{-- Logitech

Logitech Gaming LED SDK

Overview and Reference

© 2017 Logitech. Confidential

The Logitech Gaming LED SDK, including all accompanying documentation, is protected by
intellectual property laws. All use of the Logitech Gaming LED SDK is subject to the License
Agreement found in the "Logitech Gaming LED SDK License Agreement" at the end of this
document. If you do not agree to the terms and conditions of the License Agreement, you

must immediately stop using the SDK and delete the SDK. All rights not expressly granted
by Logitech are reserved.



Logitech Gaming LED SDK

Contents
1D G = (o] = T L= TP 5
R0 18 1 =1 1T 5
Interfacing WIth the SDK........ueeueureeeeiieieeeeeeeeeeeeeraeeeeeeesesereseresnsesenesrsenesssssessssssssssnsssssssnnsseesennsnnseesenes 5
Using LogitechLed.h and LogitechLed.lib to access LogitechLed.dll..........ccoovviiiiiiiiiiiiiiiiiincc e, 5
J NV T1 =] 0] (o (o] 3PSO PPPP P PPPP 5
Multiple clients using the SDK at the same time.......coi i 5
Features of lighting-capable Logitech Gaming deViCeS.........ooevivieie i 6
G910 Orion Spark / G910 V2 OrioN SPECEIUM.....iiiuuiieiiiie e e e eaaaees 6
LG OO g To g T o =T oi g U] o o PP PPPPORPEN 6
G610 Orion Brown & OFON REA.......iiiiiiiiirrriiisssissssrerssssssssssssssrssssssssssssssesssssssssssssssssssssrssssssnnnssennns 7
PRO Mechanical Gaming KeYbOard..........ccuuiiiiiiiiiiiiiiii e ees s e e e s e e e s e ra e eaa s 7
L G PP 8
L O = LY o 1=t u U o PPN 8
L7 10 PPN 9
L1 PP 9
L CIC I I T €1 1 3 TR PP 10
T PP 11
LC1o N L0 L PP 11
0 OO P Y 12
(O RS I L L= PSPPSRt 12
ORIt 13
G105 Cll Of DULY.eetttuterurneennnneneeennnnenssnsssssesssssesnssssssssssssssssssssssssssssssssssssssssssssssssssssssssnnnsseesensnnnssees 13
(10 0 PP PP 14
G900 Chaos Spectrum & GO03.....ccuuueiii e s e e r e e e e r s 14
G303 DACAAIUS ADPEX.... s s s s s s s s s s s s s s s s s s s s e s s s a s s s s s s e s e s e s e e e e e e e s e e e e e e e e e e e e e e e e e aaaeaeenrnnnnaaanes 15
LU I 4 TR PP 15
o 2@ I €= 0 11 T TN 1 (o 10T PN 16
O L o o PPN 16
1 PO PRUPP POt 17
1 PP PP 17
L Y P 18
Y P 18
(Do XS o D o o PO 19
Sample USAGE OF The SDK.....cuuuiiiiiiiie it s e e s e e e s e e e e e e e e e e eaans 19
RS L] =T T TR 20

Page 2




Logitech Gaming LED SDK

(@00]9)iTe[®] o] o] a0 =¥ ] Lot o] 0 =3 PN 20
oo 1T | g PP 22
RSB 7 = PP 22
(oY1 =Ta | gVt u o] = o TN 22
o= 1201 1=] N 22
RS 7 = PP 22
LOGILEAGEESAKVEISION. ... e e e 23
ParAMELELS. ...t e e e e r e aaaean 23
RELUIN VAIUE. ...ceeeiiiiiee sttt s e e e e e e e e s e e e e e e e e e b e s e e e e e ee e s e eeeeenernsnnas 23
oo [ e Y =T oY T I 23
o= 1 1 =] PN 23
RS 0 Y7 | 1= PRSPPI 23
L 1] o= PPN 23
LogiLedSaveCurrentLighting......ccoooee e 24
RETUIN VaIUE. .. s s e e s e e e e e e e e e e e e e b e s e e e e s e re e e e nnaanes 24
[T [ I =Ta KY= e T P 24
=T 1S =) PPN 24
RETUIN VaIUE. c.ee e e e s e e e e e e e e s e e e e e e ee s e s e e e e s e re e e e nnnanes 24
RS0 0= 5 1 PP 24
LogiLedSetLightingFOrTargetZoNE. .......uuuieiiiiiiiiriiis e e r e e s s s e s s s e s e eenas 24
== 0 011 =) PP 24
RS 7 = PP 25
= 0] o] L= PP 25
RS0 0= o PP 25
oo [ I =Ta | 2CTs] o] =1 e 1oV 25
RSB 7 = PP 26
LOGILedFIasShLIGhEiNg. ........uuuee e e e e 26
== 0 011 =) PP 26
RSB Y7 = PP 26
oY1 =Ta | a0 EY =TI ) ] T 26
o= 11 01T N 26
RSB Y7 = PSP 26
[ a1 =0 Yo o) =t = o PP 27
RSB Y7 = PP 27
LogiLedSetLightingFromBItMap. ... .eeeeeeeeeerrreeieiiieieieeeeeeeeeeeeeeeereeeeerereeeeeeeeereeeeeeeeereeeeeeeeeseeerrnnnssseerenes 27
o= 11 01T N 27
RELUIN VaIUE. .. et r e e e e e e e s e e e e e e e e e e e ee s e s e re e e e re e e e nnnanes 29
2] 1= TP PPPPRRIt 29

Page 3




Logitech Gaming LED SDK

LogiLedEXCludeKeySFromMBIEMaD. .....ccuuiiiiiiiii i e e e s s e a e e e e aa e eaaes 29
== 0 011 (=) PP 29
LogiLedSetLightingForKeyWithSCanCode. ........coooie oo 29
o= L= 0 011 =) PP 29
RSB Y7 = PP 30
LogiLedSetLightingForKeyWithHIdCOdE..........iiiiiiiii it e e e eea e 30
o= 11T N 30
RSB 7 = PP 30
LogiLedSetLightingForKeyWithQUartzCode...........cooeeiii e 30
o= 1201 1=] N 30
RELUIN VAIUE....cceeiiiiiee sttt s s e e e e e s e s e e e e e e e e e e e e e e ee e e e eeeeeeernnnnas 30
LogiLedSetLightingForKeyWithKeYNamME. .........cceeriiiiimiiiiiieieiieiieeeeeeeeeeeeee e e e e e e ee e e e e e ee e e e e eeeen e e eeeeenas 31
o= 1 1 =] PN 31

