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Special Messages
This manual covers how to use Efx FRAGMENTS, provides a comprehensive look at its
features, and details how to download and activate it. First, some important messages:

Specifications Subject to Change:

The information contained in this manual is correct at the time of printing. However, Arturia
reserves the right to change or modify any of the specifications or features without notice
or obligation.

IMPORTANT:

The software, when used in combination with an amplifier, headphones or speakers, may
be able to produce sound levels that could cause permanent hearing loss. DO NOT operate
for long periods of time at a high volume or at a level that is uncomfortable.

If you encounter any hearing loss or ringing in your ears, please consult an audiologist.

NOTICE:

Service charges incurred due to lack of knowledge relating to how a function or a feature
works (when the software is operating as designed) are not covered by the manufacturer’s
warranty, and are therefore the owner's responsibility. Please study this manual carefully
and consult your dealer before requesting additional support.



Introduction

Congratulations on your purchase of Efx FRAGMENTS.

Thank you for purchasing Efx FRAGMENTS, an audio effect plug-in crafted to give you an
inspiring and perhaps unpredictable musical journey based on the techniques of granular
synthesis. Often considered an esoteric realm of the geekiest of synth geeks, granular
synthesis is now made approachable, fun, and applicable to any audio track on which you
put the plug in.

Excellence is placed at the heart of every Arturia product, and Efx FRAGMENTS is no
exception. Explore the presets, tweak a few controls, get lost in the features - dive as deeply
as you like.

Be sure to visit the www.arturia.com website for information on all our other inspiring
hardware and software instruments, effects, MIDI controllers, and more. They have become
indispensable tools for many visionary artists around the globe.

Musically yours,

The Arturia team

http://www.arturia.com/
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1. WELCOME TO EFX FRAGMENTS

Thank you for purchasing. Efx FRAGMENTS This plug-in from Arturia lets you apply the
techniques of granular synthesis to any audio track or live input in your computer recording
setup.

Normally, granular synthesis uses built-in samples, like in our software synthesizer
Pigments. Efx FRAGMENTS, however, grabs the audio from a track or input where it is
instantiated in your DAW, brings it into a buffer, and uses it as the raw materials for
soundscapes that can be rhythmic, glitchy, stutter-like, and generally seem like they came
from another dimension.

Efx FRAGMENTS offers features never before seen on similar plug-ins, such as Grain
Quantization options to choose grains according to a rhythmic grid or transient detection.
The benefit is a clear, short path to musically useful results. As with any Arturia product, our
hope is that it widens your creative horizons.

1.1. What Is Granular Synthesis?

Granular synthesis divides a piece of audio — a sample or a section of a digital recording
— into tiny time-slices called grains. The musician decides how these grains are arranged
and then process them further. For example, in Efx FRAGMENTS you can decide how
many grains are extracted from the source audio within a given time frame (the Density
parameter), how long the grains last, and whether this all syncs to your divisions of your
DAW project tempo or free-runs.

You can also pitch-shift the grains, add effects to them directly within the plug-in, and
then control Efx FRAGMENTS’ parameters using a generous amount of real-time modulation
functions.

One way to visualize granular synthesis is via the classic 1971 movie Willy Wonka and
the Chocolate Factory. It includes a scene in a TV studio where the camera vaporizes the
subject, which then turns into millions of little particles that travel onto a TV screen where
they are reconstituted and the subject is miniaturized. Granular synthesis does a similar
thing to audio, except that in between the camera and the TV, you can rearrange, mold, and
alter the particles in numerous ways, resulting in a sonic “image” that’s very different from
what you started with.

