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A Firestorm of Granular Power 
Grainferno is an advanced granular instrument built around a new way of synthesizing sound 
from existing audio. Its next-gen grain engine breaks your samples into microscopic fragments 
and rebuilds them into entirely new textures. 
 
From pristine tonal clouds to volatile digital noise, Grainferno turns your sample library into an 
endless source of playable inspiration. Go from synth-like instruments to evolving atmospheres 
and experimental noise in a single plugin—all powered by your own sounds. 

 
  
  
 
Quick Start 
To get started, load a sample into Grainferno’s primary slot or select one from the factory library. 
Drag and drop a file from your DAW or your computer to add it to Grainferno.  
 
If you drag in a sample from outside of the plugin, you can then use the sample arrows to scroll 
through the folder the loaded sample came from. If the loaded sample is a factory sample, the 
arrows will scroll through the factory library. 
 
Grainferno can load two samples simultaneously to generate grains from contrasting sources, but 
only one is required for normal functionality. 
 
Use the Normalize function in the upper right corner of the waveform display to scale the audio 
level if the source file level is too low. You can also adjust its root pitch in semitones if required. 
Grainferno’s pre-processing functions also include an auto-pitch tool for mapping the loaded 
sample to the closest C pitch. Auto-pitch works best for monophonic one-shots, but may be 
helpful for other types of sound. 
 
ENV1 is the main volume envelope for Grainferno’s synthesis engine. To explore Grainferno’s 
basic sound, set ENV1 for a fast attack and medium release while experimenting with its other 
controls. 
 
In the Grains panel, Rate controls the speed at which new grains are generated and Size controls 
their distance apart from one another. These are the basic parameters for the grain generation 
engine, and they interact with one another to produce varying results based on the source 
sample. 
 

 



 

In the Movement panel, Scan moves the grain generation point forward or backwards through 
the sample and Scatter adds randomness to the position value. 
 
The grain effects panel contains three essential functions, G-Filter, G-Comp and G-Blur. These 
effects are applied to each grain at the moment of generation and are key to creating novel 
sounds with Grainferno.  
 
Next, use the Modulation panel to set Grainferno into motion. Click and drag any of the 
modulation sources to assign them to a parameter. Nearly all of Grianferno’s parameters are 
available for modulation, including cross-modulation between sources. 
 
Finally, Grainferno comes with a suite of onboard effects built to enhance the output of its 
granular engine. Open the FX panel to engage the effects and edit their parameters. Drag and 
drop to change the order of effects in the signal chain. 
 

Use Cases 
 

Soundscapes from any sample 
Grainferno is perfect for generating active and evolving soundscapes from any input material. 
 
With grains of any size generated from wide-ranging positions within the audio file, any sound 
can take on the glitchy, digital character of a microsampled swarm. 
 
When creating character sounds and ‘ear candy,’ Grainferno’s ability to texturalize any audio file 
can quickly create granular variations on sounds already present in your session. 
 

Audio rate grain oscillator 
Grainferno can produce playable tonal sounds that function like the oscillator of a traditional 
synth.  
 
The grain engine’s Rate control allows the generation of grains at audio frequencies, meaning 
that your samples become the basis for an entirely new tone generated by the granular engine. 
 
This oscillator-like tone can be further shaped by Grainferno’s modulation section to create 
unique tonal synth sounds not possible with other granular instruments. 
 

Granular phrase sampler 
Grainferno’s Rate and Scan controls can be set as divisions of the host tempo in BPM sync mode. 
 
With Rate set to match to the note values present in rhythmic source material, Grainferno can 
generate grains progressively through the sample as if playing it back in real time. 

 



 

 
This allows you to resynthesize drum loops and other rhythmic material while maintaining the 
original tempo if required. 

 
Dual sample morphing 
Grainferno’s Rate and Scan controls can be set as divisions of the host tempo in BPM sync mode. 
 
With Rate set to match to the note values present in rhythmic source material, Grainferno can 
generate grains progressively through the sample as if playing it back in real time. 
 
This allows you to resynthesize drum loops and other rhythmic material while maintaining the 
original tempo if required. 
 

