vision clubs

rainbow

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

runtime :: 3 hr )

rainbow drops

adjust 1 density
adjust 2 :: mapping
kinetic :: passive & zeroG

runtime :: 3 hr )

bold

adjust 1:: hue

adjust 2 :: saturation
kinetic :: n/a
runtime :: 3+ static 1+ kinetic)

:: flowOS 2.6

modes * adjust x kinetics
page 1

water

adjust 1: hue

adjust 2:: n/a
kinetic : passive
runtime = 4+ hr )

earth

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

runtime 2 3 hr )

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

kinetic = active & zeroG
runtime = 3+ static 2+ kineticj

lantern

adjust1: hue
adjust 2 == brightness
kinetic = n/a

runtime :: 3 hr )

spirit
adjust 1: hue
adjust 2:: n/a
kinetic :: passive
runtime :: 5+ static 3+ kinetic

J

fire
adjust1: hue
adjust 2 mapping
kinetic  passive

-

runtime = 3+ static 2+ kineticJ

‘.l- ] i ? LE -
= tntering Agjust affects | to 2 parameters in 8 mode. Length of adjust cycles vary from 30

- secs to_.a' few mmutes.!; 'differer_Wffects are revealed.
hue:: color

i satlration = difference from pure color to white. Desaturated colors look pastel.
density/speed = spaﬂg/spe'é d of 3 pattern.
mapping : location & direction of a pattern on a prop, e.g. handle, bady, mirrored, reversed
special : varies depending on mode. Sometimes an effect is only active when in adjust, or 3
layer of the ga!.tern is revealed or removed.

w

Ruptime is ba default hrlghte! Ie\'/.(:,ll, and can vary greatly depending on whether your
“ J.r'h' are movin lﬂ_nd ate both static and kinetic runtimes where there is a significant

-

pulse

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

cuntime = 5 static 1+ kinetic )

Hinetic Awareness detects when your prop is kinetic vs. static, and adjusts the patllI rn
dynamically to make it sublime when still, and spectacular in motlonilus it responds
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

zeraG :: responds to stalls, floats & flats

n/a :: no Kinetic effects |- =

9
a— 1
Some modes have multiple kinetic triggers, e.g. low forie might actlvateqp i
force changes it, and zeraG creates a pulse. et
These pics just show a snapshot in tix - many r_r}ode:&dj ts ‘change over tlme Enjoy!
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vision clubs

candy

:: flowOS 2.6

modes * adjust x kinetics

page 2

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 )
love
adjust 1:: hue
adjust 2 n/a
kinetic :: n/a
runtime 2 3 hr )
watermelon
adjust1: hue
adjust2:: n/a
kinetic = active & zeroG
runtime :: 3 hr )
freedom
adjust1: hue
adjust 2 hue
kinetic = active & zeroG
runtime :: 3+ static 2+ kinetic

W,

.l‘ ~ Entering Adjust affects. 1to 2 parameters in @ mode. Length of adjust cycles vary from 30
_h;':I . Secs tg a few mlnutesias differeﬂ effects are revealed.
No o hue color ¢ el
' saturation = difference from [ﬁ&;olor to white. Desaturated colors look pastel.
density/speed : spa'ﬁng/sp'eed of 3 pattern.
“ layer of thepattern is revealed or removed.
Runtime is basqj-en default hrlghtls |evel and can vary greatly depending on whether your
! S are movmg We |nd|cate both static and kinetic runtimes where there is a significant
II"I - k¥
J d

mapping : location § direction of a pattern on a prop, e.g. handle, body, mirrored, reversed
sp@'lal = varies dependi&q on mode. Sometimes an effect is only active when in adjust, or 3
.- l [

B o — ey

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 )
-
strobe
adjust 1:: hue
adjust 2 :: density \
kinetic = active & zeroG %
runtime :: 3+ hr
L] ".I
Hinetic Awareness detects when your prop is kinetic vs. static, and adjusts the pa't!cern _._ |

dynamically to make it sublime when still, and spectacular in motmniPIus it respunds 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
zeraG :: responds to stalls, floats & flats
n/a :: no Kinetic effects - ks

] i
Some modes have multiple kinetic triggers, e.g. low f%n_:e might actwate-an m&wgh

force changes it, and zeraG creates a pulse. ak
These pics just show a snapshot in i\e' mang_-mud ad}ists'_ change over time. Enjoy!
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vision clubs

flamebow
adjust 1= hue
adjust 2 mapping
kinetic :: passive
runtime = 3 hr

J

alicorn

adjust 1 hue
adjust 2 = brightness

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

liquid sugar

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

runtime = 3+ hr )

L

rainbow dash

adjust 1 density
adjust2:: n/a

kinetic = active & zeroG
runtime = 3+ hr )

fireball

adjust 1:: hue

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

.

