
  

 

  



  

 

OVERVIEW: 

 

 

 

 
AUDIO IMPERIA 

EPIC SOUNDS FOR EPIC COMPOSERS 

AUDIO IMPERIA is a boutique sample library developer, crafting instruments 

designed to instantly inspire. Continuously renewing its creativity and inventiveness, 

Audio Imperia is supported by a team of producers with y ears of experience in the 

world of cinematic music and who understand how to breathe life into the heart 

of a sample.  

 

 
 

Thank you for purchasing ARTIFACT - REANIMATE 

ARTIFACT - REANIMATE is a fully redesigned and expanded version of our popular 

release "Artifact Fractal" and evolves the o riginal concept into a complete, 

comprehensive sound design toolkit.  

ARTIFACT - REANIMATE is a lot more than just a re -release, as it combines the 

original "Artifact Fractal" content with the newly created "Artifact Tonal" content 

under one roof and inside  our latest sound design engine version that offers extra 

manipulation options. The original collection of massive, gritty and hard -hitting 

percussion sounds has now been completed with a large array of tonal tools that 

fit many musical enviro nments and a variety of styles. 

Two years in the making, "Artifact Reanimate" was designed to provide you with a 

large collection of those unique elements that help glue a musical composition 

together and make it stand out. While the main focus of the library is on mod ern 

trailer music, it can be used  with any other genre  of music as well and add a 

revitalizing and fresh sound.  

 

 

 



  

 

CONTENT: 

Original Artifact Fractal Content:  

 
¶ Percussive Construction Kits 

o 40 Construction Kits 
 

¶ Percussive Kits 
o Bit Kit 
o Broken Kit 
o Dark Reso Kit 
o Glitch Kit 
o Gritty Kit 
o Lo-Fi Kit 
o Scream Kit 
o Shadow Kit 
o Signal Kit 

 
¶ Percussive Elements 

o Cloud Snares 
o Crispy Fragments 
o Gritty Shutters 
o Reversed Fragments 
o Risers 
o Signature Snares 
o Sub Kicks 
o Synced Risers 
o Tiny Metals 
o Trailer Distort Hits 
o Trailer Hits 
o Trailer Punches 
o Trailer Whoosh Hits 
o Whooshes 

 

New Artifact Tonal Content:  

 
¶ Tonal Construction Kits 

o 34 Construction Kits 
 

¶ Signature Synths 
o Lo 
o Mid 
o Hi 

 
¶ Tonal Elements 

o Artifacts 
o Benders 
o Calls 
o Downers 
o Drones 
o Fragments 
o Holograms 
o Impacts 
o Markers 
o Punches 
o Shadows 
o Signals 
o Sub Sweeps 
o Time Freezers 
o Weird Artifacts  
o Wobblers  

 

NEW FEATURES: 
¶ Redesigned user interface  

¶ Engine update, to match the latest Audio Imperia releases  

¶ Reworked and optimized  patches 

 

 

 

 

 



  

 

DOWNLOAD & INSTALLATION: 

ARTIFACT Ə REANIMATE uses the Continuata Connect download tool for a fast and 

reliable product delivery.  

Simply enter the download code that you received via email into the Connect 

download tool, choose the location for the library,  and begin the download.  

NOTE: While Continuata Connect allows you to ƔPauseƕ an installation and then 

continue the download at a later time, please do not close the application before 

pressing the ƔPauseƕ button first. 

 

SYSTEM REQUIREMENTS: 

ARTIFACT Ə REANIMATE requires the full retail version of Kontakt 5 .8.1 or higher. It will 

not work past the Ɣdemoƕ period in the free Kontakt Player. 

For both PC & MAC systems, we highly recommend a quad -core CPU, at least 4GB 

of RAM and Solid State Drives for optimal playback of the samples.  

 

DISK REQUIREMENTS: 

5.82 GB 

 

 

 

 

 

 

 

 

 

 

 

 

 



  

 

1. SOUND DESIGN ENGINE: MAIN PAGE 

In ARTIFACT - REANIMATE there are 3 variat ions of our  Sound Design Engine, each 

optimized for a different type of sample d content . 

1. By Pitch Knob:  This is the first variation , which is intended for use with atonal  

samples (where root key is not defined ). Samples are mapped to individual 

keys (2) for easy layering  of sounds, and p itch is controlled via the Pitch Knob 

(1). 

  



  

 

1. By Keyswitches : This is the second variation, which is intended for use with 

tonal samples (where root key is defined). Samples are mapped to individual 

keys (1) (for layering sounds) and pitch is controlled by Keyswitches  (2).  

Note: On these patches, Pitch Knob and Semitone Lock Button are not 

present. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



  

 

2. By Tonal Mapping : This is the third variation , which is intended for use  with 

tonal samples (where root key is defined). Samples are  mapped to key 

ranges (1) for playing chords,  and pitch is controlled by the Pitch Knob (2).  

Note: On these patches, you can select the sounds either by using the drop 

down menu  (3), or by using the left and right arrows (4) . 

 

 

 

 

 

  



  

 

CONTROLLERS 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Main Controllers :  
1. Volume & Pan 
2. Pitch & Semitone Lock 
3. Attack & Release 
4. Stereo Spread 
5. Sample Start 
6. Reverse 

Filters + EQ: 
7. Low Pass Filter 
8. 3-Band EQ 
9. High Pass Filter

10. Global button:  
The Global button allows you to apply the parameters listed above to all sounds 
globally (On) or to each sound individually (Off) . The buttonƒs behavior will vary 
depending on how you select the sounds, either by a key (Pitch Knob and 
Keyswitches engine), or by the drop down menu and left/right arrows (Tonal 
Mappin g engine)  
 
Note: Both Global Key On  and Global Key Off states retain their own settings, so 
you can toggle  between  them without losing your work.   



  

 

2. BIG KNOB 

The Big Knob system is common to all Audio Imperia libraries, and expands the 

capabilities of a library by allowing the user to link effects and their parameters to 

a single knob. Big Knob can also serve as an additional Insert FX page if no linking 

is done. 

To access the big knob  configuration  page, click the cog icon  located on the main 

page:  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

HOW TO USE IT: 

First select an effect (1), and enable it using the toggle (2). The parameters of an 

effect can be set manually (3), or can be linked to the Big Knob. To manually set 

an effect parameter, simply change its value using the appropriate knob. To link a 

parame ter to the Big Knob,  select the desired parameter (4) and enable it using the 

toggle (5). The From and To values (6) control ho w the position of the Big Knob 

maps to the value of the parameter.  The save and open buttons (7 ) can be used to 

save and open presets.  


