUM= DECIMAL ASCII VALUE OF THE TWO LESS SIGNIFICANT DIGIT OF THE HEXADECIMAL CHECKSUM (2 byte)

EXAMPLE: 06h 31h 43h 57h 63h 31h 31h 31h 31h = 1F8h (exadecimal sum) 

F in ascii = 70

8 in ascii = 56

CHECKSUM= 70 56

How to send “.BMP”,”.JPG”,”.GIF”,”.MIDI” via protocol

To send binary material using SMSTEXT field, you must convert the hexadecimal value contained in the file in a readable ASCII string. To specify to the receiving server what kind of data you have sent, you must specify in the FILENAME field the name of the file with the extension (eg: RING1.RTTTL). The extension will tell  the server how to read the data.

Example: if you want to send 2 colours GIF (72x14 pixels):

DATA=05h + GSMNUMBER + 04h + SENDER + 04h + SMSTEXT + 04h + N + 04h  + “myfile.gif” + 04h GATEWAY + 04h

GSMNUMBER = number of mobile phone where you want to send the SMS (es. +393282382832)

SENDER = sender’s name  (it can be omitted)

SMSTEXT = data contained into the GIF, converted in ASCII HEXADECIMAL

GATEWAY = 0,1,2,3,4,5,6 (0=Automatic)

Se non si specifica niente nel campo NETWORKCODE i nostri sistemi selezioneranno automaticamente il network code più adatto in base al prefisso (quindi dell’operatore) del numero di destinazione.

Inviando invece 

DATA=05h + GSMNUMBER + 04h + SENDER + 04h + SMSTEXT + 04h + N + 04h  + “miofile.gif” + 04h GATEWAY + 04h + 04h + NETWORKCODE + 04h

GSMNUMBER = number of mobile phone where you want to send the SMS (es. +393282382832)

SENDER = sender’s name  (it can be omitted)

SMSTEXT = data contained into the GIF, converted in ASCII HEXADECIMAL

GATEWAY = 0,1,2,3,4,5,6 (0=Automatic)

NETWORKCODE = network code in standard format (ex: 22210 for Omnitel Italy) or GSM Hex Dump format  (ex. 22F210 for Omnitel Italy)

You can find complete and updated list pf the network codes at the site

http://www.gsmworld.com/roaming/gsminfo
Example of routine in Visual Basic that convert from binary to a readable value:

Open name file For Binary As #file 

Do While Not EOF(file)

MYCH = " "

Get #file, , MYCH

'## CONVERT BINARY INTO HEXADECIMAL!!! ##

TEXT = TEXT & Right("00" & Hex(Asc(MYCH)), 2)

 Loop

Close #file

Example of PHP routine that convert a binary string read from a file, into a readable ASCII value:

$data= string read from the binary file (example a GIF or BMP)

$len = strlen($data);

for($i=0;$i<$len;$i+=1) {

$MyChar=substr($data,$i,1);

$MyChar=ord($MyChar);

$MyChar=DecHex($MyChar);

$MyChar=substr("00".$MyChar,strlen("00".$MyChar)-(2));

$DaSpedire=$DaSpedire.strtoupper($MyChar);

}

Example of  how to send a SMS with the protocol
This must be sent in readable =

_+393284242964_Luca_Test SMS Server DateTime: 21/12/01 17.35.07_N_TEST.SMS__FD_

This must be sent in hexadecimal notation =

0B 05 2B 33 39 33 32 38 34 32 34 32 39 36 34 04 4C 75 63 61 04 54 65 73 74 20 53 4D 53 20 53 65 72 76 65 72 20 44 61 74 65 54 69 6D 65 3A 20 32 31 2F 31 32 2F 30 31 20 31 37 2E 33 35 2E 30 37 04 4E 04 54 45 53 54 2E 53 4D 53 04 04 46 44 03

Example of s/w in Visual Basic that manage the protocol

‘FUNCTION THAT ENCAPSULATE DATA

Private Function SUPPORT(ByVal dati As String) As String

    Dim i As Long

    Dim SUM As Long


‘ CHECKSUM CALCULATION

    i = 1

    SUM = 0

    Do While i <= Len(dati)

        SUM = SUM + Asc(Mid(dati, i, 1))

        i = i + 1

    Loop

    SUPPORT = Chr(11) & dati & Right(Hex(SUM), 2) & Chr(3)

End Function

‘FUNCTION THAT MUST BE CALLED EVERY TIME THAT THE PROGRAM CONNECTS FOR THE ACCOUNT

Private Function LOG_ME(ByVal USER As String, ByVal PSWD As String) As String

LOG_ME = Chr(6) & USER & Chr(4) & PSWD & Chr(4) & "Windows" & Chr(4) & "V" & App.Major & App.Minor & App.Revision & Chr(4)

End Function

‘FUNCTION THAT MAKE AN SMS RECORD

Private Function CREATE_SMS(GSMNUMBER As String, ByVal MITTENTE As String, ByVal TESTO As String, ByVal FLASH As String, ByVal FILENAME As String, ByVal GATEWAY As Integer) As String

     CREATE_SMS = Chr(5) & GSMNUMBER & Chr(4) & SENDER & Chr(4) & TEXT & Chr(4) & FLASH & Chr(4) & FILENAME & Chr(4) & GATEWAY & Chr(4)

End Function

Private Sub SEND_SMS


Dim ToSend as String

    ToSend = SUPPORT(CREATE_SMS(“+39328123465”,”MySender”,”Testing SMS”,”N”,”test.sms”,”0”))


‘ Now “ToSend” must be put in a TCP/IP connection

End Sub

Example of PHP program that manage the protocol

<?