Entering Adjust affecté 1to 2 parameters in @ mode. Length of adjust cycles vary from 30

13"'-.- o secs to a few minutes as different effects are revealed.

!ﬂ

hue = color

sgturation :: difference from p';u.rlé-_color to white. Desaturated colors look pastel.
density/speed : spacing/speed of a pattern.

mapping : location & direction of 3 pattern on  prop, e.g. handle, body, mirrored, reversed
spﬁ_ial = varies dependlg_g on mode. Sometimes an effect is only active when in adjust, or a
layer of the_pattem is revealed or removed.

Runtime is besqd-on default hngh#s level, and can vary greatly depending on whether your
s are moving. We |nd|cate both static and kinetic runtimes where there is a significant
ence L P
T - b !

e R - at——

:: flowOS 2.6

modes * adjust x kinetics
page 3

ligeldn!

adjust 1: hue
adjust 2:: n/a

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

jammin
adjust 1= 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
runtime :: 4 static 2+ Kkinetic

1
= !

Hinetic Awareness detects when your prop is kinetic vs. static, and adjusts the p:;t'tern .
dynamically to make it sublime when still, and spectacular |n-rn0t|0ri Plus it responds in
different ways to different forces that make your prop come alive.

active :: visibly responds to low/medium/high forces, bumps, catches etc. 'l"!

passive : mode discreetly changes between static & kinetic play 'E

zeroG = responds to stalls, floats § flats =1

n/a : no Kinetic effects 15 5

-

Some modes have multiple kinetic triggers, e.g. low fg_rce might activate an effect, high

force changes it, and zeraG creates a pulse. e

These pics just show a snapshot in time - many mod a%sts_ change over time. Enjoy!
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flames

adjust 1= hue
adjust 2:: n/a

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

vision clubs :: flowOS 2.6

\ ..++* bonus modes » adjust * kinetics

secret/experimental page 13

rainbow fade

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

runtime :: 3 hr )

skittles

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

runtime 2 5+ hr )

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. - Entering Adjust affects 1to 2 parameters in @ mode. length of adjust cycles vary from 30

E  secs toa few minutes as different effects are revealed.
q|i hu i color 1

ration :: Ebre e from pure color to white. Desaturated colors look pastel.
density/speed :: spacing/speed of a pattern.

- mapping : location & direction of a pattern on a prop, eg. handle, body, mirrored, reversed
special : varies depending on made. Sometimes an effect is only active when in adjust, or
layer of the paitem is revealed or remov!zd

ime is b n default brlght‘s level, and can vary greatly depending on whether your
ﬁ are moving. We ini icate both static and klnet|c runtimes where there is 3 significant
"1 : 4

f"J T g T o TS sSEEERETomemm

OG candy

adjust 1 saturation
adjust 2 saturation
kinetic : n/a

runtime :: 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 )

-

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, and adjusts the p# ,.
dynamically to make it sublime when still, and spectacular in ﬁuﬂoriplus it respmds in *
different ways to different forces that make your prop come alive.

active = visibly responds to low/medium/high forces, bumps, ca hes etc.

passive :: mode discreetly changes between static & kinetic pl

zerob :: responds to stalls, floats & flats

n/a :: no Kinetic effects ¥ ke
¥ 5
Some modes have multiple kinetic trlggers eg. low force m|ght actwatd-g@ igh
force changes it, and zeraG creates a ulse.
These pics just show a snapshot in ell mang _rpod tetjl]apge over time. Enjoy!
i
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balance point

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

J

expandoblob

adjust 1 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)

gesponsive rainbow fade

adjust 1 saturation
adjust 2 - mapping
kinetic : active & zeroG

runtime :: 3 hr )

poke bowl

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

runtime = 4+ static, 2+ kinetij

B F ,II

~ Entering Adjust affects 1 to 2 parameters in a made. Length of adjust cycles vary from 30

. secs t_q.é few minutésis differe“ effects are revealed.
:I hue': color ==

saturation :: difference from _PTJ.rtliolor to white. Desaturated colors look pastel.

depsity/speed :: spé'e_!'ng/speed of 8 pattern.
mapping :: location & direction of & pattern on & prop, eg. handle, body, mirrored, reversed
speﬁgl = varies dependim on mode. Sometimes an effect is only active when in adjust, or 3
layer of the pattern is revealed or removed.

ving. We indicate both static and kinetic runtimes where there is a significant
RS T
. i E

B —

= ’
Runtime is based on default hrightls Iev'él, and can vary greatly depending on whether your
&are movin
erence.
' .

