.

vision spin9 :: flowOS 2.6

modes * adjust x kinetics

: | page 1
rainbow water
adjust 1:: density adjust 1 hue
adjust 2 mapping adjust 2 n/a
kinetic :: passive & zeroG kinetic :: passive
runtime = 3 hr ) runtime v 4+ hr )
rainbow drops earth
adjust 1 density adjust 1 hue
adjust 2 :: mapping adjust 22 hue
kinetic :: passive & zeroG kinetic :: active & zeroG
runtime = 3 hr ) runtime :: 3 hr )
bold Qir
adjust 1:: hue adjust 1= hue
adjust 2 :: saturation adjust 2= n/a
kinetic :: n/a kinetic = active & zeroG
runtime :: 3+ static 1+ kinetic) runtime = 3+ static 2+ kineticj
lantern spirit
adjust 1:: hue ad.just 1: hue
adjust 2 :: brightness acli‘J.ust-Z = n/a .
kinetic :: n/a inetic :: passive
runtime :: 3 hr ) runtime = b+ static 3+ kinetic)
-
fire pulse
adjust 1: ;U:pp.ng :l;jjjl:J:':Z] 8 232
adjust 2:: ' :
kJinetic - passive kinetic :: active & zeroG
runtime = runtime :: 5 static 1+ Kinetic

3+ static 2+ kineticJ

A F

;: Entering __ﬂ‘a'just affect ]lo 2 parameters in @ mode. Length of adjust cycles vary from 30
a few Ute S dlfferai effects are revealed.

secs
z color
ration :: ere fro u lor to white. Desaturated colors look pastel.
densﬂg/speed spal pattern.
-

ing :: location & dlrectlon of 3 pattern on a prop, e.g. handle, body, mirrored, reversed
| :: varies depending on made. Sorﬂetlmes an effect is only active when in adjust, or 3
J. L4
ime is his-ﬁn_default brightess level, and can vary greatly depending on whether your
' H are movmg We in atg both static inc‘.k ;tlc runtimes where there is a significant
i, L B

Iager of the p:‘ETrn is revealed or removed.
i

Kinetic Awareness detects when your prop is kinetic vs. static, and adJusts the p
dynamically to make it sublime when still, and spectacular in motlor.OIus it respﬂs in
different ways to different forces that make your prop come alive.

active : visibly responds to low/medium/high forces, bumps, czfches etc.

passive :: mode discreetly changes between static & kinetic play

zerol :: responds to stalls, floats & flats

n/a :: no kinetic effects

Some modes have multiple kinetic tnggers e.. low force mlght actlvat
force changes it, and zeroG creates
These pics just show a snapshot in e many.q:lode ts,rhhmge over time. Enjo

'-—Ih'l-lf_
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candy

adjust 1 density
adjust 2 saturation
kinetic == active & zeroG

runtime :: 3 hr )

petals

adjust 1 saturation
adjust 2 special
kinetic : n/a

runtime == 3+ hr )

adjust 1:: hue
adjust 2 n/a
kinetic :: n/a

runtime 2 3 hr )

watermelon

adjust1: hue
adjust2:: n/a
v kinetic = active & zeroG

runtime :: 3 hr )

freedom

adjust1: hue
adjust 2 hue
kinetic = active & zeroG

runtime = 3+ static 2+ kineticJ

E
E‘ B Entenng.-ﬁ'c.l]ust affect 1It0 2 parameters in 3 mode. Length of adjust cycles vary from 30

secs a few minute sdlffer effects are revealed.
i = color %

slturatlon dlf‘fereg pure color to white. Desaturated colors look pastel.
dtmsng/speed- spacing/speed of 8 pattern.

- 'ng = location & direction of a pattern on a prop, e.g. handle, body, mirrored, reversed
sp ial : varies depend* on mode. Sorpetlmes an effect is only active when in adjust, or 3
layer of thglf n is revealed or removed.

me is based o on-default brightess level, and can vary greatly depending on whether your

"'“H are moving. We ulﬁ:ate bo _p._statlc and kinetic runtimes where there is a significant
e b St