2 0 Y7 | 1= T PP PPRPPT PP 33
LogiLedSaveLightingFOrKEY........ccuuuruiiniiiiiiiiiiiis e s s s s e s e r e s s en s s e s s e nna e e nens 34
o= 1 1 =] PN 34
RSB 7 = PP 34
LogiLedRestoreLightingFOrKEY........ccciiuiuuiiiiiiiiiiiiii s s s r e s e s s e e e enas 34
== 0 011 =) PP 34
RETUIN VaIUE. .. s s e e e e e e s e e e e e e e e b e s e e e e s e ne e e e rnnanes 34
LOGILEAFIaShSINGIEKEY ... . iiieii it e e e e e e e e e e e e eaas 34
== 0 0T =) 34
RSB 7 = PP 35
LOGILEdPUISESINGIEKEY.....ccuuuiiiiiii e 35
o= L= 0 011 =) 35
RSB 7 = PP 35
(oo 1 I=Te Sy o] o] a5 £=To 1@ 1 () V7 PP 35
== 0 011 =) PP 35
RSB Y7 = PP 35
(0T T =Ta N5y o101 e[ 1Y/ o PPN 35
End-User License Agreement for Logitech Gaming LED SDK...........ccoieiiiiiiiiiiiiieieieeeeeeeeeeee e 36

Page 4




Logitech Gaming LED SDK

The SDK is a Windows based API for C/C++ programmers. Games based on the Microsoft Win32 API do
not access hardware directly. Instead, the Logitech Gaming LED SDK interacts with supported Logitech
devices on behalf of the games.

Logitech Gaming Software 8.55+ is required to enable this SDK’s features.

SDK Package
The following files are included:
e LogitechLEDLib.h: C/C++ header file containing function prototypes

e LogitechLEDLib.lib: companion lib file to access DLL exported functions (32 and 64 bit)

Requirements
The Logitech Gaming LED SDK can be used on the following platforms:
e Windows XP SP2 (32-bit and 64-bit)

e Windows Vista (32-bit and 64-bit)
e Windows 7 (32-bit and 64-bit)
e Windows 8 (32-bit and 64-bit)

The Logitech Gaming LED SDK is a C based interface and is designed for use by C/C++ programmers.
Familiarity with Windows programming is required.

Interfacing with the SDK

Using LogitechLed.h and LogitechLed.lib to access LogitechLed.dll

The application can include LogitechLEDLib.h and link to LogitechLEDLib.lib (see “Sample usage of the
SDK" further below or sample program in Samples folder). The lib file loads the dll LogitechLed.dll that
ships with Logitech Gaming Software 8.55+, therefore if Logitech Gaming Software is not installed in the
host machine, the SDK won't work.

Available colors

Different devices have different capabilities. They range from full single-key RGB support to single color
only.

Details for supported devices are found further below in “Features of lighting-capable Logitech Gaming
devices”.

The SDK has a single function to set the backlighting color and takes values for R(ed), G(reen), B(lue).
The way it deals with single color devices is to take whichever of the R, G, and B values is the highest
and apply it. This is important to remember, because if for example rotating through colors, the game
should make sure to alternate the maximum numbers as it rotates so that the effect on a single color
device would be noticeable too.

Multiple clients using the SDK at the same time
The SDK allows only one client to control backlighting at any given time. In case two applications try to
initialize the SDK, the latest one will take over control.
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Features of lighting-capable Logitech Gaming devices

G910 Orion Spark / G910 v2 Orion Spectrum

Colors
Single key RGB support. This keyboard supports all the functions available in the SDK, both per-key
lighting and full keyboard lighting.

G810 Orion Spectrum

. gp— g—— —— —— —— —— -——— ——

F2 F3 F4 FS F& F7 F8 F? Fia Fn F12

Colors
Single key RGB support. This keyboard supports all the functions available in the SDK, both per-key

lighting and full keyboard lighting.
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G610 Orion Brown & Orion Red

Colors
Single key Monochrome support. This device accepts all the functions for devices of type
LOGI_DEVICETYPE_PERKEY_RGB. It will only display the highest value for R,G,B on each key.

PRO Mechanical Gaming Keyboard

Colors
Single key RGB support. This keyboard supports all the functions available in the SDK, both per-key
lighting and full keyboard lighting.
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G213

Colors
Supports full RGB and Zones.

Supported Zones

Zone ID Zone Name Zone ID Zone Name
0 Entire Keyboard 3 Right Side
1 Left Side 4 Arrow keys side
2 Center Side 5 Numpad keys side

G410 Atlas Spectrum
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Colors
Single key RGB support. This keyboard supports all the functions available in the SDK, both per-key
lighting and full keyboard lighting.

G710+

Colors
Single color only. Full resolution. Highest value for R, G or B defines brightness.

G560

Colors
Supports full RGB and Zones.

Supported Zones

Zone ID Zone Name Zone ID Zone Name

0 Front left zone 1 Front right zone

2 Rear left zone 3 Rear right zone
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Logitech Gaming LED SDK

Colors
Supports full RGB and Zones.

Supported Zones

Zone ID

Zone Name

Zone ID

Zone Name

0

Logo (on both left

& right side)

1

Back side (the
stripe on both left
& right side)
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G600

Colors
Supports full RGB, will work with the SDK only if set to Host mode through Logitech Gaming Software.

G510/ G510s

Colors
Supports full RGB.
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G110

Colors
Supports full R(ed) and B(lue), but not G(reen). When calling the SDK’s LogiLedSetLighting function,

values for green will be ignored.

G19 / G19s

Colors
Supports full RGB.
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G105

Colors
Single color only. Full resolution. Highest value for R, G or B defines brightness.

G105 Call Of Duty

Colors
Single color only. Full resolution. Highest value for R, G or B defines brightness.
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Colors

Supports red on/off, green on/off, blue on/off, or a combination of the three. When calling the SDK’s
LogilLedSetLighting function, if the percentage given is below 50, the color will be off, and when above

50, the color will be on.

G900 Chaos Spectrum & G903

Colors
Supports full RGB and Zones.

Supported Zones

Zone ID

Zone Name

Zone ID

Zone Name

0

DPI Indicator

1

Logo
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G303 Daedalus Apex

Colors
Supports full RGB and Zones.

Supported Zones

Zone ID Zone Name Zone ID Zone Name

0 Side lighting 1 Logo

G403 & G703

Colors
Supports full RGB and Zones.

Supported Zones

Zone ID Zone Name Zone ID Zone Name

0 Scroll wheel 1 Logo
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PRO Gaming Mouse

Colors
Supports full RGB and Zones.

Supported Zones

Zone ID Zone Name

0 Logo and Side lighting

POWERPLAY

Colors
Supports Full RGB and Zones.

Supported Zones

Zone ID | Zone Name

0 Logo
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G11

Colors

Single color only, 3 levels of brightness. When calling the SDK's LogiLedSetLighting function, if the
highest RGB percentage given is below 33, the color will be off, if between 33 and 66, the brightness will
be low, and when above 66, the brightness will be high.

G13
The SDK treats this device as a keyboard.

Colors
Supports full RGB.
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G15v1

Colors

Single color only, 3 levels of brightness. When calling the SDK'’s LogiLedSetLighting function, if the
highest RGB percentage given is below 33, the color will be off, if between 33 and 66, the brightness will
be low, and when above 66, the brightness will be high.