R omemmmm

vision clubs :: flowOS 2.6
\ ..+ bonus modes  adjust  kinetics

secret/experimental page 13

mr. bones
adjust 1 density
adjust 2 = mapping
kinetic :: n/a

runtime :: 3+ hr

J

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 )

-

day club

adjust 1:: hue

adjust 2 :: mapping
kinetic :: n/a b
runtime = 3 hr
L ".I
Hinetic Awareness detects when your prop is kinetic vs. static, and adjusts the palt_‘te.rn _'_ !
dynamically to make it sublime when still, and spectacular in tnotiothlus it respu_\n_iis in

different ways to different forces that make your prop come alive.
active :: visibly responds to low/medium/high forces, bumps, caltches 108
passive : mode discreetly changes between static & kinetic play
zeroG :: responds to stalls, floats & flats

n/a : no kinetic effects = il L

: Lo ] i
Some modes have multiple kinetic triggers, e.g. low foEe might activat@@ggllt&mgh
force changes it, and zeraG creates ::‘ulse. e

These pics just show a snapshot in time - many _r-nod adjusts change over time. Enjoy!
s d Pl !'J!|--u "
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rainbizzle

adjust 1 special

‘ adjust 22 n/a

kinetic :: active & zeroG
runtime :: 3 hr

J

fruit basket

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

runtime :: 3 hr J

marvin’'s mode

adjust 1 speed
adjust 2:: n/a

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

hidden rainbow

adjust 1 saturation

adjust 2:: n/a
kinetic :: n/a
runtime = 1+ static, 3+ kineticj

rainbow bridge

adjust1: hue
adjust 2 n/a

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

.

_.1.‘ _ Entering Adjust a_ffegts-l to 2 parameters in @ mode. Length of adjust cycles vary from 30
3 secz?é few minutésﬁs different effects are revealed.

'ql:l hue: color =

saturation = difference from pur olor to white. Desaturated colors look pastel.
depsity/speed :: spa'i_!hg/speed of 8 pattern.

- mapping : location & direction of 3 pattern on a prop, eg. handle, body, mirrored, reversed
\“ special : varies depending on made. Sometimes an effect is only active when in adjust, or a

layer of the pattern is revealed or removed.

i}

'I-'= -
Ruptime is b . default bright‘s le\./'fal, and can vary greatly depending on whether your
tare moving. We indicate both static and kinetic runtimes where there is a significant
difference. LN L
e, | ' a4 rd N F ] R

R g — = - —

| vision clubs :: flowOS 2.6
\ ..+ bonus modes  adjust  kinetics

secret/experimental page 13

OG sparkles

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

runtime :: 3 hr J

day club Il

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

runtime :: 3 hr J

ghost

adjust 1:: hue

adjust 2 :: saturation
kinetic :: active & zeroG
runtime :: 10 static, 1+ Kinetic )

sega genesis

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

J

-

sean’s bane

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

o
kinetic :: passive & zeroG N
runtime == 2+ static, 4+ kinetic
1Y
-\
il s |
Hinetic Awareness detects when your prop is kinetic vs. static, and adjusts the paHern '_
dynamically to make it sublime when still, and spectacular in inotion.PIus it respdnjis 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 plab i i
zeroG :: responds to stalls, floats & flats b
n/a:: no Kinetic effects = il ke

' e, L ] 8
Some modes have multiple kinetic triggers, e.g. low foEe might activate}_a_qﬁ]gh
force changes it, and zeraG creates a pulse. e
These pics just show a snapshot in 4e= many _r-nodelad' sts change over time. Enjoy!
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| vision clubs ::
\ .++* bonus modes » adjust  kinetics

gulp chug

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

runtime = 3+ hr )

flowOS 2.6

secret/experimental page 13

euro 2

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

runtime 2 3 hr )

OG watermelon

adjust1: hue
adjust 22 hue
kinetic :: passive & zeroG

runtime =2 3 hr J

adjust1: hue
adjust 2= special
kinetic : passive

runtime 2 4 hr J

rainbow dashish

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

runtime :: 3 hr )

OG rainbow dash

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

runtime =2 3 hr J

thumb light

adjust 1:: special
adjust 2 - special
kinetic :: active & zeroG

runtime 2 3 hr J
L e - ,I_l

_.1.‘ - Entering Adjust affects 1to 2 parameters in a mode. Length of adjust cycles vary from 30
M sec;’t'p'a few minut‘e@s differea effects are revealed.

hue': color =

:I saturation = difference from pllklﬁolor to white. Desaturated colors look pastel.
dqpsntg/speed sp?c‘l'ng/spee a pattern.