How to Work with Grainferno 
 
Sample selection 
Grainferno requires at least one sample to generate its sound. The sample you choose makes a 
big impact on the sonic results Grainferno delivers. Experimenting with sample choice can be just 
as powerful as editing Grainferno’s granular parameters. 
 
Try using different types of input audio and listening for the results with the same preset. If you’re 
not sure which samples to try, Grainferno’s factory sample library contains hand-picked material 
to help you get started.. 
 
NOTE: Grainferno accepts samples in WAV, AIFF, MP3 FLAC and and Ogg Vorbis formats. The 
maximum permitted length is 10 minutes. 

 
Play Mode vs. Design Mode 
Grainferno’s top menu panel offers two view modes for interacting with the plugin. 
 
Play mode gives you a simplified control scheme focused on the selected sample and its four 
Macro controls. 
 
Macros are dynamic mappings of multiple parameters that give you instant access to the most 
impactful controls in any preset. 
 
If you’re not ready to dive into Grainferno’s deep editing parameters, Play mode lets you focus on 
choosing a sample, selecting its starting position and interacting with the preset’s macro controls. 
 
Design mode exposes all Grainferno’s parameters and lets you go hands-on with the grain 
generation engine. 

 



 

 
Here you can manipulate all available controls, change their scaling options and route modulation 
sources to destinations. Inside Design mode you can also assign your own Macro controls.  

To assign a Macro, hover over its number until you see the  icon and drag and drop it to the 
parameter to connect. A macro control may be connected to any number of parameters within 
Grainferno. 
 
 

Templates 
Grainferno comes with six control templates for quickly configuring its parameters for specific 
results.  
 
Selecting a template does not change the behavior of the granular engine, it simply provides 
preset parameter settings as a starting point for sound design. 
 
Templates can be found on the left side of Grainferno’s bottom panel: 

 
Grainferno’s six factory templates are as follows: 

●​ Grain—perfect for traditional granular sounds such as grain clouds, microsamples and 
glitchiness 

●​ Tonal—sets the grain generation to audio rates to instantly create a playable tonal sound 
●​ Stretch—quick setup for granular pitch shifting and time stretching 
●​ Slice—for advancing the playhead position through the sample using the keyboard 
●​ Chaos—highly interactive and evolving granular textures that unfold over a long duration. 
●​ Rhythmic—sync Rate and Scan to the host tempo to keep rhythmic material in time. 

 
Init preset: The rightmost icon following Grainferno’s six templates is an Init preset shortcut that 
allows you to quickly reset all Grainferno’s parameters to their default setting . 
 
 

Top Menu 

 
From left to right, the top menu gives you the following options: 
 

●​ Open the activation menu (Grainferno logo) 
●​ Open the preset browser 
●​ Navigate to the previous preset or the next preset 

 



 

●​ Save preset 
●​ Play menu—Macro control mode for quick access 
●​ Design menu—detailed control scheme for deep editing 
●​ FX panel—Open effects editor panel (power button toggles FX on/off) 
●​ Global output 
●​ Additional settings menu 

 
 
Settings Menu 

 
 

 

Theme 
Toggle between Grainerno’s light and dark UI themes. 

 
Tooltips 
Display a tooltip for the parameter in focus in the center of Grainferno’s bottom panel. 
 

Limiter 
Engage a global limiter on Grainferno’s output to avoid excessive levels. 
 

OpenGL 
Enable or disable graphics handling via OpenGL. Disabling OpenGL may increase compatibility 
with some setups. 
 

Save As Default 
Save the selected settings (UI theme, window size, limiter, OpenGL, tooltips) as Grainferno’s 
default configuration when loading a new instance. Click on the toggle once to save your current 
settings. 
 

 



 

Standalone settings 
When using the standalone application, Grainferno offers the following additional settings: 

●​ MIDI CC: allow Grainferno to respond to incoming CC messages 
●​ MIDI Learn: arm Grainferno to map the next incoming MIDI message to the last active 

parameter. 

