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C O N T A C T

W O R K  E X P E R I E N C E

E D U C A T I O N

V A N C O U V E R  F I L M  S C H O O L  |    2 0 1 8 - 2 0 1 9
D I P L O M A  I N  S O U N D  D E S I G N  F O R  V I S U A L  M E D I A

N A T I O N A L  I N S T I T U T E  O F  T E C H N O L O G Y , C A L I C U T    |    2 0 1 1 - 2 0 1 5

B A C H E L O R  O F  T E C H N O L O G Y -  C O M P U T E R  S C I E N C E  A N D
E N G I N E E R I N G

P R O F I L E
Focused on building interactive audio systems and sound design to tell  stories
and to bring emotional experiences to people through the magic of sound

Reaper
Pro Tools
MAX/MSP
Ableton

D i g i t a l  A u d i o

C++/JUCE
C#
Lua/ReaScript
JavaScript
Python

P r o g r a m m i n g  L a n g u a g e s

Wwise
Pure Data
FMOD
Unity Engine
Unreal Engine
GitHub
Perforce

G a m e  A u d i o

K M  M U S I C  C O N S E R V A T O R Y , C H E N N A I  |    2 0 1 6 - 2 0 1 7
D I P L O M A  I N  A U D I O  E N G I N E E R I N G

M O J A N G  A B                                                                          0 3 / 2 0 2 2 -  P r e s e n t

S O U N D  D E S I G N E R

F M  A u d i o L a b s  -  ( F r e e l a n c e )                                                  0 6 / 2 0 1 7 -  P r e s e n t

S O U N D  D E S I G N E R

Offer  Audio Post Production services for linear and interactive media.
Provides custom workflow tools and scripts for Reaper
Currently developing plugins and software to be used in Post Audio
workflows     in film and game.

S U R I :  T h e  S e v e n t h  N o t e  ( I n d i e  P r o j e c t ) ,                              2 0 2 3 – P r e s e n t

T E C H N I C A L  S O U N D  D E S I G N E R

Lead audio programmer building a custom FMOD-Unity integration system
for music-driven gameplay
Developed pipelines to seamlessly export audio data from FMOD to Unity,
enabling gameplay to react dynamically to music layers using markers
Bridge the gap between sound design and programming to create innovative
interactive audio solutions

Currently working as an in-house Sound Designer involved in creating
Sound effects for various games across the company
Developed internals tools for all  the tools in the audio pipeline including
custom python, Reaper scripts (both python and Lua),  Wwise Command
Add-ons (Python) and custom waapi scripts
Developed custom blueprints for gameplay and animation to be used by
Sound Designers in production.
Led technical initiatives in audio craft with other sound designers in
collaborating  with other crafts in the game and helped communicate the
needs between both parties.
Worked as the embedded lead audio designer across various teams working
on content types like procedural ambience, cut-scenes, quests etc.

S K I L L  D E V E L O P E M E N T

Intro Audio Plugin Development ( Kadenze Academy)
Advanced Audio Plugin Development using JUCE Framework (Kadenze Academy)
Neural Networks and Deep Learning (Coursera)
Improving Deep Neural Networks: Hyperparameter Tuning, Regularization and
Optimization (Coursera)

https://www.kadenze.com/certificates/verified/3EG868T2
https://www.kadenze.com/certificates/verified/MCK8OXT9
https://www.coursera.org/account/accomplishments/records/EJ2F44VZ7BVD
https://www.coursera.org/account/accomplishments/records/EJ2F44VZ7BVD
https://www.coursera.org/account/accomplishments/records/RBELHG7Y37FZ
https://www.coursera.org/account/accomplishments/records/RBELHG7Y37FZ