$debug = 1;

set_time_limit(10);

$GATEWAY        = 1;        # Possible values are 0,1,2,3,4,5,6

$host = "sms2.smsdriver.com"; $port = 26;

$userid = "myuser";

$passwd = "mypass";

$msg  = "Something was sent somehow to somewhere";

if($Submit) {

    if($dest) {

        $msg = SendSMS($body,$dest,$orig);

        print $msg;

    }

}

?>

<p>

<table border=0>

<form method=POST>

<tr>

<td>To:</td>

<td><input type=text name=dest size=51 value="<?=$dest?>"></td>

</tr>

<tr>

<td>From:</td>

<td><input type=text name=orig size=51 value="<?=$orig?>"></td>

</tr>

<tr>

<td valign=top>Text:</td>

<td valign=top>

    <textarea rows=5 cols=40 name="body"><?=$body?></textarea>

</td>

</tr>

<tr>

<td colspan=2 align=center><input type=submit name=Submit value=" Send "></td>

</tr>

</form>

</table>

<?

function SendSMS($text,$dest,$sender)

{

    global $conn;

    if(xConnect()) {

        $str = wrap(msg($text,$dest,$sender,"myfile.sms"));

        fputs($conn,$str);

        $str = fgets($conn,128);

        xDisconnect();

        return $str;

    }

    return "Failed: Could not connect";

}

function xConnect()

{

    global $host,$port,$conn;

    $conn = fsockopen ($host, $port, &$errno, &$errstr, 10);

    if (!$conn) {

        echo "Error happend on ($host:$port): $errstr ($errno)<br>\n";

        return 0;

    }

    $str = wrap(pwd());

    if($debug) {

        print "$str<br>\n";

    }

    fputs($conn,$str);

    if($debug) {

        print "<br>After pwd: ".fgets($conn,128)."<br>\n";

    }

    return $conn;

}

function xDisconnect()

{

    global $conn;

    fclose($conn);

}

function wrap($data)

{

    $chk = 0;

    $len = strlen($data);

    for($i=0;$i<$len;$i++) {  $chk+=ord(substr($data,$i,1)); }

    $chk = sprintf("%02X",$chk%256);

    return "\x0B$data$chk\x03";    

}

# $TYPE POSSIBLE VALUES:

# file.sms


# file.nol
( 72x14 )


# file.gif
( 72x14 )

# file.bmp
( 72x14 )

# file.rtttl


# file.jpg
( 72x14 )

# file.midi
using channel 0

function msg($text,$dest,$sender,$TYPE) {

    global $GATEWAY;

    return "\x05$dest\x04$sender\x04$text\x04N\x04$TYPE\x04$GATEWAY\x04";

}

function pwd() {

    global $userid,$passwd;

    return "\x06$userid\x04$passwd\x04";

}

?>

5. Characters Set and Sendable Type Of SMS

Following you can find the list of the character set that you can send with each gateway.

G1

Sender : @ _ , .  (Blank)

Text: @èéùìòÄÖÑÜäöñüà¿ÉÅå'!"#%&()*+,-./:;<=>?¡$§£

G2

Sender :  .
Text : @£$¥èéùìòÇØøÅå_ÆæßÉ!"#%&'()*+,-./¡ÄÖÑÜ§¿äöñüà;:<=>?

G3

Sender :

Text : @£$¥èéùìòÇØøÅå_ÆæßÉ!"#%&'()*+,-./¡ÄÖÑÜ§¿äöñüà;:<=>?

G4

Sender : (No special characters allowed)
Text : @;:<=>?!"#%&'()*+,-./

G5

Sender : & . (Blank)

Text : @£$¥èéùìòÇØøÅå_ÆæßÉ!"#%&'()*+,-./¡ÄÖÑÜ§¿äöñüà;:<=>?

G6

Sender : & . (Blank)

Text : @£$¥èéùìòÇØøÅå_ÆæßÉ!"#%&'()*+,-./¡ÄÖÑÜ§¿äöñüà;:<=>?

COMMON CHARATCRES

Sender : (No special characters allowed)
Text : @;:<=>?!"#%&'()*+,-./

It’s also possible to send some greek characters with Gateway 2 and Gateway 3 simply sending a “special character” that our SMSC will substitute with the equivalent greek one before its sending.