G15v2

Colors

Single color only, 3 levels of brightness. When calling the SDK’s LogiLedSetLighting function, if the
highest RGB percentage given is below 33, the color will be off, if between 33 and 66, the brightness will
be low, and when above 66, the brightness will be high.
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Do’s and Don’ts
These are a few guidelines that may help you implement 'better' support in your game:
e If you don’t use the LogiLedSetTargetDevice function, remember that some devices have only a

single color. They will work fine if flashing a red warning light for example (their color will flash),
but if rotating lighting try to make sure that the max value of the three colors goes up and down
so that single color devices will have their brightness go up and down.

e Whenever doing a temporary lighting effect, do not forget to save the current lighting (using
LogiLedSaveCurrentLighting function) just before starting the effect, and then restoring the
lighting (via SDK’s LogiLedRestoreLighting function) right after the effect is finished. This only
applies to user defined effects, the saving-restore lighting is already included in the preset
effects (LogilLedFlashLighting and LogiLedPulseLighting).

e  When calling LogiLedSetLighting, Logitech Gaming Software will make sure to not override
current brightness for devices that only support single color. Therefore, setting the lighting to
100% red, on a G710+ it will result in a max brightness according to the user hardware settings.

Sample usage of the SDK

#include " LogitechLEDLib.h"

LogiLedInit();
// Be sure to do other things to give some time before calling LogiledSetLighting()

// Save current lighting before starting some temporary effect
LogilLedSaveCurrentLighting();

int red = ..;
int green = ..;
int blue = ..;

LogilLedSetLighting(red, green, blue);

// Call per-key lighting effects
LogilLedSetLightingForKeyWithKeyName (keyboardNames: :ARROW_DOWN, red, green, blue);

// Possibly call effect functions
LogilLedFlashLighting(red, green, blue, duration, interval);

LogiLedPulseLighting(red, green, blue, duration, interval);
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// Restore previously saved lighting when effect is finished
LogiLedRestoreLighting();

LogilLedShutdown();

Reference

ConfigOption Functions

The LogiLedGetConfigOption function set, allows the developer to query for an option set by the user
and use that value to customize the interaction with the SDK. A call to any of these functions will create
an entry in the Logitech Gaming Software — Applet Manager View. This view is disabled by default, since
it's something targeting only “Advanced users”, to enable it click on the Settings Icon in LGS and then
check the box “"Show Game integration customization view"”

(1 Settings X

Nntlﬁ[almn G900 G810 Profile Am Control

Start Up

ol illumination

Graphics

Scan for games
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Logitech

Counter Strike - LED

Start applet

G O Colors

Terrorist
Arx Control

LED Backlighting o o
- @
Launch the applet when

LGS starts up RGB: (26 J0 |

Dota 2 The selected profile is loaded
Never launch Counter-Terrorist

Scan For New Games . '.—

RGB: ]

Ammo

bool LogiledGetConfigOptionNumber (wchar_t *configPath, double *defaultValue);
bool LogiledGetConfigOptionBool(wchar_t *configPath, bool *defaultValue);

bool LogilLedGetConfigOptionColor(wchar_t *configPath, int *defaultRed, int
*defaultGreen, int *defaultBlue);

bool LogiledSetConfigOptionLabel(wchar_t *configPath, wchar_t *1abel);

Parameters
e configPath: This identifies the option uniquely. This can be just a string ( E.G. “Terrorist”) or it

can be a two level tree (“Colors/Terrorist”). If the two level tree is specified, the option will be
displayed in Logitech Gaming Software as an entry (“Terrorist”) inside a group (“Colors”).

o defaultValue: This parameter, depending on the specific function takes the default value for the
relative option. If the option has been modified through LGS by the user, it will be filled in with
the modified value, otherwise the default value will be saved (to be shown to the user) and it
won’t be modified.
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Return value
The function always returns true, unless some bad parameter has been specified.

Usage Example

double healthFlashingThreshold = 0.15;
LogilLedGetConfigOptionNumber(L"player/flashing_edge", &healthFlashingThreshold);
//This healthFlashingThreshold value will now contain the option as set by the user,
or the default value if it has never been set.

//This function is just to display a prettier name in the LGS customization
interface.
LogiLedSetConfigOptionLabel(L”player/flashing edge”, L”’Flash Health Percentage”);

if(player.health() < healthFlashingThreshold)

LogiLedFlashLighting(100, @, 0, 0, 100);

LogiLedInit

The LogiLedInit() function makes sure there isn't already another instance running and then makes
necessary initializations. It saves the current lighting for all connected and supported devices.

This function will also stop any effect currently going on the connected devices.

bool LogilLedInit();

Return value

If the function succeeds, it returns true. Otherwise false.

If it returns false, means that the connection with Logitech Gaming Software is broken, make sure that it
is running.

LogiLedInitWithName

The LogiLedInitWithName() function makes sure there isn't already another instance running and
then makes necessary initializations. It saves the current lighting for all connected and supported devices.
This function will also stop any effect currently going on the connected devices. Passing a name into this
function will make the integration show up with a given custom name. The name is set only once, the
first time this function or LogiLedInit() is called.

bool LogiledInitWithName(const char name[]);

Parameters
e name: The preferred name for this integration to show up as.

Return value

If the function succeeds, it returns true. Otherwise false.

If it returns false, means that the connection with Logitech Gaming Software is broken, make sure that it
is running.
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LogiLedGetSdkVersion
The LogiLedGetSdkVersion() function retrieves the version of the SDK version installed on the user’s
system.

bool LogilLedGetSdkVersion(int *majorNum, int *minorNum, int *buildNum);

Parameters
e majorNum: [in] the function will fill this parameter with the major build number of the sdk

installed in the system

e minorNum: [in] the function will fill this parameter with the minor build number of the sdk
installed in the system

e buildNum: [in] the function will fill this parameter with the build number of the sdk installed in
the system

Return value

If the function succeeds, it returns true. Otherwise false.

If it returns false, means that there is no SDK installed on the user system, or the sdk version could not
be retrieved.

LogiLedSetTargetDevice

The LogilLedSetTargetDevice() function sets the target device type for future calls. The default target
device is LOGI_DEVICETYPE_ALL, therefore, if no call is made to LogiLedSetTargetDevice the SDK will
apply any function to all the connected devices.

bool LogiledSetTargetDevice(int targetDevice);

Parameters
e targetDevice: one or a combination of the following values:

LOGI_DEVICETYPE_MONOCHROME
LOGI_DEVICETYPE_RGB
LOGI_DEVICETYPE_PERKEY_RGB
LOGI_DEVICETYPE_ALL

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called, the parameter is wrong, or if the
connection with Logitech Gaming Software was lost.

