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M A I N  P A G E
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OWN

PLAY  BACKWARD

PLAY  FORWARD

RECORDER

TOGGLE W
EIG

HT /  H
ARM

R A N D O M I Z E  N O T E S

R A N D O M I Z E  A C C E N T

R A N D O M I Z E  G A T E

R A N D O M I Z E  O C T A V E

H O L D  ·  S W I N G  O F F S E T  O C T A V E

H O L D  ·  A C C E N T  G A T E  D I V I S I O N

T O G G L E S  M A I N  /  S L O T S  V I E W

G E N E R A T E  P A T T E R N

T Y P E
S E T   1  –  1 6

D E N S I T Y
S E T   1  –  1 6

L E N G T H
S E T    H O L D  ·  E D I T

K E Y B O A R D
S E T  R O O T  N O T E

1 P L A Y I N G  S T E P 2 R O O T  N O T E 3 P R E S S  B O T H  ·  R E S E T 4 P R E S S  B O T H  ·  P E N D U L U M
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A C C E N T   ·   G A T E   ·   B E A T  D I V I S I O N

1

1

1

H O L D  ·  M O M E N T A R Y

A C C E N T
S E T   0  –  1 0 0  %

G A T E
S E T   0  –  2 0 0  %

B E A T  D I V I S I O N
S E T   1  …  1 / 6 4

K E Y B O A R D
S T I L L  P L A Y S  N O T E S

1 S E L E C T E D  V A L U E

E A C H  B A N D  F I L L S  U P  T O  I T S  V A L U E
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S W I N G   ·   O F F S E T   ·   O C T A V E
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OWN

OFFSET −

OFFSET  +

S T I N G  V O I C E  R A N D O M  T O G G L E

C H O R D S  V O I C E  R A N D O M  T O G G L E

B A S S  V O I C E  R A N D O M  T O G G L E

H O L D  ·  M O M E N T A R Y

T Y P E
U N C H A N G E D

D E N S I T Y
U N C H A N G E D

S W I N G
S E T   0  –  1 0 0  %

K E Y B O A R D
U N C H A N G E D

1 S E L E C T E D  V A L U E 2 P R E S S  B O T H  ·  R E S E T  O F F S E T 3 P R E S S  B O T H  ·  R E S E T  O C T A V E
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C O U N T E R P O I N T   ·   W E I G H T  /  H A R M
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KEYS ·  W
EIG

HT /  H
ARM

M U T E  S T I N G  A

M U T E  S T I N G  B

M U T E  C H O R D S

M U T E  B A S S

H O L D  ·  S W I N G  O F F S E T  O C T A V E

S W I N G  H E L D  ·  V O I C E  R A N D O M  T O G G L E S

S T I N G

C H O R D S

B A S S

N O T  U S E D

W E I G H T
S E T   1  –  1 6

H A R M
S E T   1  –  1 6

L E N G T H
U N C H A N G E D

K E Y B O A R D
U N C H A N G E D

1 S E L E C T E D  V A L U E 2 G R E E N  ·  V O I C E  P L A Y S 3 R E D  ·  V O I C E  M U T E D 4 S W I N G
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S T E P  E D I T

H O L D  A  S T E P  I N  T H E  L E N G T H  R O W S  T O  O P E N  T H I S  P A G E  ·  M O M E N T A R Y

V E L O C I T Y
L O W   M I D   H I G H

G A T E
S H O R T   M I D   L O N G

O C T A V E
- 1    0    + 1    + 2

C P  V O I C E
S T I N G   C H O R D S   B A S S

S T E P S
H O L D  S T E P  ·  E D I T

S T E P  N O T E
C H A N G E  N O T E
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S L O T S  P A G E
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RECORDER

CHAIN
 STEPS:  BAR /  END

H O L D  +  P R E S S  S L O T  ·  S T O R E

H O L D  +  P R E S S  2  S L O T S  ·  C O P Y

H O L D  +  P R E S S  S L O T  ·  D E L E T E

H O L D  +  P R E S S  S L O T S  ·  C H A I N

H O L D  ·  S W I N G  O F F S E T  O C T A V E

H O L D  ·  A C C E N T  G A T E  D I V I S I O N

T O G G L E S  M A I N  /  S L O T S  V I E W

G E N E R A T E  P A T T E R N

B A N K S
P I C K  B A N K

S L O T S
L O A D  S L O T

L E N G T H
U N C H A N G E D

K E Y B O A R D
U N C H A N G E D

1 S E L E C T E D  B A N K 2 F U L L  S L O T 3 P L A Y I N G  S L O T

M O D I F I E R S  L I G H T  B R I G H T  W H I L E  H E L D
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R E C O R D E R

P R E S S   ·   N E X T  S T A T E
W H I L E  T H E  H O S T  I S  P L A Y I N G

H O L D   ·   E R A S E  T H E  R E C O R D I N G
A L S O  W O R K S  W H I L E  S T O P P E D

S E S S I O N  L E D

E M P T Y
S T E A D Y

P R E S S

A R M  R E C O R D
F A S T  B L I N K

N E X T  B A R

R E C O R D I N G
1 / 4 - N O T E  B L I N K

P R E S S

A R M  S T O P
F A S T  B L I N K

N E X T  B A R

S T O P P E D
S T E A D Y

P R E S S

A R M  P L A Y
F A S T  B L I N K

N E X T  B A R

P L A Y I N G
1 / 4 - N O T E  B L I N K

E A C H  P R E S S  A R M S  T H E  N E X T  S T A T E   ·   I T  S T A R T S  O N  T H E  N E X T  B A R

H O L D  A T  A N Y  T I M E   ·   E R A S E  A N D  G O  B A C K  T O  E M P T Y

L A U N C H P A D  P R O

R E C O R D
P R E S S  ·  R E C O R D      H O L D  ·  E R A S E

P L A Y
P R E S S  ·  P L A Y  O R  S T O P
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M I D I  M O N I T O R I N G  N O T E S

If the pads trigger twice, notes double or stick, or the LEDs flicker and fight,

the DAW is most likely echoing the Launchpad back into Sting.

Sting opens the Launchpad ports itself and drives the pads in Programmer mode.

If the same port is also the input of the Sting track and monitoring is set to

In or Auto, every pad press comes straight back and loops.

Setting monitoring to Off on the Sting track clears this up. In Ableton Live

that is the In / Auto / Off switch, in Bitwig the Monitor button, and other

DAWs call it Input Monitoring. Auto still echoes, so Off is the one to pick.

It also helps to leave the Launchpad unselected as a control surface or

controller script in the DAW, since one program at a time drives the pads.

On Windows and Linux this matters a little more than on macOS. Those systems

hand a MIDI port to one program at a time, so if the DAW is holding the

Launchpad, Sting cannot open it and the pads stay dark or the port reads as

busy. Switching the Launchpad input and output off in the DAW's MIDI device

list, rather than only its monitoring, and restarting Sting sorts it out.

macOS shares ports between programs, so monitoring set to Off is usually all

that is needed there.