	Greek Character
	Name of the Greek Character
	Char that must be sent
	Decimal Ascii value of the character to send
	Hexadecimal Ascii value of the character to send

	(
	Gamma
	Ã
	195
	0xC3

	(
	Lambda
	Ë
	203
	0xCB

	(
	Theta
	È
	200
	0xC8

	(
	Xi
	ï
	239
	0xEF

	(
	Pi
	Ð
	208
	0xD0

	(
	Sigma
	Ó
	211
	0xD3

	(
	Phi (Fi)
	á
	225
	0xE1

	(
	Psi
	â
	226
	0xE2

	(
	Omega
	Ù
	217
	0xD9

	(
	Delta
	ã
	227
	0xE3


Here the list  of all kind of messages that could be sent by each gateway.

	
	G0
	G1
	G2
	G3
	G4
	G5
	G6

	Sms
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	Flash Sms
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	Loghi Operat.
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	Ringtones
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	Picture Sms
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	Screensavers
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	Unicode
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6. Come usare SMSLoader
The SMSLoader is a program built to complete the SMS Server.
The SMS Server is for users that require a program that can send either tens, hundreds and finally thousands of SMS messages with the same text to telephone numbers registered in a database.
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How does the SMSLoader work?
For the SMSLoader to work, there needs to be the presence of text files (.txt). These files can be created either by hand or be the result of extraction from a database. The text format has been chosen purposely to allow any database to be used, so it can extract records in a structured file. 

e.g., Microsoft Excel can be used to export the text file
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The text file must contain various fields:
	GSM Number
	Field 1
	Field 2
	Field 3…


The program recognises column separators:
The TAB Key (ASCII 9)
The Comma ("," ASCII 44)
The Semicolon (";" ASCII 59)
These characters cannot be contained in any one of the fields.
For example here are three records using the column separators:
+393390000000;Billie;Holiday;Female;Singer;
or
+393390000000,Billie,Holiday,Female,Singer,
or even
+393390000000 Billy Holiday Female Singer
In this case the text file would read the following:
GSM Number = +393390000000
Field1 = Billie
Field2 = Holiday
Field3 = Female
Field4 = Singer
A field can contain letters, numbers, spaces etc...
But it cannot contain the column separators ; or , or <TAB>
To load the records:
To load the .txt files containing the records, "Click" "Browse" and select the file. The program will check it, and then show the amount of records it has recognised
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Writing the message:
Before writing the message/s it is necessary to insert the sender (in the text box labeled "Sender"), the text of the message and select the gateway that will be used to send the SMS. If you use the "Automatic Gateway" option the SMS will be sent with the default gateway of our SMSC.
Note:
If you would like to test the program, turn off the SMS Server, or the SMS messages will be sent immediately. Once testing is completed, cancel the test messages from the Inbox.
Case 1: Messages for more than one number
In this case where the same message is being sent, it is sufficient to write the text of the message, insert the Sender and to "Click" on "Create Files Now" the messages are then automatically saved into the Inbox of the SMS Server.
Case 2: Messages with tags.
The most important characteristic of the SMSLoader is it's ability of sending personalised messages.
An example below clarifies how it is able to do this:
File where the records are contained:
+39000000;Mr.X;1st Avenue 19; New York;19545; 
+39000000;Mr.Y;2nd Avenue 1598; New York;14578; 
+39000000;Mr.Z;3rd Avenue 1121231; New York;14754;
.....
+39000000;Mr.K;N Avenue 1147; New York;96589;

Message:
Hello <field1>, Your address is <field2>, <field3>. Your new PIN number is <field4>
The program recognises the Tags <field1>, <field2>, <field3>, <field4>, and substitutes them with the data contained in these fields.
To simplify the construction of the message there are the TAG 1, TAG 2....keys available that insert them automatically.
Once this has been completed "Click" on the "Create Files Now" button, and the resultant the files will be :

File 1:
Hello Mr.X, Your address is 1st Avenue 19, New York. Your new PIN number is 19545
File 2:
Hello Mr.Y, Your address is 2nd Avenue 1598, New York. Your new PIN number is 14578

File 3:
Hello Mr.Z, Your address is 3rd Avenue 19, New York. Your new PIN number is 14754
.....
File N:
Hello Mr.K, Your address is N Avenue 1147, New York. Your new PIN number is 96589

The messages are automatically saved in the Inbox of the SMS Server.
A full example of the above can be viewed in the file "sample.txt" in your SMSLoader application folder (C:\Program Files\SMSLoader\)

Report:
When the program has created the files a report window will appear
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SMS Total: is the number of files created, this figure should equal the number of records.
Wrong Records: this is the number of invalid records.
Over 160 Char: the maximum-length of an SMS message is 160 char, so you should take care when you use these fields.
SMS Sample: This is the text body of the last SMS created.
Sending simulation

Activating the “Simulate without sending” option in the SMSServer main windows you will be able to simulate a normal SMS sending without sending them for real to their destinations and without any ch’ange in the credit of your account.

It’s important to activeta this option bifore pressing the “Start” button of SMSServer and before creating the .SMS file with SMSLoader.

To return to the standard real sending method you have only to disable the “Simulate without sending” option.
7. Buy SMS packages
To buy SMS packages visit our site.


http://www.smsdriver.com/prices.htm 
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