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SUMMARY

Experienced sound designer specializing in both creative and technical audio design, with expertise in a range of industry
standard tools. Skilled in designing narrative driven sound, solving complex audio challenges, and crafting immersive
soundscapes that elevate gameplay and storytelling.

EXPERIENCE

Sound Designer December 2025 - Present, Remote
1074 Games - EMPULSE

e Weapon Design (Guns, Equipment, Grapple Hook, Grenades, Abilities).

e Foley Design focusing on player awareness and improving the technical Foley systems.
e Assisted in the final mixing process (Post game animations, Game store, Foley, Ul).

e Player and Mech health treatment content and systems.

Sound Designer October 2024 - Present, Remote
1074 Games - Splitgate: Arena Reloaded & Splitgate 2
¢ Ambience design: Over 20 unique and detailed maps and biomes.
e Ul Design, content, building systems and final mix.
¢ Responsible for the Foley systems and content across the two titles (Footsteps, Emotes,
Character Movement, Weapon Inspects).
¢ Lead in Arena Royale mode, designing dynamic audio systems and content for clarity
during frenetic gameplay.
e Bug fixing, debugging, voice limitation and streaming optimization.

Sound Designer November 2023 - September 2024, Manchester, UK
344 Audio - Arknights: Endfield

¢ Foley Mixer and Foley Editor for various characters and surfaces.
¢ Audio restoration and final delivery of game ready assets.
¢ Cinematics and Cutscenes.

Sole Sound Designer July 2022 - October 2024, Remote
Nomadroid Studios - KORONEKO

e Responsible for the sonic vision throughout the development process, starting from R&D.

¢ Implemented and programmed sounds, as well as developed audio systems, using Unity, C#.

e Composed music for various levels and cutscenes, and developed music systems to ensure
seamless gameplay.

SKILLS

Software & Programming: Reaper, Pro Tools, Nuendo, iZotope RX, Unreal Engine 5, Blueprints, Metasound, Unity, C#, C++,
Wwise, FMOD, GitHub, Unreal Game Sync, Perforce, Horde, Soundminer, DaVinci Resolve.

Creative and Technical: Field Recording, Mixing, Dialogue Editing, Sound Editing, Sound Design, Technical Sound Design,
Debugging and Optimization, Foley, Surround Sound, Audio Cleaning and Restoration.

EDUCATION

Leeds Beckett University - MA Sound Design September 2023 - November 2024, Leeds, UK

Linear media and interactive game audio.

University of Sabha - BSc Computer Science June 2016 - June 2019, Sabha, Libya
Programming languages including C++, C#, HTML, and JavaScript.
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