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adjust ::

kinetic trigger ::
response ::
runtime ::

rainbow

density

low force
rainbow speed
6 hr

.

adjust ::

kinetic trigger ::
response ::
runtime ::

rainbow drops

density

low force
rainbow speed
1 hr

.

adjust ::

kinetic triggers ::
responses ::
runtime™ ::

bold

hue, saturation
variable & zeroG
brightness

1 static, 2 kinetic J

adjust ::
kinetic ::
runtime :

lantern

hue, brightness
n/a
4 hr

,

adjust ::

kinetic trigger ::
response ::
runtime” ::

fire

hue
low force
activate effect

4 static, 6 kineticJ

Adjust affects 1to 2 p?meters in 3 mode:
In some cases, it's just | par.neter, e.g. hue.

‘n some, adjust affects 2 p!ﬂgneters simultaneously, eg. hue & saturation.
n many 2-color modes, the hue of one color adjusts at a different speed from the other

‘color to enable you to get any combination of colors.

Length of adjust cycles vary: some are just 30 secs long, some are 3 few minutes long as

different effects or color combinations are revealed.

*Runtime is bas'ed;on default brightess level, and can vary greatly depending on whether
your capsule is moving. UWe indicate both static and kinetic runtimes where there is 3

significant difference.
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water
adjust == hue
kinetic trigger = low force
response :: activate effect
runtime” == 4 static, 8 kinetic J
7 earth
adjust == hue
kinetic trigger = low force
response = activate effect
runtime” :: 7 static, 6 kinetic J
o]g
adjust :: hue
kinetic trigger == low force
response :: activate effect
runtime” :: 9 static, b Kinetic J
spirit
adjust = hue
kinetic trigger == low force
\ response = activate effect
coo?’ runtime” = 13 static, 10 kineticJ
.
pulse
adjust = hue
kinetic triggers = low & high force
responses :: effect, pulse
runtime”™ :: 10 static, 3 kinetic

Hinetic Awareness 2.0 enables motion responses with varying Lates of buildup & decay.
Motion responses are triggered by various amounts of force and types of movement:

Low force

Medium force

High force/bumps

Variable - effect changes based on amt. of force
ZeraG eg. stalls, floats

Some modes have 2 levels of kinetic triggers, where e.. low force might activa!ﬂe effect,
and high force creates a pulse. - -'“
These pics just show a snapshot in time - many mode‘ adjust change over time. Enjoy!
-— . - ‘
‘Q‘_m:’ motos are taken with capsule light in a}: o . n (‘
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adjust ::

kinetic trigger ::
response ::
runtime ::

candy

saturation

low force
activate effect
6 hr

.

adjust ::
kinetic ::
runtime :

petals

saturation & density
n/a
14+ hr

,

adjust ::

kinetic triggers ::
responses ::
runtime™ ::

love

hue

low & high force
effect & saturation
7 static b+ kineticj

adjust ::

kinetic triggers ::
responses:
runtime” ::

watermelon

hues

low & high force
effect & brightness
13 static, b+ kineticj

adjust ::

kinetic triggers ::
responses ::
runtime” ::

freedom

hues
low force & zeroG
effect & saturation
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6+ static, 4 kineticJ

' > N
Adjust affects 1to 2 parameters in 8 mode:
In some cases, it's just 1 par.neter, e.g. hue.

‘D

‘n some, adjust affects 2 pﬁneters simultaneously, eg. hue & saturation.
n many 2-color modes, the hue of one color adjusts at a different speed from the other

“color to enable you to get any combination of colors.

‘ Length of adjust cycles vary: some are just 30 secs long, some are 3 few minutes long as

different effects or color combinations are revealed.

*Runtimes are&asgd on default brightness level, and can vary greatly depending on whether
your capsule is moving. We indicat":oth static and kinetic runtimes where there is a
i

Wt difference.
-

microdots
‘ adjust == saturation
*  Linetic trigger = low force
response :: activate effect
runtime” :: 9+ static, 13 kineticJ
unicorn
adjust = rainbow brightness
kinetic trigger = low force
response = activate effect
runtime” :: 9+ static, 5+ kinetiu
a blue blazer
adjust :: hue
kinetic trigger == low force
/ response :: activate effect
\ runtime :: 6+ hr J
solar flare
adjust = hue
kinetic triggers = low & high force
responses = effect & brightness
runtime” :: 10+ static, 3 kineticJ
.
. strobe
® adjust = hue
: kinetic trigger = variable force
» response :: hue shift
L M runtime = 13 hr

Hinetic Awareness 2.0 enables motion responses with varging;rates of buildup & dicag.
Motion responses are triggered by various amounts of force and types of moveme
-

Low force

Medium force

High force/bumps

Variable - effect changes based on amt. of force
ZeraG eg. stalls, floats

t:

ok

Some modes have 2 levels of kinetic triggers, where eg. low force might activa!he effect,

and high force creates a pulse. -

djust change over time. Enjoy!