T e R g —
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modes * adjust x kinetics
page 2

microdots

adjust 1:: saturation
adjust 2 :: density

kinetic - passive & zeroG
runtime :; 6+ hr )

unicorn

adjust 1 speed
adjust2:: n/a

kinetic :: passive & zeroG
runtime = 3+ static 2+ kinetic)

blue blazer

adjust 1:: hue
adjust 2 :: mapping
kinetic :: active & zeroG

runtime :: 3+ hr )

solar flare

adjust 1:: hue
adjust 2 :: special

kinetic :: active & zeroG
runtime = 4 static 2+ kinetic

J

-

strobe

adjust 1:: hue

adjust 2 :: density
kinetic :: active & zeroG
runtime :: 3+ hr

Hinetic Awareness detects when your prop is kinetic vs. stati aqd adjusts the pal-tern "'
dynamically to make it sublime when still, and spectacular in mation. Plus it respeuds in
different ways to different forces that make your prop come alive.
active :: visibly responds to low/medium/high forces, bumps, catches etc.
passive :: mode discreetly changes between static & kinetic play i
zerol :: responds to stalls, floats & fIats
- x

n/a :: no kinetic effects -
Some modes have multiple kinetic triggers, e.g. low fimlght actwa@iﬂaﬁgh

force changes it, and zeroG creates a uI e.
These pics just show alisnapshot in e m_pny-ihode ﬂsts-!irji!nge over time. EnJo !
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flamebow
adjust 1= hue
adjust 2 mapping
kinetic :: passive

vruntime :: 3 hr

J

alicorn
adjust1: hue
adjust 2 = brightness
kinetic :: passive & zeroG
runtime ::

3+ static 2+ kineticj

liquid sugar

adjust 1 saturation
adjust 2 :: saturation
kinetic :: n/a

runtime = 3+ hr )

rainbow dash

adjust 1 density
adjust2:: n/a

kinetic :: active & zeroG
runtime :

3+ hr )

fireball

adjust1: hue

adjust 2 mapping
kinetic = active & zeroG
runtime :: 3 hr

.

Entering: H'c.ljust affects 1![0 2 parameters in 8 mode. Length of adjust cycles vary from 30
secs to a few mi ute%s different effects are revealed.
hyg':: color Sl
saturation :: difference from pure color to white. Desaturated colors look pastel.
density/speed :: spacing/speed of a pattern.
mapping :: location & direction of a pattern on a prap, e.g. handle, bady, mirrored, reversed
special = varies depending on mode. Sometimes an effect is only active when in adjust, or a
layer of the pattern is revealed or removed.
&
%me is based o on-default brightess level, and can vary greatly depending on whether your
d

are moving. We iiﬁ:ate both static and kinetic runtimes where there is a significant
a rd . ﬁ ] 't -

ifference.

- g g
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modes * adjust x kinetics
page 3

ligeldn!

adjust 1: hue
adjust 2:: n/a

kinetic :: passive & zeroG
runtime :: 4 static 3 kinetic )

jammin
adjust1: hue
adjust 2 mapping
kinetic :: active & zeroG

runtime 2 3 hr )

bolder

adjust 1:: hue

adjust 2 :: brightness

kinetic - n/a

runtime :: 2 hr )
sunset

adjust 1:: hue
adjust 2 n/a
kinetic - n/a

runtime :: 3 hr )

daybreak

adjust 1:: hue
adjust 2 :: hue

kinetic :: passive N
runtime = 4 static 2+ kinetic “~,t
-
= 1§ i i lII|
=
Hinetic Awareness detects when your prop is kinetic vs. static, and adjusts the pattern .‘

dynamically to make it sublime when still, and spectacular in motion. Plus it respﬁlids in
different ways to different forces that make your prop come alive.
active :: visibly responds to low/medium/high forces, bumps, catches etc.
passive :: mode discreetly changes between static & kinetic play
zerol : responds to stalls, floats & flats :
n/a :: no kinetic effects ' ==

=
- L]

Some modes have multiple kinetic triggers, e.g. low force might activatﬁﬁr_rﬂ'l‘blﬂﬁgh

force changes it, and zeraG creates ziuI;)e. [
adjusts change over time. Enjoy!
L

These pics just show a snapshot in time - m_png-ipode
< W
g
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‘lpa

flames

adjust 1= hue
adjust 22 n/a

kinetic :: active & zeroG
runtime :: 6+ static, 1+ kinetic)

. =\ Skittles

adjust1: hue
) adjust 2 = density
[ kinetic : n/a

runtime 2 5+ hr )

-
-’
e

el S A

~

P

W
e

rainbow brite

adjust 1:: hue
adjust 2z n/a

kinetic :: active & zeroG
runtime = 4 static, 2+ kinetic)

party fish

adjust1: hue
adjust 2 = density

kinetic = active § zeroG
runtime = 3+ hr )

candle

adjust 1: hue
adjust 2 n/a
kinetic = active & zeroG

runtime = 2+ static, 11+ kineticJ

l ¥
3 | Entering,Adjust a'ffect 1!0 2 parameters in a mode. Length of adjust cycles vary from 30
ﬁ secia’ a few tes S dlffer effects are revealed.

