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EDUCATION 

2022   B.M. in Music Composition and Technology, B.S. in Theatre; Northwestern University, Evanston, IL 

                            Studied with Tommy Rapley, Jay Alan Yim, Chris Mercer, and Alex Mincek; GPA: 3.73/4.00 

SKILLS 

Software: Adobe Suite, Reaper, Pro Tools, Logix Pro X, Ableton, Finale, Sibelius, Max MSP, Wwise, Da Vinci 

Resolve, Waves Plugins, Izotope Plugins, Native Instruments Plugins, Antares Plugins, Spitfire Plugins, Unity, 

Unreal, Vocaloid/Piapro Studio, IEM Plugins, QLab, Airtable 

Audio: Mixing/Mastering, Midi Transcription, Foley, Concert and Studio Recording/Engineering, Orchestration, 

Arranging, Ambisonics 

RELEVANT EXPERIENCE 

Code Coven Intro to Game Making in Unreal Engine, Remote 

Scholarship Student October 2022 – December 2022 

• Studied the fundamentals of Unreal including blueprinting, UI editing, working with Git repositories, 

designing levels, and integrating assets 

• Collaborated with peers to develop a game project based on cryptography puzzle mechanics 

The Delve Podcast, Remote 

Audio Editor and Sound Designer, September 2022 – Present 

• Composed, mixed and mastered the intro music for the current season of The Delve (season six) 

• Edited and re-mixed podcast audio to create highlight videos released for YouTube; including developing 

supplemental music and sound design for the video content and title cards 

Thinking Through Glass – Video Game, Evanston, IL 

Game Developer, May 2022 - June 2022 

• Developed a work of interactive fiction built in Twine which included writing a branching narrative, 

producing all music and audio, and developing visuals using multiple AI art-generation programs 

Northwestern University Music Technology Department, Evanston, IL 

Technology Storage and Recording Assistant, September 2021 – June 2022 

• Served as the recording engineer for composition department concerts as well as a Pro Tools 

recording/technical assistant for select musical projects of department head Christopher Mercer 
Sound Arts and Industries Department Coursework, Evanston, IL 

Video Game Developer and Audio Designer, January 2022 – March 2022 

• Trained in the theory of Ambisonics and learning to record and work with the IEM plugin suite 

• Developed an interactive virtual reality game prototype incorporating self-produced ambisonic audio 

Talking Bones - Video Game, Evanston, IL 

Developer and Audio Designer, January 2021 – March 2021 

• Developed and programmed the game in Unity; combining spatialized audio environments, branching 

dialogue options built in Yarn Spinner, and sculptures designed in Medium by Adobe 

NYU Summer Scoring Workshop (Video Game and Advertising Music), New York, NY 

Auditor, June 2020 – July 2020 

• Attended lectures on using audio middleware Wwise and how to integrate it into Unity game projects 
     Spearhead the sound design p ipeline, from identifying needs and scoping to final imp lementation.     U tilize bo th creative and technical ski lls to design and implement sounds within Unreal Eng ine.     Work with the Audio Supervisor to bu ild a cohesive sound des ign "vision" for the current project.     O versee the sound design and implementat ion processes in to Unreal Eng ine 5, while assist ing the Audio Team w ith voiceover editing  as needed.     Internalize the sound design goals of our Des ign and Creative teams, and ensure those goals are met throughou t the sound des ign and imple mentation process.     Gain mastery of Unreal Engine 5's aud io sy stems,  as well as Unreal Eng ine audio imple mentation techniques and aud io sy stems design.     Take ownership of sound des ign asset lis ts, and work w ith the Production Department  to ensure needed sound  design assets are delivered according to an agreed-upon schedule.     Identify wh ich aspects of sounds are best designed in a tradit ional DAW vs Unreal Engine.     Assi st with ou tlin ing, organiz ing and runn ing SFX recording sessions as needed.     What Wou ld Make a Strong Candidate:      Strong experience with DAW-focused audio workflows.          Know ledge of Cockos Reaper software is a 

plus, bu t not  required.     Understand ing of field and stud io recording techniques.     Foundational understanding of game audio.      Desire to delve into "Technical Sound Designer"-type responsibil ities, such as audio systems design with in a game engine, is critical.     Basic understanding of music composition funda mentals.     Innovative and adaptab le; ready to suggest improvements to both features and workflow.     Strong drive to grow, learn, and assist the Audio Team in refining processes.     Ability to mult itask and s tay detail or iented, without losing the p lot.     Knows when to ask for help, and  when to pause and re-evaluate if issues arise during a sess ion.     H ighly organized, with documentat ion skil ls and the ability to work w ith a large amount of audio  assets.     Proficient 

https://www.olvmusic.com/