These pics just show a snapshot in time - many mode’ 3
“J motos are taken with capsule light in a& I . '

4

—



flamebow

adjust == hue
kinetic trigger = low force
response :: activate effect
runtime = 7+ hr

,
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froth

adjust == hue
kinetic triggers = low & high force
responses :: effect & saturation
runtime” 6+ static, 3+ kinetic

W,

alicorn

adjust :: hue
kinetic triggers = low & high force
responses :: effect & brightness
runtime” = 9+ static, 2+ kinetD

liquid sugar

adjust :: saturation
kinetic triggers :: low & high force
responses :: effect & saturation
runtime” =z 7 static, 2 kinetic J

rainbow dash

adjust == density
kinetic trigger = low force
response: activate effect
runtime” :: 6+ static, b+ kineticJ

fireball

adjust :: hue
kinetic triggers = low & high force
responses = effect & brightness

runtime” :: 10+ static, 3+ kinetj

P Adjust affects 1to 2 parameters in 8 mode:
M < In some cases, it's just | par‘neter, e.g. hue.
In some, adjust affects 2 parameters simultaneously, eq. hue & saturation.
‘In many 2-color modes, the hue of one color adjusts at a different speed from the other
‘color to enable you to get any combination of colors.
' Length of adjust cycles vary: some are just 30 secs long, some are 3 few minutes long as
dlffer&t effects or color combinations are revealed.
“Runtimes are based on default brightness level, and can vary greatly depending on whether
your capsule is moving. We indicate bath static and kinetic runtimes where there is 8

significant difference.
“ ' ; ‘m ) Notos are taken with capsule light in a’o@yl \1

Jlelaalaslle!

adjust :: hues
kinetic triggers = low & high force

responses = effect & speed

>

\

runtime® :: 3 static, 10+ kineticJ
bolder
adjust :: hue, brightness
kinetic :: n/a

runtime :: 3+ hr

J

sunset

adjust :: hue
kinetic trigger == low force
response = activate effect
runtime = 4+ hr

W,

daybreak

adjust == hue
kinetic trigger :: variable force
response :: hue shift

runtime” :; 6+ static, 4+ kinetic
'_u_/ -

@@@

Hinetic Awareness 2.0 enables motion responses with varying rates of buildup & decay. '
Motion responses are triggered by various amounts of force and types of movement:
Low force v
Medium force
High force/bumps

Variable - effect changes based on amt. of force
ZeraG eg. stalls, floats .
Some modes have 2 levels of kinetic triggers, where eg low force mlght actlvalhe effect,
and high force creates a pulse.
These pics just show a snapshot in time - mang mode adjust changeﬁr time. Enjoy!




fireball purps
adjust = hue
kinetic trigger == low force
response :: activate effect
runtime = 6+ hr

.

felelle

n/a

high force & zero G
brightness & hue shift
9+ static 1+ kineticJ

E T

inetic triggers :
responses ::
runtime” ::

watery purps

n/a

low & high force
effect & brightness
10+ static, 3+ kineticJ

adjust =

inetic triggers ::
responses :
runtime” ::

pretty blips
hue
low force & zero G

effect & pause on color
6+ static, 3+ kinetic J

adjust =

inetic triggers ::
responses:
runtime” ::

LD
\_~

v
candle
hue
medium force

brightness decrease

adjust =

inetic triggers =
responses :
runtime” ::

3+ static, 21+ kineticJ

: s W

Adjust affects 1to 2 parameters in 8 mode:
In some cases, |té just 1 par.neter e.g. hue.
‘n some, adjust affects 2 p!ﬂgneters simultaneously, eg. hue & saturation.
n many 2-color modes, the hue of one color adjusts at a different speed from the other
‘color to enable you to get any combination of colors.
' Length of adjust cycles vary: some are just 30 secs long, some are 3 few minutes long as
d|ffer t effects or color combinations are revealed.
*Runtimes areﬁased on default brightness level, and can vary greatly depending on whether
your capsule is moving. UWe indicate both static and kinetic runtimes where there is 3
significant dlf'ference