 
Get Manual 
Download Grainferno’s full user manual 
 

Check for Updates 
Get the latest version of Grainferno 
 

Activation menu 
To open Grainfeno’s activation preferences, click the plugin title logo in the top right corner. 
 
 

Sample display window 
 

In both Design view and Play view, Grainerno’s main display shows the waveform of the selected 
audio file. 
 
The grain generation point is shown with a playhead marker in the set position. Click anywhere in 
the sample to change the position of the playhead. 
 
When two audio files are loaded, the second sample is shown on the bottom portion of the 
waveform display in a contrasting color. 
 

 



 

Samples 1 and 2 may have different grain generation positions. 
 
Select a sample by dragging and dropping a file from your DAW or a folder on your computer. 
 
Use the lock icon to keep one or both samples in place while scrolling through presets. 
 
By default, Grainferno normalizes the selected sample’s level for the best results from its granular 

engine. To disable normalization or turn it back on, click the  icon. 
 
For one-shot samples, Grainferno offers automatic tuning to the nearest C for quick tonal results. 

Click the  to enable automatic tuning. Manual tuning for longer samples can be applied in 

semitones using the variable tuning control to its right  with a range of +/- 12 semitones. 
  

 
 
Morph Slider 

 
 
When two samples are loaded, Grainferno can generate grains from a blend of both as 
determined by the Morph slider. 

 



 

 
The Morph slider may be set to a static value or modulated with any of Grainferno’s modulation 
sources. 
 
The Morph slider offers the following blend modes: 

●​ Crossfade—a simple crossfade between the two samples 
●​ Follow 1—acts like an envelope follower, where the grains of sample 1 shape the envelope 

of the grains of sample 2. The slider adjusts the level of the second sample. 
●​ Weave—swaps between sample 1 and sample 2 being louder 
●​ 4-BIT—swaps between sample 1 and sample 2 in 16 different 4-step patterns, selected by 

the slider 
●​ 8-BIT—choose from 256 8-step patterns of sample swapping. 
●​ RANDOM—adds a chance for grains to be generated from sample 1 or sample 2, 

weighted according to the position of the slider 
●​ BI FOLLOW—a bipolar envelope follower control. Turn it up, and sample 1 follows the 

envelope of sample 2. Turn it down, and sample 2  follows the envelope of sample 1. 

 
Grains Menu 
The Grains menu parameters define how the granular engine generates new grains from the 
loaded sample. 
 

 
 
Rate 
Rate controls how fast new grains are generated. Grainferno can generate grains at rates that 
extend into the audio range, allowing any sample to be used like a traditional synth oscillator. 

 



 

 
Or, new grains can occur at rates slower than the total length of the original sample. 
 
The Rate control has several scaling options for precise control of the grain generation frequency 
for different results: 
 
Key-mapped modes: Modes in the key-mapped submenu sync the grain generation rate to the 
frequency of the incoming MIDI note, with an offset determined by the Rate knob value. 

●​ Free: set the rate offset freely in equal divisions 
●​ Semitone: set the rate offset in semitones 
●​ Octave: set the rate offset in multiples of the incoming note value 
●​ Octave (limited): set the rate offset to equal octaves with a limited range 

 
Milliseconds: Set the grain generation rate in MS 
BPM: Set the grain generation rate in divisions of the host tempo 

 
Size 
Size controls the duration of the microsampled grains as a multiple of their distance apart from 
one another. Grain size can vary from microscopic to up to 32x spacing. 
 
The grain Size menu has two scaling options in its submenu: 

●​ Linear—set values from 0 to 25x in uniform step increments 
●​ Exponential—set values from 0 to 36x gradually at first and then in larger increments as 

you turn the knob clockwise. 
 

Gain 
Set the level of the generated grains 
 

Pan 
Set the stereo position of the generated grains. 
 

