
currently in the final year of study for a BA in Music and Sound production, while developing a game audio portfolio 

During my time at BIMM, I have acted as a producer and recording engineer to run numerous sessions capturing vocals, foley,

instruments, and full band set-ups.

have been heavily involved in the local gig scene, performing with multiple bands on various instruments, and helping organise

several gigs and events.

began my professional development by undertaking a one-year course in Music Production and Sound Engineering. 

Doing this provided a solid foundation of audio principles and production techniques which led me to decide to study for a BA

degree at BIMM.

Edward Marsh
Sound designer

E d u c a t i o n

Ba (hons) Music and sound 

produciton
BIMM INstitute, Manchester
sept 2021 - may2024

Certificate of Higher

Education
Point Blank Music School, London
September 2020 - June 2021

E x p e r i e n c e

Bar supervisor
Nutwood pubs ltd
may 2022 - september 2023

Music Composer
Freelance 
2023-current

sound Designer
Freelance 
2023-current

Designed and implemented high-quality audio assets for video

games, including sound effects, ambient sounds, and music. 

Utilized industry-standard audio software and tools to

create and edit audio content. 

about me:

Hi, I’m an enthusiastic and dedicated sound designer and

game audio professional with a deep passion for both

gaming and music. Over the past several years I have

worked to build a strong ability and expertise in audio

implementation, sound design, dialogue recording, and

music composition and production. 

SKills
Sound design

middleware (fmod & wwise)

game engines (unity &

unreal)

post-production

contact me

nedmarsh123@gmail.com

www.nedmarshaudio.com

+44 7554223815

linkedin.com/in/marsh-edward

Recording engineer
Freelance 
2022-current

Teamwork

Emotional intelligence

time management

organisation

Collaborate closely with game designers and developers to

ensure audio enhances gameplay experiences.

Troubleshot and debugged audio issues during testing phases.

Composed original music tracks and themes that enhanced

the atmosphere and emotion of game environments.

Collaborated with developers to underst and narrative,

setting, and gameplay elements to inform composition.

Ensured seamless integration of music into several games,

facilitating interactivity.

Managed music assets to maintain organization and

consistency throughout the game development process.

proficient in recording equipment to capture high-quality

audio assets, including voiceover dialogue, Foley effects, and

ambient sounds.

Set up and calibrate microphones, preamps, and other

recording gear to achieve optimal sound quality in various

recording environments, such as studios and on-location

sessions.

Supervised and trained a team of bar staff, demonstrating

strong leadership and communication skills.

Implemented efficient workflows and procedures to

streamline operations and maximize efficiency.

Thrived in a fast-paced and dynamic environment, managing

multiple tasks simultaneously 

Msc sound & music for

interactive games
Leeds school of arts, leeds
sept 2024 - sept 2026

Continuing my professional development by Mastering sound design principles, techniques, and tools specific to interactive

gaming environments.

Will be gaining an in-depth understanding of interactive audio systems, including middleware and game engines, and how they

contribute to immersive gameplay experiences. 

https://www.linkedin.com/in/marsh-edward?lipi=urn%3Ali%3Apage%3Ad_flagship3_profile_view_base_contact_details%3Bz4C6CMzZQLubc%2FBsrrdHDA%3D%3D

