
Nacho Roca
Senior Sound Designer

About: Experience:

Multi-skilled Senior Sound Designer and Foley 
Artist with 10 years experience in audio 
production, working on creating immersive 
soundscapes for Games, TV and Film. 

Specializing in the creation of unique sounds 
through recording, editing, and mixing 
techniques, utilizing studio and field recordings, 
libraries, and synthesizers. 

Currently a lecturer at IE University in the 
Master’s programme, Design for Immersive 
Experience and XR, focusing on sound design 
and implementation for interactive experiences.

• Develop sound projects from ideation to 
delivery based on client briefs to create unique 
and specific sound effects to achieve the 
requirements set by the client.

• Foley and sound effects recorded and 
produced in my own professional studio, 
including custom field recordings and a 
personally curated sound library.

• Manage and organice audio files for online/
offline storage across a busy post production 
team and create new workflows that fit the 
specific needs of the projects.

• Flexibility when making necessary corrections 
until the project has the desired result and ability 
to work within a team and meet tight deadlines.

• Direct talent and crew both in studio, location 
and remotely to connect with any part of the 
world.

Education and languages :

Skills:

Education: Pro Tools 101, 201 and 210 Certified 
User | Master in music production 
Languages: English (B1) | Spanish (Native)

Software and plugins:

Software: Reaper | Pro Tools | Ableton Live
Fmod | Wwwise | Unity | Unreal & Metasounds
Plugins: Sound Toys | NI Komplete 14 Ultimate   
Waves Audio | iZotope | Arturia | NVK Tools
Synthesizer V | Traveler | Dehumaniser

+34  627 65 97 00
nroca@whoestudio.com
Madrid & Worldwide

vimeo.com/nachoroca

Who sounds  Founder and Sound designer 
2014 - present

•  Lords of the Fallen | Dark fantasy AAA Videogame
    Senior Sound Designer responsible for enemy, boss,   
    and NPC sound design. Led and coordinated an 
    external audio team, overseeing asset creation, quality 
    control, and delivery to CI Games. Designed complete 
    enemy sound sets including attacks, reactions, and 
    vocalizations using Reaper.

•  Hasbro Jr. Collection | Digital Boardgames
    Audio Director responsible for the creative direction, 
    sound design, and implementation of the Hasbro Jr. 
    Collection. Coordinated audio production with Tessera 
    Games across multiple titles including Monopoly, 
    Cluedo, Scrabble, and GOL. Implemented audio using 
    Reaper, Unreal Engine, and Metasounds.

•  Automate-it | Factory Automation Videogame
    Audio Director responsible for sound design and full 
    audio implementation, collaborating with Forklift 
    Interactive. Implemented all audio systems using 
    Reaper, Unreal Engine, and Metasounds.

•  Therefore | Narrative Adventure Videogame
    Audio Director responsible for sound design and full 
    audio implementation for an auteur driven narrative 
    adventure with over 40 hours of gameplay. Defined 
    and produced the complete audio experience at Trim 
    Tangle, the game’s development studio, where I am 
    partner.

•  A Stranded Spark | Cozy Adventure Videogame
    Audio Director responsible for sound design and full 
    audio implementation, using Reaper, FMOD, and Unity  
    for Tomate Cebolla Games.

•  Ranndoom | NFT Mobile Videogame
    Audio Director responsible for sound design and full 
    audio implementation for the project using Reaper, 
    FMOD, and Unity at Dose (project later cancelled).

•  See more projects at:
    https://vimeo.com/nachoroca

Highlights:



Nacho Roca
Recommendation Letter

There is nothing more valuable than hearing directly from the people I have had the opportunity 
to work with throughout my career. Their perspective provides a true reflection of not only my 
professional skills, but also how I collaborate, communicate, and contribute to the creative 
process within a team.

I greatly value their insights, as they give a clear picture of the way I approach projects, adapt to 
different workflows, and help achieve the best possible results. The feedback below comes 
from colleagues, collaborators, and supervisors who have worked closely with me on various 
projects, and I hope it gives a comprehensive view of my experience and work ethic.