Pitch 
Set the pitch of the generated grains according to the following scaling options: 
 
Key-mapped: Modes in the key-mapped submenu set the pitch of the generated grains to the 
incoming note value with an offset according to the following options: 

●​ Free - set the pitch offset freely in equal increments 
●​ Semitone snap - constrain the available pitch values to the chromatic scale 
●​ Octave snap - constrain the pitch values to octaves up or down 
●​ Octave and fifth snap - constrain the pitch to only octaves and fifths  

 

 



 

Fixed: Modes in the fixed submenu map the pitch to a static value determined by the setting and 
scaling mode 

●​ Free - set the pitch value freely in equal increments 
●​ Semitone snap - constrain the available pitch values to the chromatic scale 
●​ Octave snap - constrain the pitch values to octaves up or down 
●​ Octave and fifth snap - constrain the pitch to only octaves and fifths  

 
Scale: Modes in the scale menu constrain the available pitch increments to the notes of a musical 
scale in semitones starting from the generated pitch. 

●​ Major 
●​ Minor 
●​ Pentatonic Major 
●​ Pentatonic Minor 
●​ Hirajoshi 
●​ Whole tone 

 
 

Movement menu​

 
 
The controls in the Movement menu shift the starting position of the grain generation engine 
throughout the sample. 
 

Scan 
Scan advances the grain generation point through the sample according to the set direction and 
rate. At 12 o’clock on the dial, there is no scan movement in either direction. As you move the dial 

 



 

clockwise, scan movement will progress from left to right according to the set rate. For values on 
the left side of the dial (counterclockwise from 12 o’clock) scan movement will occur in reverse, 
playing backward through the sample. 
 
The Scan rate can be set in multiples of the grain generation rate, or as a division of the host 
tempo in BPM mode. 
 
BPM mode is useful for preserving rhythmic coherence when using percussive source material 
such as beats and drum loops. 
 

Scatter 
Scatter introduces randomness to the grain generation position within the samples. 
 
At low values, the playhead position will randomize in the vicinity of the set position. When set to 
100% the playhead position will be set randomly from any position throughout the sample’s entire 
duration.. 
 
Position 
In addition to clicking inside the sample visualizer, the grain generation position for sample 1 and 
2 can be set as a percentage of the sample’s total duration using the position dials. 
Position 1 and 2 may also be modulated for interesting sonic results. 
 

Grain effects panel 

 
Grainferno’s core toneshaping processors act on each grain at the moment of generation. 

 



 

 
This allows traditional effects like filter, compression and feedback to be applied per-grain, 
drastically altering the characteristics of the individual grains. 
 

G-Filter 
G-Filter offers a multimode filter applied per-grain with adjustable cutoff and resonance controls. 
 
Choose from low-pass, high-pass, band-pass and band-reject filter behavior. 
 

G-Comp 
Scale the level of individual grains upwards with the Vert control and set the intensity of 
compression across the duration of each grain with the Horiz control to emphasize different tonal 
qualities. 
 
G-Comp’s Radical mode compresses grains upwards based on radical functions, and the 
Threshold mode works like a traditional downwards compressor. 
 
The Inverse mode reverses the compression behavior, making louder grains quieter, and quieter 
grains louder. 
 

G-Blur 
G-Blur adds feedback to the grain generation engine for a smearing effect that blurs the grain 
onset at the point of generation. 
 
Increase the feedback with the Feed control and add descending pitch modulation with the warp 
control. 
 
G-Blur has a Normal mode as well as a Violent setting that adds ring modulation to the feedback 
patch for additional intensity. 

 
 
 
 
 
 
 
 
 

 



 

 
 
 
Modulation Panel 

 
 
 
 
Macros 

Assign Grainferno’s four macro controls using the  icon that appears when hovering over 
the macro number at the top of the modulation menu. 
 
Macros can be linked to any number of parameters within Grainferno. Once linked, Macros can 
be manipulated from the Play view and given custom labels per preset. Click the macro label text 
from within the Play view to enter custom label text. 
 

Modulation 
Grainferno offers extensive modulation capabilities with three envelopes, three LFOs, three 
random value generators and an envelope follower. 

 



 

 
You can also use the incoming note value, velocity, controller mod wheel or controller pitch wheel 
position as modulation sources. 
 
Connect modulation assignments by dragging and dropping a modulation source onto any of the 
available destination parameters. 
 

