






DEVICE INSTALLATION -
FUNFLOOR MOBILE

Tripod assembly

Fig. 24 Carriage and post top
and bottom section

Fig. 23 Mounting accessories

Fig. 25 Twisting of the top part
of the post with the bottom part
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DEVICE INSTALLATION -
FUNFLOOR MOBILE

Tripod assembly

Fig. 26 Plugging the connection Fig. 27 Screwing the pillar to the carriage

Fig. 28 View of the carriage with the post Fig. 29 Assembly of sleeves
in the upper and lower holes

Fig. 30 Screwing on the unit Fig. 31 Putting on plugs

15



16

DEVICE INSTALLATION -
FUNFLOOR MOBILE

Fig.32 Protective plug of the projector

3.5. INITIAL SWITCH-ON AND IMAGE SETTINGS

1. Connecting the device to the power supply

The device is powered by 230V.
Plug the two cables of the device into a grounded socket. The device is ready to start.

2. First start-up

Remove the projector's protection cap.
Press the power button on the remote control or on the module next to the mirror. The device will start with
in 1 minute.

3. Adjusting the content sharpness (optional)

The content image sharpness is set to the standard installation conditions.
If the need be, you can adjust its sharpness by turning projector lens.

PROTECTION CAP



ADDITIONAL SETTINGS

17

1. The device is already adjusted to operation and usually does not require additional calibration. If you need to 
adjust the calibration parameters, please use the calibration settings option.

2. Calibration settings:
• The device is powered by 230V, therefore it must be connected to a grounded socket using the supplied 
power cable.

• To perform calibration, please place any four black or dark elements in the corners of the displayed image - 
Fig. 33.

Fig.33. Black objects arrangement Fig. 34. FunFloor configurator

4.1. CALIBRATING THE CAMERA

• Press the MENU button on the remote control. Use the navigation arrows to select SETTINGS and then 
CAMERA CALIBRATION. Windows for camera calibration will appear on the screen - Fig. 34.

• In the left window you will see the image that is currently visible through the camera (camera view).

• In the middle window you can move the red rectangle, which can be used to crop the visible image according to 
your preferences.

• The right window will display the cropped resulting image after the changes have been applied.

The calibration process involves adjusting the resulting image so that the black elements that were placed in the 
corners of the image are exactly in the corners of the window displayed on the right. Please follow the steps below 
to calibrate:

• Using the arrows on the remote control (UP, DOWN, LEFT, RIGHT), move the image of the �rst corner, which
is marked with a green arrow. Your goal is to bring the black element in the "camera image" to the position in the 
corner of the image in the window on the right.

• Once you have �nely adjusted the position of the �rst corner, con�rm your setting by pressing the OK button.
A green dot will then appear, pointing to the next corner.

• Please repeat the steps above for each of the four corners.

• Once you have �nished calibrating all corners, save your settings by pressing the MENU button on the remote 
control.

• After completing the camera calibration process, you will obtain a precisely adjusted image, which will contribu-
te to achieving optimal results.

3. Calibration process



Owing to this it is possible to upload new games, set system functions and maintain the device remotely. To use 
the above functions, connect the device to the Internet using the network adapter provided in the package
or an Ethernet cable. In most cases, no additional con�guration of other devices (e.g. routers) located in the facility 
is required to properly connect the device to the Internet.

To esestablish a connection, follow the steps below:
• Connect the included network card to the USB port located on the top panel of the device.
• Press the MENU button. Using the arrow keys, select SETTINGS, then WIRELESS MANAGER and select it.
• From the list of displayed Wi-Fi networks, select the one you want to connect to using the arrow keys on the 
remote control, and then con�rm your selection with the OK button - Fig. 35.
• After selecting the WiFi network, you will be asked to enter the password - Fig. 36.
• Press the KEYBOARD button on the remote control, then use the mouse to enter the letters of the password, 
pressing the OK button for each letter.

• After entering your password, press the ENTER key on your keyboard. Once the connection has been success-
fully established, you will receive a message con�rming your connection to the network.
• To complete the setup process, turn o� your keyboard and mouse, then press the X button on your remote
to exit the setup.
• The device is ready for remote connection.

