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INSTRUCTIONS
ON ]/ OFF

Insert enclosed key into battery cap and rotate
counter clockwise to open. Insert two

AAA alkaline batteries. Rotate battery cap
clockwise to close.

Press and hold button to turn wand on ( ® green tip).
Wand will automatically turn off after no activity for
I'5 minutes, or can be turned off by pressing and
holding the button again ( ® red tip).

LiGHT Up F UNCTION

Tap the wand once to light up the tip ( ® orange tip)
and tap again to turn l;]ght off. Press and hold
button to turn wand off ( ® red tip).
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1 PRACTICE MODE

When batteries are inserted for the first time or replaced, the wand is automatically in Practice
mode. Practice Mode is for you to master the wand gestures needed to program and pair
with a remote control device. In this mode the wand tip will flash double ® ® red when idle.

Practice the gestures as shown below. When done correctly, the wand pulses and flashes
® green a set number of times for each gesture. When you have mastered all the gestures
you are ready to enter the Programming Mode.

Roll Clockwise .....2 pulses, 2 ® green flashes
Roll Counter-Clockwise ... I pulse, | ® green flash

Flick Up.............. 3 pulses, 3 ® green flashes
Flick Down.......... 4 pulses, 4 ® green flashes

Flick Left............. 5 pulses,

5 ® green flashes
Flick Right........... 6 pulses,

6 ® green flashes

Push Forward ...... 7 pulses,

7 ® green flashes
Pull Back............. 8 pulses,

8 ® green flashes

The Big Swish ..... 9 pulses, 9 ® green flashes

(Start with the wand in a vertical position and
swish it strongly down to the horizontal position.)
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2. PROGRAMMING MODF,

You can program the wand with an infrared (IR) code from any standard remote control
using one gesture per code. Codes can be changed and re-recorded as many times as you
want. Each gesture only remembers the last code programmed.

To enter the Programming Mode, hold the wand steady, press the button three times and
hold on the last press until the wand tip flashes ® green and pulses three times. The wand
tip will flash @ orange, about once per second. You can now perform the required gesture
for the code (see chart). Use a unique gesture for each function you want to program.

The wand will pulse and the tip flash ® green the number of times for that gesture (see chart).
Then a rapid pulsing while the wand waits to pair with a remote control code, about ten seconds.

Point the tip of the wand at the remote control
(1"away), press and quickly release the button
on the remote control for the function

you want to copy (e.g. volume, on, off).

If done correctly, the tip of the wand will turn ® green and you will feel a strong pulse.
If the code is not programmed properly the wand will continue to pulse for ten seconds.
Press the remote control button and try again.

If an error occurred, the tip of the wand will turn ® red. You can repeat these steps to try
again or perform another gesture for a different function. You can exit the Programming Mode
by pressing the wand button once or mode ends if your wand is motionless for three minutes.

3 @ON TROL MODE (Wand reverts to Practice mode when new batteries are inserted/replaced.)

Once the wand has exited Programming Mode and has a gesture paired with a remote
control function it is ready to use as the control device. Simply perform the gesture
programmed and the wand will confirm with a ® green flash and one pulse. A ® red flash
indicates that no control function has been paired with the gesture. You can change and
add control functions by going back into Programming Mode. You may switch back and
forth between Control and Practice Modes by quickly pressing the wand button five times.