When hovering over a modulation tab, the  icon will appear, indicating that drag and drop is 
available. A green circle will appear over parameters that are available for modulation. 
 
Most of Grainferno’s parameters can be modulated, including effects parameters and the settings 
of other sources within the modulation menu. 
 
Once a modulation connection has been made, hovering over the destination parameter will 
reveal its modulation assignment pane: 

 
 
Here you can view the parameter’s connected modulation sources, configure their behavior, 
delete them or bypass them temporarily. 
 
From left to right, the modulation assignment pane options are as follows: 

●​ Range+direction: set the modulation direction and the boundaries of the modulation 
range as a percentage value. Settings counterclockwise from 12 o’clock move the 
parameter from high to low values, and settings clockwise from 12 o’clock will move it 
from low to high values. The actual range of the modulation from the set value is 
displayed on the parameter ring in grey. 

●​ Polarity: choose from unipolar or bipolar modulation behavior. In unipolar mode 

(represented by the  symbol), modulation starts from the set parameter value and 
advances according to the direction set by the range control and then back again. In 

bipolar mode (represented by the  symbol), the set parameter is the midpoint of the 
selected range. 

 



 

●​ Label: displays the name of the assigned modulation source 
●​ Trash: remove the assigned modulation source 
●​ Power button: Bypass the connected modulation 

 
Envelopes 
Grainferno’s three envelope generators feature traditional ADSR controls with editable slopes 
within the breakpoint display window. 
 
You can also adjust attack, decay, sustain and release with rotary dials along the bottom row of 
the envelope panel. 
 
ENV1 is the default volume envelope for Grainferno’s granular engine. ENV2 and ENV3 may be 
freely assigned. 
 
NOTE: ENV1 has two modes for its default assignment—VOICE, and GRAIN. Click the arrow icon 
to toggle between them. 

 
VOICE mode is selected by default. In VOICE mode, Grainferno’s main ADSR envelope acts on 
each note played according to the keypress behavior, as in a traditional polyphonic synth. In 
GRAIN mode the ADSR envelope is applied to the generated grains, allowing for unique sound 
design possibilities at slower rate settings. 
 

LFOs 
Each of Grainferno’s three LFOs can be set freely in Hz, or to divisions of the host tempo in BPM 
mode. 
 
Grain Sync mode matches the LFO start point to the onset of the grain generation. Its rate can be 
set from 2 to 64 grains. 
 
Retrig mode begins the LFO cycle from the beginning on each key press while Free mode lets 
the LFO run continuously at the selected frequency. 
 
All three LFOs have the option to set global Gain and Phase, determining their wave amplitude 
and starting position, respectively. 
 
The Modulo parameter (labelled ‘MOD’ in the bottom row of the LFO panel) performs a unique 
scaling operation on the LFO waveshape that multiplies it up and wraps its values back into 
range.  
 

 



 

Experiment with different Modulo values to create unique modulation patterns. 
 

 
Random 
Grainferno offers three random modulation sources as well as an envelope follower source that 
tracks the amplitude of sample 1. 
 
Rand 1 and Rand 2 output distinct random values for each of their assignments, giving you true 
random results for all linked parameters. 
 
CRAND outputs the same randomly generated value to all assigned destinations allowing you to 
link behavior between destinations. 
 
ENVF is an enveloped follower linked to the amplitude of Sample 1. 
 
All random value generators and the envelope follower offer global Amount control as well as a 
variable Smoothing function to soften the transition between values. 

 
Controller 
Grainferno’s final modulation section allows you to use incoming input to the plugin as a 
modulation source. 
 
Use the incoming MIDI note, velocity, mod or pitchwheel position for additional modulation linked 
to your controller or MIDI clip. 
 

 
 
 
 
 
 
 
 
 
 
 
 

 



 

Effects view 

 
 
Grainferno’s onboard effects were built specifically for enhancing the wide variety of sonic 
possibilities available with its granular engine. 
 
Click the FX tab in the plugin’s top menu bar to show the Effects view. You can quickly toggle all 
effects on or off from the Play or Design view by clicking the power icon within the FX tab.