Example

LogilLedInit();

LogiledSetTargetDevice(LOGI_DEVICETYPE_RGB | LOGI_DEVICETYPE_MONOCHROME);

//From now on the calls to LED SDK will only affect RGB and MONOCHROME devices, PER_KEY
devices such as G910 will ignore this calls

LogilLedSetLighting(100,0,0);

LogiledSetTargetDevice(LOGI_DEVICETYPE_PERKEY_RGB);

//Future calls will only affect per-key rgb devices such as G916@.
LogilLedSetLightingForKeyWithKeyName (keyboardNames: :ARROW_DOWN, 100, 0, 90);
LogilLedFlashLighting(50, 50, 50, ©, 300);
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LogilLedSetTargetDevice(LOGI_DEVICETYPE_ALL);
//From now on we’ll affect all the connected devices
LogilLedSetLighting(50, 0, 9);

LogilLedShutDown();

LogiLedSaveCurrentLighting

The LogiLedSaveCurrentLighting() function saves the current lighting so that it can be restored after
a temporary effect is finished. For example if flashing a red warning sign for a few seconds, you would
call the LogiLedSaveCurrentLighting() function just before starting the warning effect.

On per-key backlighting supporting devices, this function will save the current state for each key.

bool LogiledSaveCurrentLighting();

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called or if the connection with Logitech
Gaming Software was lost.

LogiLedSetLighting
The LogiLedSetLighting() function sets the lighting on connected and supported devices.

bool LogilLedSetLighting(int redPercentage, int greenPercentage, int bluePercentage);

Parameters
e redPercentage: amount of red. Range is 0 to 100.

e greenPercentage: amount of green. Range is 0 to 100.
e DbluePercentage: amount of blue. Range is 0 to 100.

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called or if the connection with Logitech
Gaming Software was lost.

Remarks

Do not call this function immediately after LogiLedInit(). Instead leave a little bit of time after
LogiLedInit().

For devices that only support a single color, the highest percentage value given of the three colors will
define the intensity. For monochrome backlighting device, Logitech Gaming Software will reduce
proportionally the value of the highest color, according to the user hardware brightness setting.

LogiLedSetLightingForTargetZone
The LogilLedSetLightingForTargetZone() function sets lighting on a specific zone for all connected
zonal devices that match the device type.

bool LogiledSetLightingForTargetZone(LogilLed: :DeviceType deviceType, int zone, int
redPercentage, int greenPercentage, int bluePercentage);

Parameters
e deviceType: one of the device types from the enum DeviceType:
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o Keyboard = 0x0,
O Mouse = 0x3,
O Mousemat = 0x4,
O Headset = 0x8,
O Speaker = Oxe

e zone: the zone ID to set lighting on. (For device zone IDs, consult “Features of lighting-capable
Logitech Gaming devices”)

e redPercentage: amount of red. Range is 0 to 100.

e greenPercentage: amount of green. Range is 0 to 100.

e DbluePercentage: amount of blue. Range is 0 to 100.

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called or if the connection with Logitech
Gaming Software was lost.

Example
LogilLedInit();

LogilLedSetTargetDevice(LOGI_DEVICETYPE_ALL);

// From now on the calls to LED SDK will affect all devices.
// Set all devices to be black

LogilLedSetLighting(e, 0, 0);

// Set zone @ on headsets to red
LogilLedSetLightingForTargetZone(LogilLed: :DeviceType: :Headset, 0, 100, 0, 0);

// Set zone 1 on headsets to blue
LogilLedSetLightingForTargetZone(LogilLed: :DeviceType: :Headset, 1, 0, 0, 100);

LogilLedSetTargetDevice(LOGI_DEVICETYPE_RGB);

// From now on the calls to LED SDK will only affect RGB devices, not per-key.
// Set zone 3 on RGB keyboards to white
LogilLedSetLightingForTargetZone(LogilLed: :DeviceType: :Keyboard, 3, 100, 100, 100);

// Set zone @ on mice to green
LogilLedSetLightingForTargetZone(LogilLed: :DeviceType: :Mouse, 0, 0, 100, 9);

LogilLedShutDown();

Remarks
This function will only affect devices with Zonal Lighting. This excludes keyboards with single key RGB
support. Additionally, setting a zone will affect all connected devices of specified type.

LogiLedRestoreLighting

The LogiLedRestoreLighting() function restores the last saved lighting. It should be called after a
temporary effect is finished. For example if flashing a red warning sign for a few seconds, you would call
this function right after the warning effect is finished.

On per-key backlighting supporting devices, this function will restore the saved state for each key.
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bool LogiledRestoreLighting();

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn’t been called or if the connection with Logitech
Gaming Software was lost.

LogiLedFlashLighting
The LogilLedFlashLighting() function saves the current lighting, plays the flashing effect on the
targeted devices and, finally, restores the saved lighting.

bool LogiledFlashLighting(int redPercentage, int greenPercentage, int bluePercentage, int
milliSecondsDuration, int milliSecondsInterval);

Parameters
e redPercentage: amount of red. Range is 0 to 100.

e greenPercentage: amount of green. Range is 0 to 100.

e DbluePercentage: amount of blue. Range is 0 to 100.

¢ milliSecondsDuration : duration of the effect in milliseconds, this parameter can be set to
LOGI_LED DURATION_INFINITE to make the effect run until stopped through
LogiLedStopEffects()

¢ milliSecondsinterval : duration of the flashing interval in milliseconds

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called, if the connection with Logitech Gaming
Software was lost or if another effect is currently running.

LogiLedPulseLighting
The LogilLedPulseLighting() function saves the current lighting, plays the pulsing effect on the
targeted devices and, finally, restores the saved lighting.

bool LogilLedPulseLighting(int redPercentage, int greenPercentage, int bluePercentage, int
milliSecondsDuration, int milliSecondsInterval);

Parameters
e redPercentage: amount of red. Range is 0 to 100.

e greenPercentage: amount of green. Range is 0 to 100.

e DbluePercentage: amount of blue. Range is 0 to 100.

¢ milliSecondsDuration : duration of the effect in milliseconds, this parameter can be set to
LOGI_LED DURATION_INFINITE to make the effect run until stopped through
LogiLedStopEffects()

¢ milliSecondsinterval : duration of the flashing interval in milliseconds

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called, if the connection with Logitech Gaming
Software was lost or if another effect is currently running.
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LogiLedStopEffects
The LogilLedStopEffects() function stops any of the presets effects (started from LogilLedFlashLighting
or LogiLedPulseLighting).

Logitech Gaming LED SDK

bool LogiledStopEffects();

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called or if the connection with Logitech
Gaming Software was lost.

LogiLedSetLightingFromBitmap
The LogiLedSetLightingFromBitmap() function, sets the array of bytes passed as parameter as colors
to per-key backlighting featured connected devices.

bool LogiledSetLightingFromBitmap(unsigned char bitmap[]);

Parameters

e bitmap: a unsigned char array containing the colors to assign to each key on the per-lighting
device connected. The size required for this bitmap is defined by LOGI_LED BITMAP_SIZE

The array of pixels is organized as a rectangular area, 21x6, representing the keys on the device. Each

color is represented by four consecutive bytes (RGBA).