You may have also heard people use the term “granular” to mean something like
“approaching a subject or problem in a highly detailed manner.” With Efx FRAGMENTS, the
finest details any audio source can become the basis for an evolving and other-worldly
soundscape or a new beat no one else has thought of.
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1.2. Features of Efx FRAGMENTS

• Three modes for different musical purposes:
2 Classic Mode: The most flexible set of granular synthesis parameters

and options.
2 Texture Mode: Optimized for creating continuous textures and drones.
2 Rhythmic Mode: Optimized for using the grains to create rhythmic

patterns.
• 3-D Visualizer to show you exactly what’s going on with the grains at any given

moment.
• Over 60 Presets encompassing popular and useful granular sound design

techniques, authored by some of the world’s most accomplished synthesists.
• Three function generators that can be used as modulation sources for any

destination.
• Envelope follower and step sequencer that can also modulate any eligible

destination.
• Advanced auto-panner and spatializer with multiple patterns in stereo and

volume domains simultaneously.
• Bit-crusher imparts lo-fi effects upstream of the buffer, including classic

Emulator and Fairlight CMI characters.
• Two “Macros” (Intensity and FX) to control multiple knobs at once.
• Additional FX include multi-filter, distortion, compressor, delay, pitch-shifting

delay, tape echo, reverb, chorus, and flanger.
• Works as AudioUnits, VST, or AAX plug-in for compatibility with your favorite

DAW.

It is our vision that Efx FRAGMENTS makes the sometimes mysterious and esoteric world of
granular audio processing approachable and fun.

With that said, enjoy Efx FRAGMENTS!

� 
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2. ACTIVATION AND FIRST START

2.1. Compatibility

Efx FRAGMENTS works on computers and laptops equipped with Windows 8.1 or later, or
macOS 10.13 or later. It is compatible with the current generation of Apple M1, M1 Pro/Max,
and other Apple Silicon processors. You can use it as an Audio Units, AAX, VST2, or VST3
plug-in within your favorite recording software. Efx FRAGMENTS is a plug-in only and has no
stand-alone mode.

2.2. Download and Install

You can download Efx FRAGMENTS directly from the Arturia Products Page by clicking either
the Buy Now or Get Free Demo options. The free demo is limited to 20 minutes of operation.

If you have not already done so, now is a good time to create an Arturia account by
following the instructions on the My Arturia webpage.

Once you install Efx FRAGMENTS, the next step is to register the software. This is a simple
process that involves a different software program, the Arturia Software Center.

2.2.1. Arturia Software Center (ASC)

If you haven't installed ASC yet, please go to this web page: Arturia Downloads & Manuals.

Look for the Arturia Software Center near the top of the page, and then download the
installer version for the system you’re using (Windows or macOS). ASC is a remote client
for your Arturia account, letting you conveniently manage all your licenses, downloads, and
updates from one place.

After you complete the installation instructions, proceed to do the following:

• Launch the Arturia Software Center (ASC).
• Log into your Arturia account from ASC’s interface.
• Scroll down to the 'My Products' section of ASC.
• Click on the 'Activate' button next to the software you want to start using (in this

case, Efx FRAGMENTS).

It's as simple as that!
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2.3. Working with Plug-ins

Efx FRAGMENTS can be used in all major digital audio workstation (DAW) programs
including Cubase, Digital Performer, Live, Logic, Pro Tools, Studio One, and more. Plug-ins
have numerous advantages over hardware, including:

• You can use as many instances on different tracks as your computer can handle.
• You can automate the plug-in’s settings via your DAW’s automation feature.
• All settings and changes are saved with your DAW project, letting you pick up

right where you left off.

2.3.1. Audio and MIDI Settings

Since Efx FRAGMENTS is a plug-in only, these settings are handled in your recording
software or DAW. They are generally located in some type of Preferences menu, though
each product does things a bit differently. So, consult your recording software’s
documentation for information on how to select your audio interface, active outputs, sample
rate, MIDI ports, project tempo, buffer size, etc.

A note about your DAW’s latency (sample buffer) settings. In general, higher settings mean
a lower CPU load as the computer has fewer interruptions and longer amount of time
to process commands. However, this can result in longer audible latency if, for example,
recording a new track while listening to playback with Efx FRAGMENTS active. On the
contrary, lower settings mean lower latency but higher CPU load. That said, a fast, current
computer should easily be able to run it — even on many tracks at once — with low latency
settings. Of course, this all depends on whatever else is in the project.