. mapping :: location § direction of & pattern on a prop, eg. handle, body, mirrored, reversed
special :: varies depending on mode. Sometimes an effect is only active when in adjust, or a
layer of the_pattem is revealed or removed.

-
time is b n default brcghtls level, and can vary greatly depending on whether your

ﬂ'ﬂf' tare movi g. We |nd|cate both static and kinetic runtimes where there is 3 significant
S I ¥ e
.| 4 _|’ b

L
"—r . =

alt pulse

adjust 1:: hue
adjust 2 hue

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

lightning storm

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

runtime : 3+ hr )

-

sparkle pony
adjust 1:: special
adjust 2 n/a

kinetic :: passive & zeroG b
runtime = 3+ static, 2+ Kinetic b
L
&
il s |
Hinetic Awareness detects when your prop is kinetic vs. static, and adjusts the pa'l!tern '_
dynamically to make it sublime when still, and spectacular |ninut10riPIus it respnﬂds 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 plag 1
zerob :: responds to stalls, floats & flats
n/a :: no Kinetic effects = il L

' -, L ]
Some mades have multiple kinetic triggers, e.g. low f(.ILCE might actwato,@q_ﬁnigh
force changes it, and zeraG creates a pulse. e
These pics just show a snapshot in ‘1 mang_-modi adist! s change over time. Enjoy!
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thing2/ nebula

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

runtime :: 3 hr )

OG lantern

adjust 1 brightness
adjust 2:: n/a
kinetic :: active & zeroG
runtime :: 5+ static, 1+ Kinetic J

&3 %
L)
Bt

| vision clubs :: flowOS 2.6
\ ..+ bonus modes  adjust  kinetics

secret/experimental page 13

stones/candy corn

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 J

sorcerer

adjust 1:: hue
adjust 2 :: hue

kinetic :: active & zeroG
runtime :: 10 static, 1+ kinetic

J

Zen
adjust1: hue
adjust 2 n/a
kinetic - n/a
runtime = 3 hr

Vv,

ice cream soda

adjust1: hue
adjust 22 hue

kinetic = active & zeroG
runtime :: 11+ static, 1+ Kinetic J

adventure time

adjust 1:: speed
adjust 2 = density
kinetic = active & zeroG

runtime = 3+ hr J

~ Entering Adjust affe_cts- 1to 2 parameters in a mode. length of adjust cycles vary from 30

hug':: color ==

saturation = difference from plthﬁolor to white. Desaturated colors look pastel.
dqpsitg/speed_:: sp?y'r.:l'ng/sp'éed of 3 pattern.

mapping :: location & direction of a pattern on a prop, eg. handle, body, 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.

= ’
Runtime is bI n default brightls Ie.\'/'el, and can vary greatly depending on whether your
iﬁre moving. We ir:iifate both static and kinetic runtimes where there is 3 significant
nce. LN L
N | ' a4 rd N F ] R

o N e - —

sec}(lgb few mi'nut'eﬁs differea effects are revealed.

candy crush

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

runtime :: 3+ hr )

5-O

adjust 1:: hue

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

1Y

-\
Hinetic Awareness detects when your prop is kinetic vs. static, and adjusts the palﬁern '_ !
dynamically to make it sublime when still, and spectacular ininotiur‘PIus it resp:ngds in *
different ways to different forces that make your prop come:alive. '

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

passive :: mode discreetly changes between static & kinetic play 1

zerob :: responds to stalls, floats & flats

n/a :: no Kinetic effects = il L

' e, L ]
Some modes have multiple kinetic triggers, e.g. low f(ice might activat@-@&ﬁwgh
force changes it, and zeraG creates a pulse. e
i sbo

These pics just show a snapshot in time - mang_-mnd
4

ot b

djusts change over time. Enjoy!
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