Here is a graphical representation of the bitmap array:

byte 0-3 byte 4-7 byte 8-11 byte 72-75 byte 76-79 byte 80-83
ESC F1 F2 NULL NULL NULL
byte 84-87 byte 88-91 byte 92-95 byte 156-159 | byte 160-163 | pyte 164-167
' 1 2 / * -
byte 420-423 | byte 424-427 | byte 428-431 byte 492-495 | byte 496-499 | byte 500-504
CTRL WIN ALT NUMO ./DEL NULL
A full mapping of the bitmap array is as follows for US layout:
Key Bytes Key Bytes Key Bytes
ESC 0-3 NUM_ASTERISK |160-163 ENTER 304-307
F1 4-7 NUM_MINUS 164-167 NUM_FOUR 320-323
F2 8-11 TAB 168-171 NUM_FIVE 324-327
F3 12-15 Q 172-175 NUM_SIX 328-331
F4 16-19 w 176-179 LEFT_SHIFT 336-339
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F5 20-23 E 180-183 Z 344-347
F6 24-27 R 184-187 X 348-351
F7 28-31 T 188-191 C 352-355
F8 32-35 Y 192-195 v 356-359
F9 36-39 u 196-199 B 360-363
F10 40-43 I 200-203 N 364-367
Fi1 44-47 0 204-207 M 368-371
F12 48-51 p 208-211 COMMA 372-375
PRINT SCREEN | 52-55 | | OPEN_BRACKET |212-215 PERIOD 376-379
SCROLL LOCK | 56-59 | | CLOSE_BRACKET |216-219| | FORWARD_SLASH |380-383
PAUSE BREAK | 60-63 BACKSLASH  |220-223| | RIGHT SHIFT |388-391
TILDE 84-87 | |KEYBOARD_DELETE |224-227 ARROW_UP | 396-399
ONE 88-91 END 228-231 NUM_ONE  |404-407
TWO 92-95 PAGE DOWN  |232-235 NUM_TWO | 408-411
THREE 96-99 NUM_SEVEN  |236-239 NUM_THREE  |412-415
FOUR 100-103 NUM_EIGHT | 240-243 NUM_ENTER  |416-419
FIVE 104-107 NUM_NINE  |244-247| | LEFT CONTROL |420-423
SIX 108-111 NUM_PLUS  |248-251| | LEFT WINDOWS | 424-427
SEVEN 112-115 CAPS_LOCK | 252-255 LEFT ALT | 428-431
EIGHT 116-119 A 256-259 SPACE 440-443
NINE 120-123 S 260-263 RIGHT ALT | 464-467
ZERO 124-127 D 264-267 | | RIGHT WINDOWS |468-471
MINUS 128-131 F 268-271| | APPLICATION_  |472-475
EQUALS 132-135 G 272-275 SELECT
BACKSPACE  |136-139 H 276-279| | RIGHT_CONTROL |476-479
INSERT 140-143 ] 280-283 ARROW_LEFT | 480-483
HOME 144-147 K 284-287| | ARROW_DOWN |484-487
PAGE_UP 148-151 L 288-291| | ARROW_RIGHT |488-431
NUM_LOCK  |152-155 SEMICOLON | 292-295 NUM_ZERO  |492-495
NUM_SLASH  |156-159| | APOSTROPHE |296-299 NUM_PERIOD | 496-499

32 bit values are stored in 4 consecutive bytes that represent the RGB color values for that pixel.

These values use the same top left to bottom right raster style transform to the flat character array with
the exception that each pixel value is specified using 4 consecutive bytes. The illustration below shows
the data arrangement for these RGB quads.
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ESC F1 Enter
Alpha Channel
Red G . A G . Al = A
e

Pixel Array

,_:P

Green

Blue

Each of the bytes in the RGB quad specify the intensity of the given color. The value ranges from 0 (the
darkest color value) to 255 (brightest color value).

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn’t been called or if the connection with Logitech
Gaming Software was lost.

Remarks

The array passed in has to be allocated by the caller of the size LOGI_LED BITMAP_SIZE. If the array is
smaller, the function will apply the effect to a smaller portion of the keyboard and set everything else to
black. If the array is bigger, the remaining part will be ignored. To create partial bitmaps and update only
parts of the keyboard, set the alpha channel for the keys to ignore to 0. This will allow to update just
portion of the keyboard, without overriding the other keys.

LogiLedExcludeKeysFromBitmap

The LogiLedExcludeKeysFromBitmap() function sets a list of keys, defined by keynames to be
ignored when calling the function LogiLedSetLightingFromBitmap. This is useful when creating effects on
the bitmap during gameplay loop, but still wanting to set some keys on top of that using the
LogiLedSetLightingFromKeyName.

bool LogilLedExcludeKeysFromBitmap(LogilLed: :KeyName *keyList, int listCount);

Parameters
e keylist: A preallocated array of LogiLed::KeyName(s) to be excluded when calling

LogiLedSetLightingFromBitmap
e listCount: the number of items in the list KeyList

LogiLedSetLightingForKeyWithScanCode

The LogilLedSetLightingForKeyWithScanCode() function sets the key identified by the scancode
passed as parameter to the desired color. This function only affects per-key backlighting featured
connected devices.

bool LogiledSetLightingForKeyWithScanCode(int keyCode, int redPercentage, int
greenPercentage, int bluePercentage);

Parameters
e keyCode: the scan-code of the key to set
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e redPercentage: amount of red. Range is 0 to 100.
e greenPercentage: amount of green. Range is 0 to 100.
e DbluePercentage: amount of blue. Range is 0 to 100.

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called or if the connection with Logitech
Gaming Software was lost.

LogiLedSetLightingForKeyWithHidCode

The LogilLedSetLightingForKeyWithHidCode() function sets the key identified by the hid code
passed as parameter to the desired color. This function only affects per-key backlighting featured
connected devices.

bool LogiledSetLightingForKeyWithHidCode(int keyCode, int redPercentage, int
greenPercentage, int bluePercentage);

Parameters
e keyCode: the hid-code of the key to set

e redPercentage: amount of red. Range is 0 to 100.
e greenPercentage: amount of green. Range is 0 to 100.
e bluePercentage: amount of blue. Range is 0 to 100.

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn’t been called or if the connection with Logitech
Gaming Software was lost.

LogiLedSetLightingForKeyWithQuartzCode

The LogilLedSetLightingForKeyWithQuartzCode() function sets the key identified by the quartz code
passed as parameter to the desired color. This function only affects per-key backlighting featured
connected devices.

bool LogiledSetLightingForKeyWithQuartzCode(int keyCode, int redPercentage, int
greenPercentage, int bluePercentage);

Parameters
e keyCode: the quartz-code of the key to set

e redPercentage: amount of red. Range is 0 to 100.
o greenPercentage: amount of green. Range is 0 to 100.
e bluePercentage: amount of blue. Range is 0 to 100.