ADDITIONAL SETTINGS
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Fig.35 WI-FI network selection Fig. 36 Window with password entry field

1. The device has a remote access function

2. Ethernet cable connection

4.2. CONNECTING THE DEVICE TO THE INTERNET

3. Wi-Fi Connection

Plug the cable into the Ethernet port located on the upper panel of the device.



DEVICE USE
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Fig. 37 Button for switching the device on

5.1. TURNING THE DEVICE ON AND OFF

1. Powering on:

Aim the remote control at the device.
Press the red ON / OFF button on the remote control for approximately 1 second.
The control light on the device will light up.
The device will power on within about 1 minute

2.Powering off:

Press the red ON / OFF button on the remote control for approximately 1 second.
The control light next to the mirror will be of within a few seconds. The projector will start to cool down. After 
approximately 3 minutes the projector will issue an acoustic signal indicating the end of cooling.

3. WARNING:

Only after the projector has fully cooled down, can it be powered on again.
It is recommended to wait 10 minutes before powering on the device again.
The projection device has a built-in computer that is sensitive to power supply cut-o�s, so never power of the 
device in a di�erent way than described above.
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DEVICE USE

NEXT GAME

START GAME

RESTART GAME

PREVIOUS GAME

EXIT GAME

when the game does not have a title board press OK on the remote control
when the game has a title board, click the START button on the title board

press OK

press BACK

press

1. Manual mode – manual game selection

The FunFloor program contains games and animations. Playing games in manual mode requires starting them 
manually, because they are played for points, against time or have limited level number, e.g. "The Little Penguin". 
Animations, however, do not need to be started at all, because they are continuous, e.g. "Leaf Shoveling". Use the 
buttons described below to control the games:

press

5. Automatic mode - automatic games selection (mode selected as default)
Automatic mode ON - press A on the remote
Automatic mode OFF - press        or          or A on the remote

6.  The description of how the games work can be found on the www.funfloor.eu website.

5.2. DEVICE USE

2. Using MENU

After starting the device the game application plays �rst category games �rst.
Press the BACK button to view the list of games in the package. Press BACK the button again to go to the 
MAIN MENU, which contains the game packages and settings.
Use the arrows and the OK button to select the game, option or application you are interested in.
Press X at any time to cancel and return to the game that was running.
While playing, press the MENU button to display the MAIN MENU immediately.

3. Using additional applications

The device has a built-in search engine GOOGLE and YOUTUBE. To use them, you must have an Internet 
connection.
Press MENU select APPLICATIONS and then select the application you are interested in. On the remote control, 
turn on the MOUSE , and if you need to enter text, turn on the KEYBOARD.
To exit the browser, press X the button on the remote control.

4. WARNING: FunFloor will display a graphic message in case you do not turn off the MOUSE after 
returning to the games.
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5.3. HOW TO PLAY

5.4. WREPLACING THE REMOTE CONTROL BATTERIES

5.5. REPLACING THE IR-PEN BATTERIES

1. MOTION MODE (enabled by default)

The FunFloor Interactive Floor observes the content image projected on the �oor and detects movement on it.
Playing consists in activating interactive elements by moving di�erent body parts.
Virtually every position is appropriate: standing, lying down, on all fours etc.
The key is to move a lot and have fun playing.
Items such as balls, brooms, etc. can also be used to enhance games.

3. WARNING

For correct operation, the IR-PEN tip must not be obstructed against the Interactive Floor (the tip and the device 
must "see" each other).

The remote control is powered by alkaline batteries. If the batteries run out, the remote control stops working. If so, 
replace the batteries by removing the cover on the back of the remote control.

The IR-PEN is powered by alkaline batteries. If the batteries run out, the IR-PEN stops working. If so, replace the batte-
ries by removing the cover on the back of the remote control.

Fig. 38 IR-pen long and short

2. IR-PEN MODE (additional option)

The FunFloor interactive pens allow you to use the IR-PEN MODE. Switching to this mode will make the device 
not respond to the movement of a person, but to invisible light coming from the tip of the pen.
To activate this mode, press the button on the remote control at any time during the application's operation. To 
return to the motion detection mode, press the button on the remote control IR-PEN MODE.