color
ration :: ere e fro .u:%lor to white. Desaturated colors look pastel.
density/speed :: spacing/speed of & pattern.

d. ma ing :: location & direction of a pattern on a prop, e.g. handle, body, mirrored, reversed
speeial - varies dependi*on mode. Son:]etimes an effect is only active when in adjust, or 3
Iager of the biil]am is revealed or removed.
-
ime is bW on-default brightess level, and can vary greatly depending on whether your
'H are movmg We in cate Eot tatic and kinetic rLiltlmes where there is a significant
e T 1 jir

- "'—'SEE L. ., A —
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secret/experimental page 13

rainbow fade

adjust 1: hue
adjust 2 - mapping
kinetic = n/a

runtime :: 3 hr )

OG candy

adjust 1 saturation

adjust 2 = saturation
kinetic :: n/a

vruntime == 3+ hr )

bouncer

adjust 1:: hue
adjust 2 :: hue
kinetic :: passive & zeroG

runtime : 3 hr )

kinetic colors

adjust 1:: hue
adjust 2 :: hue
kinetic :: active & zeroG

runtime : 3 hr )

-

‘|0 rave?000

adjust 1:: density

adjust 2 :: brightness "
kinetic :: active & zeroG
runtime = 4+ static, b+ kinetic

Hinetic Awareness detects when your prop is kinetic vs. static, an,d adjusts the patte
dynamically to make it sublime when still, and spectacular in moﬁol’lus it respumls in
different ways to different forces that make your prop come alive.

active : visibly responds to low/medium/high forces, bumps, c?ches etc.

passive :: mode discreetly changes between static & kinetic play

zerol :: responds to stalls, floats & flats

n/a :: no kinetic effects ' - l,'!'

Some modes have multiple kinetic tnggers e.g. low fi
force changes it, and zeroG creates a
These pics just show ainapshot in time - mgng-i_\ode ﬂ#stéﬂnge over time. Enjoy!

i
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balance point

adjust 1= hue
adjust 2:: n/a
kinetic = n/a

runtime = 3+ hr )

expandoblob

adjust1: hue
adjust 2:: n/a
kinetic : active & zeroG

runtime :: 3 hr )

baby spice

adjust 1:: hue
adjust 2 n/a

kinetic :: active & zeroG
runtime :: 2+ static, 3 kinetic)

onswe rainbow fade

adjust1:
adjust 2
kinetic ::

saturation

mapping
active & zeroG

runtime :: 3 hr )

poke bowl

adjust 1 density
adjust 2 n/a
kinetic = active & zeroG

runtime = 4+ static, 2+ kinetij

secs afeuJ sdlﬁ‘er effects are revealed.

E | Entering,Adjust: a'ffec ts 1 lo 2 parameters in @ mode. Length of adjust cycles vary from 30

‘Pl'
o

color
saturation :: (ﬁfere from .u:%lor to white. Desaturated colors look pastel.
deﬂsng/speedf spa g/ﬁ'ﬁeed of a pattern.

ing = location & direction of a pattern on a prop, e.g. handle, body, mirrared, reversed
speeial :: varies depending on mode. Sometimes an effect is only active when in adjust, or 8
layer of thq%i'sfm is revealed or removed.

-
me is bas Eﬁ on-default brightess level, and can vary greatly depending on whether your
are movmg We in cate bot tatic and kinetic runtimes where there is a significant
1 e ﬂ ! : i
T e R g —
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\ ..++* bonus modes » adjust * kinetics

secret/experimental page 13

mr, bones

adjust 1 density
adjust 2 = mapping
kinetic :: n/a

runtime :: 3+ hr )

bonus bonanza

adjust 1 special
adjust 2:: n/a
kinetic :: passive & zeroG

runtime 2 3 hr )

OG strobe

adjust 1:: hue

adjust 2 :: mapping
kinetic = active & zeroG
runtime :: b+ static, 3 kinetic)

lightning bug

adjust 1:: hue
adjust 2 hue
kinetic :: n/a

runtime = 3 hr )

-
earth spin

adjust 1:: hue

adjust 2 - mapping
kinetic :: passive
runtime = 3 hr $

Hinetic Awareness detects when your prop is kinetic vs. static, an,d adjusts the pé!(i.ern "'
dynamically to make it sublime when still, and spectacular in motion. Plus it respoﬂds in ki
different ways to different forces that make your prop come alive.
active :: visibly responds to low/medium/high forces, bumps, catches etc.
passive :: mode discreetly changes between static & kinetic play LY
zerol :: responds to stalls, floats & flats
n/a : no kinetic effects