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn’t been called or if the connection with Logitech
Gaming Software was lost.
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LogiLedSetLightingForKeyWithKeyName

The LogilLedSetLightingForKeyWithKeyName() function sets the key identified by the code passed
as parameter to the desired color. This function only affects per-key backlighting featured connected
devices.

bool LogiledSetLightingForKeyWithKeyName(LogilLed: :KeyName keyCode, int redPercentage, int
greenPercentage, int bluePercentage);

Parameters
¢ keyCode: one of the key codes from the enum KeyName:
. ESC = ox01,
. F1 = 0x3b,
. F2 = 0x3c,
. F3 = @x3d,
. F4 = Ox3e,
. F5 = ox3f,
. F6 = Ox40,
. F7 = ox41,
o F8 = ox42,
° F9 = 0x43,
i Flo = Ox44,
. F11 = Ox57,
. F12 = 0x58,
. PRINT_SCREEN = 0x137,
o SCROLL_LOCK = 0x46,
. PAUSE_BREAK = 0x45,
° TILDE = 0x29,
. ONE = 0x02,
. TWO = 0x03,
. THREE = Ox04,
o FOUR = Ox05,
. FIVE = Ox06,
. SIX = 0x07,
. SEVEN = 0x08,
. EIGHT = 0x09,
. NINE = OXOA,
. ZERO = Ox0B,
. MINUS = 0xeC,
. EQUALS = oxeD,
. BACKSPACE = OXOE,
. INSERT = 0x152,
. HOME = 0x147,
. PAGE_UP = 0x149,
. NUM_LOCK = 0x145,
. NUM_SLASH = 0x135,
. NUM_ASTERISK = 0x37,
. NUM_MINUS = Ox4A,
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TAB = OXOF,
Q = 0x19,
W = ox11,
E = ox12,
R = 0x13,
T = 0x14,
Y = 0x15,
U = 0x16,
I = ox17,
0 = 0x18,
P = 0x19,
OPEN_BRACKET = Ox1A,
CLOSE_BRACKET = Ox1B,
BACKSLASH = Ox2B,
KEYBOARD_DELETE = 0x153,
END = Ox14F,
PAGE_DOWN = 0x151,
NUM_SEVEN = 0x47,
NUM_EIGHT = 0x48,
NUM_NINE = 0x49,
NUM_PLUS = Ox4E,
CAPS_LOCK = Ox3A,
A = Ox1E,
S = Ox1F,
D = 0x20,
F = ox21,
G = 0x22,
H = 0x23,
J = 0x24,
K = 0x25,
L = 0x26,
SEMICOLON = 0x27,
APOSTROPHE = 0x28,
ENTER = 0x1C,
NUM_FOUR = Ox4B,
NUM_FIVE = Ox4C,
NUM_SIX = 0x4D,
LEFT_SHIFT = Ox2A,
z = 0x2C,
X = 0x2D,
C = OX2E,
\Y = Ox2F,
B = 0x30,
N = 0x31,
M = 0x32,
COMMA = 0x33,
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. PERIOD = 0x34,

. FORWARD_SLASH = 0x35,

. RIGHT SHIFT = 0x36,

. ARROW_UP = 0x148,
. NUM_ONE = OX4F,

. NUM_TWO = 0x50,

. NUM_THREE = 0x51,

. NUM_ENTER = ox11C,
. LEFT_CONTROL = ox1D,

. LEFT_WINDOWS = 0x158,
. LEFT_ALT = 0x38,

. SPACE = 0x39,

. RIGHT_ALT = 0x138,
. RIGHT _WINDOWS = 0x15C,
. APPLICATION SELECT = @x15D,
. RIGHT _CONTROL = 0x11D,
. ARROW_LEFT = 0x14B,
. ARROW_DOWN = 0x150,
. ARROW_RIGHT = 0x14D,
. NUM_ZERO = 0x52,

. NUM_PERIOD = 0x53,

. G 1 = OXFFF1,
. G2 = OXFFF2,
. G 3 = OXFFF3,
. G 4 = OXFFF4,
. G_5 = OXFFF5,
. G 6 = OXFFF6,
. G 7 = OXFFF7,
. G 8 = OXFFF8,
. G 9 = OXFFF9,
. G_LOGO = OXFFFF1,
. G_BADGE = OXFFFF2

e redPercentage: amount of red. Range is 0 to 100.
e greenPercentage: amount of green. Range is 0 to 100.
e DbluePercentage: amount of blue. Range is 0 to 100.

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn’t been called or if the connection with Logitech
Gaming Software was lost.
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LogiLedSaveLightingForKey

The LogilLedSaveLightingForKey() function saves the current color on the keycode passed as
argument. Use this function with the LogiLedRestoreLightingForKey to preserve the state of a key before
applying any effect.

This function only applies to device of the family LOGI_DEVICETYPE_PERKEY_RGB.

bool LogiledSavelLightingForKey(LogilLed: :KeyName keyName)

Parameters
e keyName: The key to save the color for. A value from the LogiLed::KeyName enum.

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn’t been called or if the connection with Logitech
Gaming Software was lost.

LogiLedRestoreLightingForKey

The LogiLedRestoreLightingForKey() function restores the saved color on the keycode passed as
argument. Use this function with the LogiLedSaveLightingForKey to preserve the state of a key before
applying any effect.

This function only applies to device of the family LOGI_DEVICETYPE_PERKEY_RGB.

bool LogiledRestoreLightingForKey(LogilLed: :KeyName keyName)

Parameters
o keyName: The key to restore the color on. A value from the LogiLed::KeyName enum.

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called or if the connection with Logitech
Gaming Software was lost.

LogiLedFlashSingleKey

The LogiLedFlashSingleKey() function starts a flashing effect on the key passed as parameter. The
key will be flashing with an interval as defined by mslnterval for msDuration milliseconds, alternating the
color passed in as parameter and black. This function only applies to device of the family
LOGI_DEVICETYPE_PERKEY_RGB.

bool LogiledFlashSingleKey(Logiled: :KeyName keyName, int redPercentage, int
greenPercentage, int bluePercentage, int msDuration, int msInterval)

Parameters
e keyName: The key to restore the color on. A value from the LogiLed::KeyName enum.

e redPercentage : amount of red in the active color of the flash effect. Range is 0 to 100.

e greenPercentage : amount of green in the active color of the flash effect. Range is 0 to 100.

e bluePercentage : amount of blue in the active color of the flash effect. Range is 0 to 100.

e msDuration : duration in milliseconds of the effect on the single key. This parameter can be set
to LOGI_LED_DURATION_ INFINITE to make the effect run until stopped through
LogiLedStopEffects() or LogiLedStopEffectsOnKey()
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Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called or if the connection with Logitech
Gaming Software was lost.