    IR-PENS:

    Long pens have a button. Press it when you want to activate the element in the game.
Short pens have a movable tip, which when pressed to the surface, causes the element in the game to be pressed.
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TROUBLESHOOTING

1. The device does not power on:

NO YES

NO YES

NO YES

YES NO

Is there electricity in the
socket into which the

device cables are plugged?
Unplug the device and plug
a different one in to check

it.

Does the content image
(a game) show up after

1 minute?

Press the button located
next to the mirror again.
If the control light still

does not light up, contact
the Manufacturer.

Replace the remote
control batteries. If it
does not help, contact

the Manufacturer.

Powering the device on and
off using the remote control
should already be possible.

If the problem persist,
contact the Manufacturer.

Check the fuses or call
an electrician.

Power the device on
using the button located
next to the mirror. Does

the control light light up?

Contact 
the Manufacturer.

Is it possible to change
games using the remote

control?

2. The content image has faded

The projector is equipped with a lamp that has a limited lifetime. With time the lamp brightness decreases and the 
content image darkens. To replace the lamp, contact the Manufacturer.

3. A message indicating the need to replace the lamp comes up

The projector is equipped with a lamp that has a limited lifetime. To replace the lamp, contact the Manufacturer.

4. A message indicating the need to clean the filter comes up

Contact the manufacturer.

6. TROUBLESHOOTING
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MODEL

PROJEKTOR

Manufacturer

Brightness

Resolution

Lamp lifetime

Distance from the floor to the bracket

Benq

3200 ANSI Lumen

1024 x 768

4500 h

Benq

2000 ANSI Lumen

1200 x 800

20 000 h

Panasonic

5500 ANSI Lumen

1024 x 768

5000 h

2.4 m

2.5 m

2.6 m

2.7 m

2.00 x 1.50 m

2.10 x 1.60 m

2.15 x 1.65 m

2.25 x 1.70 m

1.90 x 1.40 m

2.00 x 1.50 m

2.05 x 1.55 m

2.10 x 1.60 m

2.8 m

2.9 m

3.0 m

3.1 m

2.30 x 1.75 m

2.40 x 1.80 m

2.50 x 1.90 m

2.60 x 1.95 m

2.20 x 1.65 m

2.30 x 1.70 m

2.40 x 1.80 m

2.50 x 1.85 m

3.2 m

3.3 m

3.4 m

3.5 m

2.65 x 2.00 m

2.75 x 2.10 m

2.85 x 2.15 m

2.90 x 2.20 m

2.00 x 1.50 m

2.10 x 1.60 m

2.15 x 1.65 m

2.25 x 1.70 m

2.30 x 1.75 m

2.40 x 1.80 m

2.50 x 1.90 m

2.60 x 1.95 m

2.65 x 2.00 m

2.75 x 2.10 m

2.85 x 2.15 m

2.90 x 2.20 m

2.55 x 1.90 m

2.60 x 2.00 m

2.70 x 2.05 m

2.80 x 2.10 m

Max content image size

Max content image size

Acer

3500 ANSI Lumen

1024 x 768

5000/6000/10000 h

1.8 m

2.0 m

2.2 m

Room height

-

-

-

-

-

-

-

-

-

2.7 x 2.0 m

2.9 x 2.2 m

3.2 x 2.5 m

CONTENT IMAGE SIZE

POWER SUPPLY/POWER CONSUMPTION

SOUND

MOUNTING

CASING

EXTERNAL CONNECTORS

REMOTE CONTROL

FUNFLOOR EDU FUNFLOOR EDU LED FUNFLOOR PREMIUM FUNFLOOR MOBILE

Power supply

Max power consumption

Max suggested continous
working time

230 V

395 W

6 h

255 V

395 W

6 h

230 V

455 W

12 h

230 V

380 W

Built-in speakers

Power

YES

10 W

YES

16 W

Dimensions

Weight

51 x 31 x 20 cm

9.5 kg

51 x 31 x 20 cm

9.5 kg

52 x 42 x 22 cm

15.5 kg

30 x 30 x 20 cm

9.5 kg

Concrete ceiling-mounted 4 expansion plugs for the concrete ceiling
4 wall plugs (concrete, brick, 

aerated concrete,
block)

Spacer tube lenght 5 cm – 300 cm 20 cm

6 h

Ethernet RJ45

USB 2.0

1 pcs.