For your convenience, I am also including their contact information, in case you would like to 
reach out directly to hear more about their experiences working with me.

•   LORDS OF THE FALLEN  |  CI GAMES 
Guido Mastrngelo | Lead Sound Designer

Nacho is a driven and talented sound designer, always keen to collaborate and to improve. 
Even during tight deadlines he managed to deliver in time. It was a pleasure to work alongside 
him.

Contact: gmastrangelo@cigames.com

•  HASBRO JR. COLLECTION   |  TESSERA STUDIOS
José Manuel Camacho  |  Co-Founder and Production Director

Nacho is strongly recommended as a sound designer. During his time working with us, he 
proved to be a highly committed, proactive, and reliable professional who consistently went 
beyond assigned tasks, providing creative and innovative solutions that greatly improved the 
final quality of the projects. He delivers high quality work on time, understands gameplay and 
narrative needs, and works very well within multidisciplinary teams.

Contact: josemanuel.camacho@tesserastudios.com

•  AUTOMATE-IT  |  SOUTH BLUE MOON
Paulo Henrique de Lima  | Lead programmer

Our experience working with Nacho was extremely positive. His sound design work was made 
to match our game and it was great, very high quality. Every time we had to change elements of 
our game he adjusted what was needed and always guided us on how to implement the 
sounds for the best experience, with a lot of attention even in the small details.

Contact: contact@southbluemoon.com

+34  627 65 97 00
nroca@whoestudio.com
Madrid & Worldwide

vimeo.com/nachoroca
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•  A STRANDED SPARK  |  TOMATE Y CEBOLLA GAMES
Nico Tornatti Ceballos | Senior Game Designer

Nacho is a genuinely wonderful person to work with. He is a nice, patient, and passionate 
person, with an eye for detail and diligence that shows in the quality of his craft. He is always 
open to feedback and ideas, and approaches collaboration with a positive, thoughtful, and 
constructive attitude that makes working with him always a good decision.

Contact: tomateycebollastudios@gmail.com

•  THEREFORE  |  TRIM TANGLE
Trim Tangle: Therefore Team

In our video game Therefore, sound goes far beyond being an artistic complement and 
becomes an essential part of the gameplay mechanics. Not only through the introduction of 
sound-based puzzles in the adventure, but also as a foundational element of its world. The 
environment and its interactive objects and characters possess essences that the player can 
hear, extract as sounds, and combine to create new objects.

With this premise, we were certain that we needed a sound designer who would not simply 
focus on producing a set of sounds that matched the game’s visual effects and actions. For 
Therefore, the role had to go further. We needed someone who would engage deeply with its 
background and philosophy, who would make the effort to understand its characters and their 
prevailing emotions, and who would know how to turn concepts and ideas from everyday 
objects into sounds that represented those feelings and ideas. This meant proposing sonic 
solutions to questions such as: what do hatred, anger, love, or fear sound like? How should 
wood, metal, glass, or stone be heard as primordial elements for the creation of more complex 
objects? What sounds can express abstract concepts such as time, darkness, honor, or 
justice?

This was the great challenge we presented to Nacho, without even being certain it could be 
successfully achieved. The surprise came when we began to hear his work, and even more so 
as he continued to refine it throughout production. Being able to hear abstract sounds that truly 
evoke emotions, ideas, concepts, or materials was astonishing. Through sound, he achieved 
what a dictionary does through words: explaining and conveying meaning using sound.

And if Nacho successfully solved these major challenges, the same can be said of the rest of 
the game’s sound effects. The ambience, footsteps, fauna, and many other environmental 
elements feature outstanding sound production.

Based on this experience, we can only strongly recommend Nacho as a sound designer for 
any video game or sound project.

Contact: contact@trimtangle.com
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nroca@whoestudio.com
Madrid & Worldwide
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