LogiLedPulseSingleKey

The LogiLedPulseSingleKey() function starts a pulsing effect on the key passed as parameter. The key
will be pulsing with from start color to finish color for msDuration milliseconds. This function only applies
to device of the family LOGI_DEVICETYPE_PERKEY_RGB.

bool LogiledPulseSingleKey(Logiled::KeyName keyName, int startRedPercentage, int
startGreenPercentage, int startBluePercentage, int finishRedPercentage, int
finishGreenPercentage, int finishBluePercentage, int msDuration, bool isInfinite);

Parameters
o keyName: The key to restore the color on. A value from the LogiLed::KeyName enum.

e startRedPercentage: amount of red in the start color of the pulse effect. Range is 0 to 100.

e startGreenPercentage: amount of green in the start color of the pulse effect. Range is 0 to 100.

e startBluePercentage: amount of blue in the start color of the pulse effect. Range is 0 to 100.

o finishRedPercentage amount of red in the finish color of the pulse effect. Range is 0 to 100.

e finishGreenPercentage: amount of green in the finish color of the pulse effect. Range is 0 to 100.

o finishBluePercentage: amount of blue in the finish color of the pulse effect. Range is 0 to 100.

e msDuration: duration in milliseconds of the effect on the single key.

e isInfinite : if this is set to true the effect will loop infinitely until stopped with a called to
LogiLedStopEffects() or LogiLedStopEffectsOnKey()

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn't been called or if the connection with Logitech
Gaming Software was lost.

LogiLedStopEffectsOnKey
The LogilLedStopEffectsOnKey() function stops any ongoing effect on the key passed in as parameter.
This function only applies to device of the family LOGI_DEVICETYPE_PERKEY_RGB.

bool LogiledStopEffectsOnKey(Logiled: :KeyName keyName);

Parameters
o keyName: The key to stop the effects on. A value from the LogiLed::KeyName enum.

Return value

If the function succeeds, it returns true. Otherwise false.

The function will return false if LogiLedInit() hasn’t been called or if the connection with Logitech
Gaming Software was lost.

LogiLedShutdown

The LogiLedShutdown() function restores the last saved lighting and frees memory used by the SDK.

void LogilLedShutdown();
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End-User License Agreement for Logitech Gaming LED SDK

THIS END-USER LICENSE AGREEMENT FOR LOGITECH GAMING LED SDK

(“AGREEMENT”) IS A LEGAL AGREEMENT BETWEEN YOU, EITHER AN INDIVIDUAL OR
LEGAL ENTITY (“YOU”) AND LOGITECH EUROPE S.A. (“LOGITECH”) FOR USE OF THE
LOGITECH GAMING LED SOFTWARE DEVELOPMENT KIT, WHICH INCLUDES COMPUTER
SOFTWARE AND RELATED MEDIA AND DOCUMENTATION (HEREINAFTER “SDK”). BY
DOWNLOADING, INSTALLING, OR OTHERWISE USING THIS SDK, YOU ARE AGREEING
TO BE BOUND BY THE TERMS AND CONDITIONS OF THIS AGREEMENT. IF YOU DO
NOT AGREE TO THE TERMS AND CONDITIONS OF THIS AGREEMENT, THEN YOU
MUST STOP USING THE SDK AND DESTROY ANY COPIES OF THE SDK IN YOUR
POSSESSION OR CONTROL.

1

License Grant. Subject to the terms and conditions contained in this Agreement, Logitech grants
You a limited, non-exclusive, royalty-free, non-transferable, non-sublicensable, world-wide,
revocable license to: (i) install and use an unlimited number of copies of the SDK on Your computers
solely for incorporation of the SDK into Your program or software (“Developer Software”) and (ii) to
distribute the SDK to an end user solely as part of the Developer Software. No other license under
any patent, copyright, trade secret, trademark or other intellectual property right is granted to or
conferred upon You by this Agreement. All other rights are reserved to Logitech.

Restrictions. When using the SDK, You shall not:

(a) reproduce incomplete copies of the SDK;

(b) distribute the SDK as a stand-alone product or make the SDK available for download via
Your website or a third party’s website;

() modify the SDK or alter any copyright, trademark, or legal notice contained in the SDK;

(d) include the SDK in malicious, deceptive, or unlawful programs or applications; and

(e) reverse engineer, decompile or disassemble any portion of the SDK, except and only to
the extent that this limitation is expressly prohibited by applicable law.

Feedback. At Your option, You may provide reasonable feedback to Logitech, including but not
limited to usability, bug reports and test results, with respect to the SDK. All bug reports, test results
and other feedback provided to Logitech by You shall be the property of Logitech and may be used
by Logitech for any purpose.

Automatic Updates. Logitech is not obligated to provide technical support or updates to You for
the SDK provided to You pursuant to this Agreement. However, Logitech may, in its sole discretion,
provide further pre-release versions, technical support, updates and/or supplements (“Updates™) to
You without providing any additional notice or receiving any additional consent, in which case such
Updates shall be deemed to be included in the “SDK” and shall be governed by this Agreement,
unless other terms of use are provided in writing by Logitech with such Updates.

Ownership. The SDK is licensed, not sold, to You for use only under the terms and conditions of
this Agreement. Logitech retain all right, title, and interest, in and to the SDK and all intellectual
property rights therein. The SDK is protected by intellectual property laws and international treaties,
including U.S. copyright law and international copyright treaties. All rights not expressly granted by
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Logitech are reserved.

Indemnification. You agree to defend, indemnify and hold harmless Logitech and its
shareholders, directors, officers, employees and agents (collectively, the “Indemnified Party”) against
any and all losses, liabilities, damages, claims, administrative actions, costs of litigation and
attorney’s fees as may be incurred in defending any civil, criminal, or administrative action brought
against the Indemnified Party that may arise or result from (i) Your breach or alleged breach of any
provision of this EULA; (ii) third party claims that the Developer Software incorporated with the
SDK infringes or misappropriates intellectual property rights of a third party; or (iii) Your failure to
comply with any applicable federal, state or local law, regulations in the performance of its
obligations under this Agreement.

Disclaimer of Warranty. TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE
LAW, LOGITECH PROVIDE THE SDK (IF ANY) “AS IS,” WITH ALL FAULTS AND
WITHOUT WARRANTY OF ANY KIND. LOGITECH EXPRESSLY DISCLAIMS ALL
WARRANTIES, EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE
AND NONINFRINGEMENT OF THIRD-PARTY RIGHTS WITH RESPECT TO THE SDK AND
ANY WARRANTIES OF NON-INTERFERENCE OR ACCURACY OF INFORMATIONAL
CONTENT. LOGITECH DOES NOT WARRANT AGAINST INTERFERENCE WITH YOUR
ENJOYMENT OF THE SDK, THAT THE FUNCTIONS CONTAINED IN THE SDK WILL MEET
YOUR REQUIREMENTS, THAT THE OPERATION OF THE SDK OR SERVICES WILL BE
UNINTERRUPTED OR ERROR-FREE, OR THAT DEFECTS IN THE SDK OR SERVICES WILL
BE CORRECTED. NO LOGITECH AGENT, OR EMPLOYEE IS AUTHORIZED TO MAKE ANY
MODIFICATION, EXTENSION, OR ADDITION TO THIS WARRANTY. Some jurisdictions,
such as New Jersey, do not allow exclusions of implied warranties or limitations on applicable
statutory rights of consumers, so the above exclusions and limitations do not apply in New Jersey and
may not apply to You.