Now that you've set up your software, it’s time to explore the glitchy, weird, and wild world
of Efx FRAGMENTS!
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3. UPPER TOOLBAR

This chapter covers the upper toolbar in Efx FRAGMENTS, where the main menu as well as
the Preset Browser [p.32] reside. Let’s go over them from left to right.

3.1. Main Menu

Clicking the “hamburger” icon (three horizontal lines) in the top left corner of the upper
toolbar opens a drop-down menu that lets you access several important features related to
Presets and useful functions. Let’s look at them one at a time.

3.1.1. New Preset

Creates a new preset with default settings for all parameters.

3.1.2. Save Preset

Overwrites the current preset with any changes you have made. This applies only to user
Presets, so the option is greyed out for factory Presets.


*,-*$�����+ *���'-�%��!0���
����������)) *��((%��* 




3.1.3. Save Preset As

Saves the current state of Efx FRAGMENTS under a different Preset name. Clicking this option
reveals a window where you can name your Preset and enter more detailed information
about it:

� 1 The Bank, Author, and Type fields are all useful when searching for presets in the Preset Browser
[p.32].

3.1.4. Import

This command lets you import a Preset file or entire bank stored on your computer. It opens
an OS-level navigation box to find the proper files.

3.1.5. Export

You can export Presets to your computer in two ways - as a single Preset, or as a bank. In
either case, an OS_level navigation window allows you to specify where to save the file(s).

• Export Preset: Exporting a single Preset is handy for sharing a Preset with
someone else. The saved preset can be reloaded using the Import menu option.

• Export Bank: This option exports an entire bank of sounds from the plug-in, which
is useful for backing up or sharing presets. Saved banks can be reloaded using
the Import menu option.

� 
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3.2. Resize Window

Efx FRAGMENTS can be resized from 50% to 200% of its default size (100%) without any
visual artifacts. On a smaller screen such as a laptop you may want to reduce the interface
size so it doesn’t dominate the display. On a larger screen or a second monitor you can
increase the size to get a better view of the controls and graphics.

This operation can also be performed using keyboard shortcuts. On Mac, use Command +/-
to resize the window. On Windows, use Control +/-.

3.2.1. Maximize View Button

If you resize the Efx FRAGMENTS window larger and some of its parameters are pushed
outside the viewable range of your computer display, you may see this icon in the far lower
right corner of the window:

Click it, and the window will resize and re-center to optimize your available screen space.

3.2.2. Tutorials

Efx FRAGMENTS comes with interactive tutorials that walk you through different features of
the plug-in. Clicking this option opens a pane on the right side of the window where the
tutorials appear. Select one to access step-by-step descriptions that highlight the relevant
controls and walk you through the process.

3.2.3. Help

Get more help by visiting links to this user manual and Frequently Asked Questions pages
on Arturia’s website. You will need an internet connection to access these pages.
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3.2.4. About

Here you can view the software version and developer credits. Click again anywhere on the
screen to make this pop-up window disappear.

3.3. Preset Browser Access and Name Pane

Clicking the “books on a shelf“ button opens the Preset Browser [p.32], which offers a myriad
of ways to browse, sort, and organize Presets in Efx FRAGMENTS.

Clicking on the Preset name also opens up quick drop-down menus for selecting Presets
outside of the Browser. All things about Presets are covered in detail in the next chapter.

3.4. Master Volume

This knob simply controls the overall output level of Efx FRAGMENTS. It can be a useful tool
for avoiding clipping without changing the mix fader of the track where the plug-in resides
in your DAW.

3.5. Advanced Button

In the upper right corner of the top toolbar is the Advanced Button. This opens up a panel
that encompasses advanced modulation functions, which we cover in detail in the chapter
Advanced Panel [p.42].