Some modes have multiple kinetic tnggers e.g. low fi
force changes it, and zeraG creates a
These pics just show a inapshot in e mgng-vhode ﬂ%sts-e@nge over time. EnJo !
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rainbizzle
adjust 1 special
adjust 22 n/a
kinetic :: active & zeroG

k runtime :: 3 hr

fruit basket

adjust1::
adjust 2 ::

kinetic ::
runtime ::

hue
n/a
active & zeroG
3hr

J

marvin’'s mode

adjust1::
adjust 2::

kinetic ::
runtime ::

speed

n/a

active & zeroG
2 static, 4+ Kkinetic )

hidden rainbow

saturation

n/a

n/a

1+ static, 3+ kinetic)

adjust1::
adjust 2

kinetic ::
runtime ::

rainbow bridge

adjust1:
adjust 2=

kinetic ::
runtime ::

hue

n/a

passive & zeroG
3+ hr

.

E | Entering,Adjust a'ffect 1!0 2 parameters in a mode. Length of adjust cycles vary from 30

secs afeuJ tes sdlffer effects are revealed.
color
ration : ere

frocn .U}flor to white. Desaturated colors look pastel.
| del'lsng/speedf spa glﬁf]eed of 3 pattern.

ing = location & direction of a pattern on a prop, eg. handle, bady, mirrared, reversed

sp | :: varies depending on mode. Soqetlmes an effect is only active when in adjust, or 3
Iager of the pa b'T.Trn is revealed or removed.
L
me [ b;seﬁ on-default brightess level, and can vary greatly depending on whether your
are movmg We in cate bot tatic and kinetic runtimes where there is a significant
1 e ﬂ ! : 4
T e R g —
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bonus modes * adjust * kinetics
secret/experimental page 13

OG sparkles

hue
hue
n/a
3hr

adjust1::
adjust 2=

kinetic ::
runtime ::

J

day club Il

hue
hue
n/a

3hr

adjust1::
adjust 2 ::

kinetic ::
runtime ::

J

ghost

hue
saturation
active & zeroG
10 static, 1+ Kkinetic )

adjust1:
adjust 2=

kinetic ::
runtime ::

sega genesis

adjust 1:: hue
adjust 2 :: hue
kinetic :: passive & zeraoG
runtime = 3 hr

J

&
’
/\ sean’s bane
m adjust 1:: hue
mwe 3djust 2:: n/a
e kinetic = passive & zerob
S untime » 2+ static, 4+ kinetic
o

Hinetic Awareness detects when your prop is kinetic vs. static, an,d adjusts the p:i&em
dynamically to make it sublime when still, and spectacular in motion. Plus it respomls in
different ways to different forces that make your prop come alive.

active : visibly responds to low/medium/high forces, bumps, catches etc.

passive :: mode discreetly changes between static & kinetic play

zero :: responds to stalls, floats & flats

n/a :: no kinetic effects - '."
Some modes have multiple kinetic tnggers e.g. low fi
force changes it, and zeroG creates a
These pics just show ainapshot in time - mgng-rhode d%sts-eﬂnge over time. EnJo !
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gulp chug
adjust 1= hue
adjust 2= hue
kinetic == active & zeroG
runtime = 3+ hr

J

zebra stripes

hue

special

passive & zerob
3hr

adjust 1::
adjust 2::

kinetic =
runtime ::

J

rainbow dashish

adjust 1:: hue
adjust 2:: n/a
kinetic :: passive
runtime :: 3 hr )
{ W saw fish
kf\“\\\‘ di .
& adjust 1 hue
',',':»"":. adjust 2 :: n/a
':',','/»' kinetic :: passive
Al rUﬂtIme . 3 hr )
Y champagne
o/ Pag
F..-"' adjust1: hue
/ adjust 2 n/a
kinetic :: active & zeroG
runtime =z 3 hr

=
3 | Entering,Adjust: a'ffec ts 1 lo 2 parameters in @ mode. Length of adjust cycles vary from 30
qli secs to a feuJ s dlﬁ‘er effects are revealed.
i from

color
ure color to white. Desaturated colors look pastel.
deﬂsng/speedf spa g/ﬁ'ﬁeed of a pattern.