 
 
Inside the Effects view, engage or bypass individual effects using the slide toggle at the top of 
each module. 

 

 



 

You can reorder the signal flow by dragging and dropping modules from left to right. To reorder 

modules, click and drag the position handles at the top right of the module:  Almost all 
effects parameters are available as modulation destinations. 
 
Grainferno includes the following effects modules: 
 

EQ 
The EQ effect module offers three selectable modes: a simple three band EQ, a 12 db/octave 
multimode filter and a 24 dB/octave multimode filter. 
 
The EQ mode offers fixed high, low and mid bands as well as a dual high-pass/low-pass filter 
control via the tone cut control. Negative values (counterclockwise on the dial) lower the cutoff 
frequency of a low-pass filter, while positive values (clockwise on the dial) raise the cutoff 
frequency of a high-pass filter. 
 
Filter 12 and Filter 24 are resonant multimode filters with low-pass, high-pass, bandpass, and 
notch modes. 
 
In addition to cutoff, resonance and mix controls, both Filter modes include a tilt-shift EQ at the 
selected slope. 
 

Comp 
The Comp module includes two modes for dynamic range compression. 
 
Comp is a standard downwards compressor with threshold, attack/release and mix controls. SC 
Tone is a tilt-shift EQ on the detector signal for tailoring the compressor’s response when 
excessive lows or highs are present. 
 
OTT is the popular upwards/downwards multiband compressor effect that results in an extremely 
aggressive in-your-face compression with controllable low, mid and high frequencies. 
 
The Time knob in OTT mode controls attack and release time simultaneously with values 
displayed in the dialog below the knob. 
 
 

Clipping 
The Clipping module contains six different clipping styles with varying characteristics. 
 
Each clipping style includes drive, tone, resonance, gain and mix controls: 

●​ Soft Clip—gentle harmonic saturation 

 



 

●​ Hard Clip—aggressive clipping that sharply cuts off peaks 
●​ Rect Clip—rectifies the waveform for extreme distortion with buzzy harmonics 
●​ Fold Clip—folds the signal back on itself, creating complex overtones 
●​ Transfo Sat—harmonic saturation modeled on an analog transformer 
●​ Silicon Fuzz—a fuzzy high gain distortion modeled on a popular guitar pedal circuit 

 

Modulation 
The modulation module offers Chorus, Phaser and Flanger. 
 
Each effect has controls for Frequency, Depth, Feedback, Spread and Mix. 
 

Delay 
Grainferno’s delay module comes with standard and reverse delays. Both offer three 
modes—Normal, Ping-Pong and Glitched. 
 
Ping-Pong bounces the repeats back and forth across the left and right channels, while Glitched 
offers a unique rhythmic feedback pattern. 
 
Delay time may be set freely in MS or in divisions of the host tempo for rhythmic delay effects. 
 
The delay module also includes variable feedback, tone and mix controls. 
 

Reverb 
Grainferno’s onboard reverb effect has two modes: Reverb and Shimmer. 
 
Reverb is a traditional hall-style reverb with controls for Pre-Delay, Size, Time, Tone and Mix. 
 
The Shimmer mode enhances the decay of upper frequencies in the reverb tail, resulting in a 
ghostly halo effect that hovers above the sound. 
 
Note that Pre-Delay and Size for both reverb modes are not available as modulation destinations. 
 

Grainferno 
Grainferno comes equipped with several shortcuts to speed up your workflow. 
 

●​ Double click a parameter to reset it to its default value. 
●​ Control (PC)/Cmd (Mac) + click and drag on a parameter to fine tune adjustments. 
●​ Use the scroll wheel to adjust values while hovering over a parameter. 

 
 

 



 

Presets 
Grainferno comes loaded with over 300 presets created by leading producers, artists and sound 
designers. 
 