3 pcs.

1 pcs.

3 pcs.

1 pcs.

3 pcs.

Wyjście Audio Jack option option

1 pcs.

3 pcs.

option option

Batteries 2 pcs. alkaline LR03 / AAA

-

-

-

-

-

-

-

-

-

-

-

-

Dodatkowe wejście HDMI / VGA HDMI HDMI VGA

7. TECHNICAL SPECIFICATION



Ważne instrukcje bezpieczeństwa:

Zapoznaj się dokładnie z instrukcją obsługi, żeby wiedzieć jak właściwie używać produktu 
Interaktywna Podłoga FunFloor.
Jeżeli masz wątpliwości odnośnie produktu, jego montażu lub ustawień skontaktuj się z Producentem, dane 
kontaktowe znajdziesz na stronie www.fun�oor.pl w zakładce kontakt.

WARRANTY

       WARRANTY PERIOD

1. The warranty for FunFloor Interactive Floor and FunWall Interactive Wall shall be 24 months with reservation
of item 2. and item 4.
2. The warranty for the projector's lamp installed in the kit shall be 12 months or 2000 hours of operation.
3. The warranty is counted from the date of purchase.

LIMITATION OF LIABILITY AND OBLIGATIONS
1. FunFloor shall not be liable for any direct, indirect, incidental or consequential loss of estimated pro�ts or savings 

arising out of use or inability to use a certain product.
   2.   FunFloor shall not be held liable for using the product in non-compliance with its intended purpose as well as for 

any damages arising out of the product's use.

DISCLAIMER OF WARRANTY

The warranty shall not cover and be voided by any damages or defects being the effect of the following:

improper storage, transport, handling, negligence on the side of the Customer,
mechanical damaging (i.e. scratches, bruises, cracks),
improper use, cleaning,
interference by third parties,
non-compliance of the Customer with the operation manual,
arbitrary attempts to repair, modify or tamper with the product by unauthorised parties,
fortuitous events such as �re, �ood, lightning or other natural disaster, chemical or biological impact or any similar 
events,
normal wear and tear and wearing parts (LCD panel, DMD in projectors),
use of the product with a software not delivered with the product,
irregularities or �uctuations in power supply or in electrical circuits, air-conditioning devices or impact of other 
environmental conditions

THE WARRANTY SHALL NOT BE APPLICABLE TO THE FOLLOWING:

cleaning of the devices and its components,
control tests handled upon the Customer's request,
activities to be handled by the user in accordance with the operation manual,
damaging to extra equipment, i.e. batteries, battery packs, CD's, connection cables and parts subject to normal 
wear and tear in operation

WARRANTY TERMS

1.   The warranty period for the repaired product shall continue under the framework of the original warranty.
2.   In the event of �nding a defect, the Customer shall be liable to immediately report it to Xvision service.
3.   Xvision shall reserve the right to bill the Customer for the repair of defects not subject to the warranty, after prior 

acceptance of the expenses related to the repair by the Ordering Party.
4.   All defective parts replaced during the repair shall become the property of Xvision.
5.   Should the service state that the removal of the defect is impossible, the Customer shall receive 

a product with technical parameters similar to (not worse than of the advertised product) or better than the ones 
of the advertised product.

6.   If the damaged device is replaced with another unit, the warranty period shall apply until the end of the warranty 
period for the device originally purchased.

    FUNFLOOR SP. Z O.O. ENSURES A GOOD QUALITY AND GUARANTEES AN EFFICIENT OPERATION OF THE PRODUCT.
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WARRANTY PROCEEDING

1.   Any warranty claims shall be handled by repair of the device. Any defects disclosed during the warranty period 
shall be repaired by Xvision free of charge within the following periods: 
• for FunFloor EDU - 21 days as of the product's repair acceptance date,
• for FunFloor PREMIUM - 14 days as of the product's repair acceptance date,
• for FunFloor MOBILE - 21 days as of the product's repair acceptance date.

2.   The Customer shall be liable to contact FunFloor service by e-mail at serwis@fun�oor.pl in order to agree on the 
optimal way to send the damaged product for repair.