ration :: (ﬁfere
ing = location & direction of a pattern on a prop, e.g. handle, body, mirrared, reversed
sp olal :: varies depending on mode. Sometimes an effect is only active when in adjust, or 8
layer of thq%i'sfm is revealed or removed.
L
me is bas Eﬁ on-default brightess level, and can vary greatly depending on whether your
are movmg We in cate bot tatic and kinetic runtimes where there is a significant
1 e ﬂ ! : 4

T e R g —
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secret/experimental page 13

euro 2

hue
n/a
n/a
3hr

adjust 1::
adjust 2 ::

kinetic ::
runtime :

hue
special
passive
4 hr

adjust1::
adjust 2 ::

kinetic ::
runtime ::

J

thingl

hue

mapping
active & zeroG
3+ static, 2 kinetic)

adjust 1
adjust 2::

kinetic ::
runtime ::

lightning storm

adjust 1:: hue
adjust 2 hue

kinetic :: passive & zeroG
runtime :: 3+ hr

J

-

sparkle pony

special

n/a

passive & zerol6

3+ static, 2+ Kinetic

adjust 1::
adjust 2::

kinetic =
runtime ::

Hinetic Awareness detects when your prop is kinetic vs. static, an,d adjusts the pé!(i.ern
dynamically to make it sublime when still, and spectacular in motion. Plus it respoﬂds in
different ways to different forces that make your prop come alive.

active :: visibly responds to low/medium/high forces, bumps, catches etc.

passive :: mode discreetly changes between static & kinetic play

zerol :: responds to stalls, floats & flats

n/a : no kinetic effects - '."
Some modes have multiple kinetic tnggers e.g. low fi
force changes it, and zeraG creates a
These pics just show a inapshot in e mgng-vhode ﬂ%sts-e@nge over time. EnJo !

might actlvat h
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\ ..+~ bonus modes x adjust  kinetics

thing2/ nebula

adjust 1::
adjust 2 ::

kinetic ::
runtime ::

hue
n/a
active & zeroG

3 hr
J

adjust 1::
adjust 2::

kinetic ::
runtime ::

OG lantern

brightness

n/a

active & zeroG

b+ static, 1+ kinetic )

W adjust1:
§ adjust 2 ::
i kinetic :
runtime ::

sorcerer

hue

hue

active & zeroG

10 static, 1+ kinetic

ice cream soda

adjust 1::
adjust 2::

kinetic ::
runtime ::

hue
hue
active & zeroG
11+ static, 1+ kinetic )

/"

»

&

adventure time

adjust1:
adjust 2

kinetic ::
runtime ::

hue

mapping
active & zeroG

3+ hr
_J

a few nute S dlffer@ effects are revealed.

color

E" ~ Enterin ﬁ'c'ljust affeI: 1|t0 2 parameters in 8 mode. Length of adjust cycles vary from 30
ql E secsltélu

saturation ::
density/speed :: sp ng/sp':éed of 3 pattern.

v

layer of thelpz!'t-:i_ern is revealed or remo\’ed

b. from pure color to white. Desaturated colors look pastel.

9 :: location & direction of a pattern on a prop, e.. handle, body, mirrored, reversed
spﬁnl : varies depending on mode. Sometimes an effect is only active when in adjust, or 8

ime is bWefault brlghtls level, and can vary greatly depending on whether your

1““ are moving. We'i cate both static fni kinetic runtimes where there is a significant
gce i i_l""' F L B

secret/experimental page 13

lintstones/candycorn

adjust 1: hue
adjust 2:: n/a
kinetic : passive

runtime 2 3 hr )

indiana jones

adjust 1 hue
adjust 2:: n/a
kinetic = active & zeroG

runtime 2 3 hr )

Zzen

adjust 1:: hue
adjust 2 n/a
kinetic - n/a
runtime 2 3 hr

Vv,

candy crush

adjust 1: hue

adjust 2:: n/a
kinetic = n/a
runtime == 3+ hr

adjust 1:: hue
adjust 2 :: hue
kinetic = active & zeroG
runtime :: 3 hr

dynamically to make it sublime when still, and spectacular m*hotm.PIus it respu?;is in
different ways to different forces that make your prop come alive.
active = visibly responds to low/medium/high forces, bumps, cgtches etc.

passive :: mode discreetly changes between static & kinetic play 1,
zerob :: responds to stalls, floats & flats
n/a = no kinetic effects - - '_l-
1
Some modes have multiple kinetic triggers, e.g. low force mlght actwa igh
force changes it, and zeraG creates a pulse.
These pics just show a snapshot in time - mang.mod st{'.change over time. EnJo
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