These pics just show a snapshot in time - many mode
‘_m J WOtos are taken with capsule light in a%@;.
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slow fade
adjust = hue & randomize speed
kinetic :: n/a
runtime = 5 hr
. party petals
.
adjust = density
v kinetic triggers = low & high force
responses :: brightness inc & dec
L ] .
L runtime” = 16+ static 5+ kinetic )
’.. petalsy
R adjust :: hue
: kinetic triggers :: low & high force
- responses :: effect & hue blending
runtime” :: 5+ static, 8+ kineticJ
americish
adjust = hue
kinetic trigger == low force
response = activate effect
runtime = 7+ hr J
.
adjust :: hue & saturation
kinetic triggers :: med force & zero 6
responses :: brightness increase
runtime”™ :: 21+ static 2+ kinetic
-

Hinetic Awareness 2.0 enables motion responses with varying rates of buildup & decay.
Motion responses are triggered by various amounts of force and types of movement:
Low force
Medium force
High force/bumps
Variable - effect changes based an amt. of force
ZeraG eg. stalls, floats
Some modes have 2 levels of kinetic triggers, where eg low force might act@ effect,
and high force creates a pulse.

dJust change over time. EnJogl



hue
variable & high force
hue shift

toon time
adjust = hue shift
i kinetic trigger = low force

response :: activate effect
runtime = 7+ hr J
nice blips
adjust :: n/a
kinetic triggers :: low & high force
responses :: effect & brightness

runtime” ::

16+ static, 2+ kinetijc

leprechaun’s delight
adjust = hues
kinetic triggers :: medium force
responses: brightness & hue shift
runtime” ::

b+ static, 13+ kineticJ

adjust ::

kinetic trigger ::
response ::
runtime ::

wild berry

hue

low force
activate effect
13 hr

,

> N

A

Adjust affects 1to 2 p?meters in 3 mode:
In some cases, it's just | par.neter e.g. hue.

‘n some, adjust affects 2 p!ﬂgneters simultaneously, eg. hue & saturation.

n many 2-color modes, the hue of one color adjusts at a different speed from the other

‘color to enable you to get any combination of colors.
' Length of adjust cycles var

different effects or color combinations are revealed.

: some are just 30 secs long, some are 3 few minutes long as

*Runtimes areﬁasgd on default brightness level, and can vary greatly depending on whether
your capsule is moving. UWe indicate both static and kinetic runtimes where there is 3

significant difference.

These pics just show a snapshot in time - many mode‘ adjust changem time. Enjoy!
‘Q‘_m J WOtos are taken with capsule light in a%@?-
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cotton candy
adjust =
kinetic triggers :: vari i
responses :: '
runtime = 7+ hr J

bonus modes * adjust * kinetics
secret/experimental page 13

'. mr. bones
.‘ adjust = density
- kinetic :: n/a
'. runtime :: 5+ hr
0..0

.

unicorn farts

adjust = rainbow blip density
kinetic trigger = low force
response :: brightness increase
runtime” == 21+ static, 9+ kinetiy
b thingl
. adjust :: hue
# vinetic trigger :: low force
response :: activate effect
runtime” ::

b+ static, 8+ kineticJ

hidden rainbow

adjust :: saturation
tic triggers :: med force & zero G
responses :: saturation/ rainbow reveal
runtime”™ :: 3+ static, 7+ kinetic J
»
thing2
adjust == hue
kinetic triggers = low & high force
responses :: effect & hue shift
runtime” = 3+ static, 13+ kinetic
-
Hinetic Awareness 2.0 enables motion responses with varglng rates of buildup & decay. .
Mation responses are triggered by various amounts of force and types of movement:
Low force
Medium force
High force/bumps

Variable - effect changes based on amt. of force
ZeraG eg. stalls, floats
Some modes have 2 levels of kinetic triggers, where eg low force mlgh;( actlvaule effect,
and high force creates a pulse.