3.   The FunFloor service will �nd the product's faulty module remotely (by phone, via Internet):
• for FunFloor EDU within 72 hours as of reporting the defect, 
• for FunFloor PREMIUM within 48 hours as of reporting the defect,
• for FunFloor MOBILE within 72 hours as of reporting the defect.

4.   Any expenses related to the product's transport and insurance from and to the Customer shall be incurred by 
FunFloor.

5.   The FunFloor service hereby undertakes to pick up the damaged module by courier service as speci�ed by 
FunFloor and send the repaired or new module to the Customer along with the assembly manual.

6.   In the event FunFloor �nds that the repair shall require an intervention of a technician, the Customer shall 
undertake to send the device to FunFloor service.

7.   The Customer shall have the option of commissioning FunFloor to repair the equipment on site (extra payable 
service).

8.   The Customer shall have the right to use the replacement equipment provided by FunFloor for the time of repair 
(extra payable service).

9.   The claimed product must be delivered to FunFloor service in a secure packaging preventing the product from 
being exposed to further damaging.

10. The shipping company shall be held liable for any possible shipments lost in transit.
11. The Customer shall be solely liable for proper labelling of the packaging for shipping ("FRAGILE" and "TRANS-

PORT IN VERTICAL POSITION" labels).
12. The Customer shall undertake to check the condition of the shipment upon its delivery by the transport compa-

ny. In the event of reporting a damage to the box or product, the Customer shall draft a report in person and 
submit a claim to the transport company for the damaged equipment.

13. Preferred hours of reporting defects by phone shall be during FunFloor working hours, from Monday to Friday 
from 8:00 a.m. to 4:00 p.m.
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 Radosław Świech

Błażej Kalinowski
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2014/35/UE LVD  

2011/65/UE RoHS  

We hereby declare under sole responsibility that:

PN-EN 60950-1:2007

PRODUCT NAME MODEL 

Interactive Floor FunFloor Edu 01/01/2018

Interactive Floor FunFloor Premium 01/01/2018

Interactive Floor FunFloor Mobile 01/08/2019

DATE

EU DECLARATION OF CONFORMITY

Manufacturer: FunFloor sp. z o.o.

Address: Aleja Kraśnicka 215, 20-718 Lublin

Country: Poland

2014/30/UE EMC  

PN-EN 50561-1:2013-12

PN-EN 55024:2011

PN-EN 61000-6-3:2008/A1:2012P

PN-EN 61000-6-4:2008/A1:2012P

PN-EN 61000-6-1:2008P

PN-EN 61000-6-2:2008P

PN-EN 61000-4-2:2011

PN-EN 61000-4-4:2013-5

PN-EN 61000-4-5:2014-10

PN-EN 61000-4-11:2007

PN-EN 61000-3-2: 2014-10

PN-EN 61000-4-8:2010

Is in compliance with the essential requirements of Directive:

Electromagnetic compatibility tests were performed in:
Electromagnetic Compatibility Laboratory
Institute of Electrical Engineering and Electrotechnology
Lublin University of Technology
ul. Nadbystrzycka 38a, 20-618 Lublin

This declaration of conformity is issued under the sole responsibility of the manufacturer.

Signature:
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LICENCE NUMBER

1. FunFloor sp. z o.o. grants a stand-alone licence for „FunFloor” software to the Customer.

2. The licence referred to above is non-exclusive and shall be granted for an inde�nite period. The licence shall not 
authorise you to grant any further sub-licences.

3. The Customer shall have the right to install, use, access, display and run one copy of FunFloor IP on one computer.

4. The Customer may not:

market,
rent,
lend,
lease

the Interactive Floor system, unless otherwise agreed by the Parties under a separate Agreement in this respect 
and upon a written consent of FunFloor expressed in writing.

5. The Customer undertakes to respect FunFloor's proprietary copyrights to FunFloor IP software, in particular 
the integrity of its content and form. Modifying, decompiling and disassembling of FunFloor IP software are 
prohibited.

6. FunFloor shall have the right to terminate this licence immediately (without a notice period) if the Customer
as a licensee does not comply with its provisions referred to in herein. In such case, the Customer shall be liable 
to immediately destroy all copies of FunFloor IP software and all its components. FunFloor shall reserve the right 
to seek compensation on general principles as applicable.

7. FunFloor reserves all other rights to FunFloor IP software, including copyrights.
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