Limitation of Liability. IN NO EVENT WILL LOGITECH OR ITS LICENSORS BE LIABLE
FOR ANY COSTS OF PROCUREMENT OF SUBSTITUTE PRODUCTS OR SERVICES, LOST
PROFITS, LOSS OF INFORMATION OR DATA, OR ANY OTHER SPECIAL, INDIRECT,
CONSEQUENTIAL, OR INCIDENTAL DAMAGES ARISING IN ANY WAY OUT OF THE
SALE OF, USE OF, OR INABILITY TO USE THE SDK OR ANY LOGITECH PRODUCT OR
SERVICE, EVEN IF LOGITECH HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES. IN NO CASE SHALL LOGITECH'S TOTAL LIABILITY EXCEED THE ACTUAL
MONEY PAID FOR THE SDK GIVING RISE TO THE LIABILITY. The foregoing limitations
will apply even if the above stated remedy fails of its essential purpose. Some jurisdictions, such as
New Jersey, do not allow the exclusion or limitation of incidental or consequential damages, so the
above limitation or exclusion may not apply in New Jersey and may not apply to You. The above
limitations will not apply in case of personal injury where and to the extent that applicable law
requires such liability.

SDK Limitations. THE SDK IS NOT INTENDED FOR USE IN THE OPERATIONS OF
NUCLEAR FACILITIES, AIRCRAFT NAVIGATION OR COMMUNICATION SYSTEMS, AIR
TRAFFIC CONTROL SYSTEMS, MEDICAL DEVICES OR OTHER EQUIPMENT IN WHICH
THE FAILURE OF THE SDK COULD LEAD TO DEATH, PERSONAL INJURY, OR SEVERE
PHYSICAL OR ENVIRONMENTAL DAMAGE. YOU ACKNOWLEDGE THAT THE SDK IS
NOT CERTIFIED FOR EMERGENCY PURPOSE AND SHOULD NOT BE USED FOR THIS
PURPOSE. LOGITECH DOES NOT MONITOR EMERGENCY NOTIFICATIONS, AND IS NOT
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RESPONSIBLE FOR DISPATCHING EMERGENCY SERVICES TO YOUR HOME.

U.S. Government Rights. Use, duplication, or disclosure of the software contained in the SDK
by the U.S. Government is subject to restrictions set forth in this Agreement and as provided in
DFARS 227.7202-1(a) and 227.7202-3(a) (1995), DFARS 252.227-7013(c)(1)(ii) (OCT 1988) FAR
12.212(a) (1995), FAR 52.227-19, or FAR 52.227-14 (ALT III), as applicable. Logitech Inc. 7600
Gateway Blvd, Newark, CA 94560.

Export Law Assurances. You agree and certify that neither the SDK nor any other technical
data received from Logitech will be exported outside the United States except as authorized and as
permitted by the laws and regulations of the United States. If You have rightfully obtained the SDK
outside of the United States, You agree that You will not re-export the SDK nor any other technical
data received from Logitech, except as permitted by the laws and regulations of the United States and
the laws and regulations of the jurisdiction in which You obtained the SDK.

Termination. This Agreement is effective until terminated. Upon any violation of any of the
provisions of this Agreement, Your rights to use the Logitech SDK shall automatically terminate and
all copies of the SDK destroyed. You may also terminate this Agreement at any time by destroying all
copies of the SDK in Your possession or control. If Logitech makes a request via public
announcement or press release to stop using the copies of the SDK, You will comply immediately
with this request. The provisions of paragraphs 5, 6, 7, 8, 9, 12, 13, 14, and 15 will survive any
termination of this Agreement.

Agents and Third Party Purchasers. If You are downloading the SDK on behalf of another
person or entity, You represent and warrant that you have the authority to bind the party or entity for
which You are downloading the SDK to the terms and conditions of this Agreement. You represent
that You are of sufficient legal age in Your jurisdiction to use or access the SDK and to enter into this
Agreement.

Controlling Law; Severability. If You are in the U.S.A., this Agreement will be exclusively
governed by and construed in accordance with the laws of the United States and the State of
California, without regard to or application of its choice of law rules or principles. If You reside
outside the U.S.A., this Agreement will be exclusively governed by the laws of Switzerland. If any
provision of this Agreement is found to be invalid, the parties agree nevertheless that the parties’
intentions as reflected in the provision, and the other provisions of this Agreement shall remain in full
force and effect.

Entire Agreement; Governing Language. This Agreement sets forth the entire agreement
between You and Logitech and supersedes all prior agreements, written or oral, with respect to the
SDK. Any translation of this Agreement is done for local requirements and in the event of an
inconsistency between the English and any non-English version, the English version of this
Agreement will govern.

ADDITIONAL INFORMATION FOR MAC OS ONLY
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ADDITIONAL TERMS FOR MAC APPLICATION SOFTWARE
If Yu are using the SDK on any Mac Device, in addition to the above, the following terms and conditions also apply to
Your use of the SDK:

A. Acknowledgement. The terms and conditions of this Agreement are concluded between You and Logitech
only, and not with Apple, Inc. (“Apple”). In addition, Logitech, not Apple, is solely responsible for the SDK and the
content thereof. You agree to comply with any applicable third party terms of agreement when using the SDK. You
and Logitech acknowledge and agree that Apple, and Apple’s subsidiaries, are third party beneficiaries of this
Agreement, and that, upon Your acceptance of the terms and conditions of this Agreement, Apple will have the right
(and will be deemed to have accepted the right) to enforce this Agreement against You as a third party beneficiary
thereof.

B. Maintenance and Support. You and Logitech acknowledge that Apple has no obligation whatsoever to
furnish any maintenance and support services with respect to the SDK.
C. Warranty. To the maximum extent permitted by applicable law, Apple will have no warranty obligation

whatsoever with respect to the SDK, and any other claims, losses, liabilities, damages, costs or expenses attributable
to any failure to conform to any warranty will be Logitech’s sole responsibility.

D. Product Claims. You and Logitech acknowledge that in the event of any third party claim that the SDK or
Your possession and use of the SDK infringes that third party’s intellectual property rights, Logitech, not Apple, will be
solely responsible for the investigation, defense, settlement and discharge of any such intellectual property
infringement claim.

E. Intellectual Property Rights. Logitech, not Apple, is responsible for addressing any claims of the end-user or
any third party relating to the SDK or Your possession and/or use of that SDK, including, but not limited to: (i) product
liability claims; (ii) any claim that the SDK fails to conform to any applicable legal or regulatory requirement; and (iii)
claims arising under consumer protection or similar legislation.

F. Legal Compliance. You represent and warrant that (i) You are not located in a country that is subject to a
U.S. Government embargo, or that has been designated by the U.S. Government as a “terrorist supporting” country;
and (ii) You are not listed on any U.S. Government list of prohibited or restricted parties.

If You have questions, complaints or claims regarding the SDK, please direct them to devtechsupport@logitech.com.
Logitech Europe S.A.’s address is Quartier de I'lnnovation, Daniel Borel Innovation Center, CH-1015 Lausanne,
Switzerland.
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