Preset credits (and special thanks to): 
 

-​ Andi Vax 
-​ Bradley White 
-​ Brian Funk 
-​ Daniel Saint 
-​ Devin Belanger 
-​ dnksaus 
-​ Francis Preve 
-​ galen tipton 
-​ Henyx 
-​ HydraTek 
-​ Ice Choir 
-​ Keith Rankin 
-​ Kleemann 
-​ Make Pop Music 
-​ mleuc 
-​ Nathan Sherwood Liang 
-​ Nrec 
-​ r10makesbeats 
-​ Riley Thornton 
-​ Robinson's Village 
-​ Solidtrax 
-​ SonalSystem 
-​ Tokyo Speirs 
-​ Virtual Riot 

 

Managing your Presets and Samples​
Our recommendation is to make all edits to preset packs and individual presets from within the 
plugin itself. You can right click a pack/preset for more options or use the 3 dot menu to either 
edit/delete a preset or edit/delete/export a pack. You can’t edit the Factory pack. 

 
 
 

 



 

It’s best if you drag in samples that are already named to your liking if you want them to appear a 
certain way in the plugin window when you load/export. 
 
If you place a folder in the following location, you can access your folder of samples from within 
the internal sample browser. Please do not use special characters in your folder names. Samples 
added through this method will not have “tags” assigned to them. 
 
Pathing​
 
 

 

 
 
If you find your presets are not loading with the intended sample, this likely means the name of 
all or some of the sample, sample folder,  preset, or preset pack was changed outside of the 
plugin. You can chec, and manually edit the metadata text and update it to the correct pathing. 
Relevant pathing is below. 
 

​
 

 



 

​
​
Pathing PC​
C:\ProgramData\BABY Audio\presets\ 
C:\ProgramData\BABY Audio\settings\​
​
Pathing Mac 
/Library/Application Support/BABY Audio/presets 
/Library/Application Support/BABY Audio/settings​
 
Write us at support@babyaud.io if you need more help. 
 

 
Compatibility 

 
-​ Plugin formats: VST, VST3, AU, AAX (64-bit). 

 
-​ Platforms supported: Mac OS 10.11 and up. PC Windows 10 and newer. 

 
-​ DAWs supported: All major DAWs, including Ableton Live, Pro Tools, Logic Pro, FL Studio, 

Cubase, Studio One, Bitwig, Reaper, Reason etc. 
 
Installation​
 
A software download is emailed to you right after your purchase, however you can always go to 
www.babyaud.io/downloads for the latest software updates. After downloading, unzip the file and 
select either Mac or PC depending on your system. 
 

-​ MAC: Double click on the PKG installer and follow the instructions 
-​ PC/WINDOWS: Double click on the setup file and follow the instructions 

 
Plugin Collection Plan Users 
If you have an active subscription to the Plugin Collection Plan, Grainferno will appear in your 
Baby Audio Manager app for download. 
 
Make sure your machine is registered, get the software by clicking ‘Download’ and follow the 
instructions to install. 

 

mailto:support@babyaud.io
http://www.babyaud.io/downloads


 

 
 
Activation and Trial Version​
 
Activate your software by entering the license key that was emailed to you when you bought 
Grainferno. Serial keys are entered in the ‘trial mode’ open screen. If you have any problems 
activating, please email support@babyaud.io 
 
If you’re running Grainferno in trial mode, please note that the trial will output 5 seconds of 
silence every 60 seconds. To buy the full version, go to: https://babyaud.io/grainferno  
 
 
Uninstall Locations 
 
Mac OS  

-​ AU: /Library/Audio/Plug-ins/Components/  
-​ VST: /Library/Audio/Plug-ins/VST/  
-​ VST3: /Library/Audio/Plug-ins/VST3/  
-​ AAX: /Library/Application Support/Avid/Audio/Plug-Ins/  

 
Windows  

-​ - Windows - VST: The file will be in the custom path selected during installation  
-​ - VST3: \Program Files\Common Files\VST3\  
-​ - AAX: \Program Files\Common Files\Avid\Audio\Plug-Ins\ 

​
 
End User License Agreement 

 
Please read our End User License Agreement here: www.babyaud.io/eula 
 
We hope you’ll enjoy Grainfero! If you run into any issues or have questions along the way, you 
can always contact us at support@babyaud.io 
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