�� 
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4. BASIC VIEW

This chapter covers the main panel’s controls that affect the behavior of the grains from
your source track or input. This is the heart of the Efx FRAGMENTS plug-in, and gives you the
broadest brush strokes with which to explore the plug-in. Further, deeper settings are found
in Advanced Panel [p.42], which is covered in its own chapter.

� 1 Before we go any further, here’s a useful tip. Mousing over or moving any control onscreen while
the plug-in is passing audio will display a pop-up showing that control’s value, including the units of
measurement.

� 1 Another pro tip: Double-click any parameter to return it to its default value. Right-click and then
drag to make fine adjustments.

Number Area Description

1.
Macro Controls
[p.13]

These knobs can control multiple parameters at once in the granular engine
and FX.

2. Buffer [p.13] Governs behavior of the audio buffer from which the grains are extracted.

3.
Grain Capture
[p.15]

Controls how the grains are extracted from the buffer.

4.
Grain Release
[p.19]

Controls how the grains are rearranged, altered, and played back.

5. Pan and FX [p.26] Sophisticated spatializer/panner plus two multi-FX slots.

6.
Global Controls
[p.31]

Feedback, overall grain volume, and dry/wet mix for the granular engine.
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4.1. Macro Controls

Two Macro knobs control multiple parameters at the same time. You may assign them in
the Modulations [p.48] section of the Advanced panel, which is covered in its own chapter.

4.1.1. Intensity

In factory Presets, this Macro is meant for controlling parameters having to do with the
granular engine itself, such as anything in the Grain Capture [p.15] or Grain Release [p.19]
sections.

4.1.2. FX

In factory Presets, this Macro is meant for controlling parameters in the Pan and FX [p.26]
section of the interface.

� 1 As with any Arturia plug-in, you may freely assign Macros to whatever parameters you like. The
Intensity and FX labels are there to help you stay organized. Each factory Preset comes with pre-
mapped Macros that have been carefully optimized by the sound designers.

� 1 You can also rename the Macro knobs. Simply double-click either name, enter text, and press
Return.

�� 
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4.2. Buffer

Notice that the buffer area looks like a waveform display from your DAW. That’s because it
captures audio from your DAW to use as the raw materials for the granular technique.

4.2.1. What the Lines Mean

The vertical lines scanning across the waveform display indicate different real-time
functions of Efx FRAGMENTS.

• White: This indicates the position of the record head, which is always scanning
through a section of your track in sync with your DAW. The record head is
essentially scooping up audio from a preset length of your track in linear fashion.
When the end of the buffer is reached, it starts recording again, overwriting the
buffer contents.

• Tall Yellow: The yellow line is the play head. Its position can fluctuate, and
determines where the next grain will be extracted and fed to the plug-in for
further processing.

• Short Yellow: These shorter lines appear briefly as individual instances of grains
are extracted from the waveform and forwarded to the sound engine.


*,-*$�����+ *���'-�%��!0���
�����������+$���$ / ��



4.2.2. Buffer Controls

Mouse anywhere over the buffer display and you will see these icons pop up at its top left
corner.

They govern different aspects of the buffer’s behavior as follows:

4.2.2.1. Buffer Length

The drop-down selector at left sets the length of the audio buffer, which is always synced to
the tempo and meter of your host project. The choices are:

• 1/8 bar
• 1/4 bar
• 1/2 bar
• 1 bar
• 1.5 bars (i.e. 3/2)
• 2 bars
• 4 bars

Whatever the selection, the maximum absolute buffer length is capped at 16 seconds.

� 1 The record head (white line) will scan through your entire audio track unless you have set loop
points in your DAW. When the end of the buffer length is reached, the record head begins writing anew.
If you stop DAW playback, the buffer stops reading audio as well.

4.2.2.2. Buffer Freeze

The “snowflake” button freezes the current content of the buffer. In other words, your DAW
can keep playing but the buffer’s record head won’t capture any new audio. Instead, Efx
FRAGMENTS will work with the audio that’s already in the buffer. In Offset Mode [p.16] this
also freezes the playhead entirely.