good morning

adjust = hue
etic triggers = variable & zero G
responses : brightness & saturation
runtime” 21+ static, b+ kinetic J

adjust = hue
inetic trigger = low force
response :: activate effect
runtime” = 5 static, 9+ kinetic J

sorcerer

adjust :: hue
inetic triggers = variable & zero G
responses :: brightness & saturation
runtime” = 21+ static, 2+ kineticJ

rgb kinetic
adjust:: hue

inetic triggers = variable & zero G
responses:: hue shift in diff directions

runtime :: 9+ hr J

phasers

adjust :: hue
kinetic trigger :: variable force
response :: hue shift
runtime” =2 9+ hr
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bonus modes * adjust * kinetics
secret/experimental page 13

EDA

-

thing4

adjust :: hue
kinetic trigger = variable force
response :: hue shift
runtime = 5+ hr

.

thingd

adjust :: hue

inetic triggers == high force & zero G

responses :: rainbow decays
runtime” = 3+ static, 10+ Kinetic J

white to color

adjust :: hue
netic triggers == variable & zero 6
responses :: saturation & color reveal
runtime” :: 6+ static, 3+ kinetic J

alt spirit

adjust = hue
kinetic trigger :: variable force
response = hue shift
runtime” :: 13 static, 7+ kinetic

J

,

P Adjust affects 1to 2 parameters in 8 mode:
‘ In some cases, it's just 1 par.neter, e.g. hue.
‘n some, adjust affects 2 pﬁneters simultaneously, eg. hue & saturation.
Inmany 2-color modes, the hue of one color adjusts at a different speed from the other
color to enable you to get any combination of colors.
‘ Length of adjust cycles vary: some are just 30 secs long, some are 3 few minutes long as

different effects or color combinations are revealed.

*Runtimes are&asgd on default brightness level, and can vary greatly depending on whether

your capsule is moving. We indicat":oth static and kinetic runtimes where there is a

i

Wt difference.
-

cas’

“JMOt_‘oi are taken with capsule light in a&

»
juggling ball exp 1
adjust :: hue
kinetic trigger :: zero G
response :: hue shift
runtime :: 4+ hr
.
Kinetic Awareness 2.0 enables motion responses with varying rates of buildup & decay. .
Motion responses are triggered by various amounts of force and types of movement:
Low force o
Medium force 4
High force/bumps )
Variable - effect changes based on amt. of force
ZeroG eg. stalls, floats -
Some mades have 2 levels of kinetic triggers, where e.g. low force migpt acwe effect,
and high force creates a pulse. -

These pics just show a snapshot in

ime - many modes & adjust chanthime. Enjoy!
d" - :
. <



31 juggling ball exp 2
adjust = hue
inetic trigger = high force (catches)
response :: saturation increase
runtime” == 4+ static, b+ kinetic)

juggling ball exp 3

hue

high force & zero G

sat dec & brightness inc
10+ static, 1+ kinetic J

E T
netic triggers ::
responses ::

runtime”

thing6

hue

low force
activate effect
3+ static, 10+ kineticJ

adjust =

kinetic trigger ::
response ::
runtime” ::

phase in

hue

low force

effect & brightness inc
16+ static, 10+ kineticJ

adjust ::
*«inetic triggers ::

responses::
runtime” ::

TR

repeats 19-34

35-50

: repeats due to memory restrictions
50 modes to match vision props

’ s

Adjust affects 1to 2 parameters in 8 mode:
In some cases, it's just 1 parameter, e.g. hue.
In some, adjust affects 2 parameters simultaneously, e.g. hue & saturation.
In many 2-color modes, the hue of one color adjusts at a different speed from the other
color to enable you to get any combination of colors.
Length of adjust cycles vary: some are just 30 secs long, some are 3 few minutes long as
different effects or color combinations are revealed.
“Runtimes are based on default brightness level, and can vary greatly depending on whether
your capsule is moving. We indicate both static and kinetic runtimes where there is 8
significant difference.

TR

e
)

hotos are taken with capsule light in a.’oﬁﬁyl .
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bonus modes * adjust * kinetics
secret/experimental page 13
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Hinetic Awareness 2.0 enables motion responses with varying rates of buildup & decay.
Motion responses are triggered by various amounts of force and types of movement:
Low force
Medium force
High force/bumps
Variable - effect changes based on amt. of force
ZeraG eg. stalls, floats
Some mades have 2 levels of kinetic triggers, where e.g. low force might actlva&he effect,
and high force creates a pulse. -

These pics just show a snapshot in ti t'i - many mades & adjust change over time. Enjogl

W