4.2.2.3. Buffer Clear

The “eraser” button fully clears the contents of the buffer. If your DAW is still playing, the
buffer will start filling up again beginning at the point you clicked this button.

� ! Note that if you clear the buffer while it is frozen, it will not acquire any more audio until you
unfreeze it by clicking the snowflake icon again.

�� 
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4.2.2.4. Play Head Retrigger

When the Grain Capture Mode [p.16] is set to Speed, the arrows-in-a-circle icon appears on
the right. When this is active, the buffer play head starts at the beginning of the buffer at
each new cycle, as determined by the buffer length setting.

4.3. Grain Capture

This control area determines how the “play head” described above scans through the buffer
and turns audio into grains. The idea being it can scan in other ways than simply playing
audio forward in time in a linear fashion, rearranging the resulting grains to give you deep
sound design possibilities.
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4.3.1. Grain Capture Modes

The large knob and drop-down menu (to the knob’s upper right) work together, with the
knob adjusting a different behavior of the play head depending on the selection made in the
drop-down menu.

Remember, the “record” head of Efx FRAGMENTS is simply acquiring audio in sync with your
DAW, while the play head is passing the audio into the granular engine. But before any audio
even gets “granulated,” you have a great deal of control over where the play head goes and
how it pulls grains via these modes.

• Speed: The knob sets a ratio between the play head speed and the recording
head speed.

2 At zero, the play head does not move.
2 At a ratio of 1, it moves in real time with the record head.
2 At ratios greater than 1, the play head moves faster than the record

head.
2 At ratios between zero and 1, the play head moves slower than the

record head.
2 At negative ratios, the play head moves backwards.

• Offset: In Offset mode, the speed is always the same as the record head, but the
knob sets a delay between the record head and the play head.

• Manual Scan: The play head does not move on its own. Instead, it sits at a fixed
position determined by the knob. Of course, you can modulate this parameter
inside Efx FRAGMENTS or automate it in your DAW.
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4.3.1.1. Sync in Offset Mode

By using the Sync selector underneath the knob, you can either sync the offset to tempo or
not. When Ms is selected, the offset is an absolute value in milliseconds. When one of the
other options is selected, the Offset knob sets the delay as a subdivision of the host tempo,
with options from zero (no offset) to 1/128 to 1/2 of the bar length.
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4.3.1.2. Spray

Like other “big knob” controls in Efx FRAGMENTS, the Speed/Offset/Manual Scan knob has
a yellow “collar” around its circumference to add a random factor [p.21]. Here, that factor is
Spray, a variation in the window from which grains are chosen and fed into the plug-in.

This collar is a bipolar control, meaning you can set positive or negative amounts by
dragging up and down within the collar area.

• At 12 o’clock all grains are chosen from the play head position — wherever that is
according to the knob setting.

• Dragging the collar clockwise will increase the size of the window to the right of
the play head.

• Dragging it counter-clockwise increases the window size to the left of the play
head.

Spray also has a “symmetrical mode” which increases the window on both sides of the play
head.

• Click the < > icon to the upper right of the knob until both sides are lit, as shown
above.

• Now, dragging the collar will increase or decrease the amount of random factor
on both sides.

• The < > icon cycles through positive, negative, and symmetrical modes, i.e. you
can click on it to “flip” your amount of randomization from one side of the knob
to the other.
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4.4. Grain Release

We now arrive at the true power of Efx FRAGMENTS, the central pane of its interface that
changes based on your selection of one of three modes: Classic, Texture, and Rhythmic.

These are selected from the drop-down menu as shown above.

� 1 Though the Grain Release modes have the biggest impact on what you hear, a technical note is
that any given grain is generated with its release behavior at the time it is captured. Change any of the
settings below, and they affect the next grains captured after the change.

4.4.1. Classic Mode

Classic mode perhaps provides the widest range of sound design options. Let’s take its
simple parameters one by one

4.4.1.1. Density

This defines how many grains are produced within a time frame. Turning it up makes the
“swarm” of grains denser and more busy-sounding.
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