1740 MELROSE AVE #405 • SEATTLE, WA  98122
(703) 283-4802 • EPONYMOUS@GRANTROBERTS.COM
	GRANT ROBERTS

	WRITER / DESIGNER


OBJECTIVE

	To remember the giddy exuberance and open-mouthed wonder that video games brought me as a child, and ignite those feelings in a new generation of gamers.


EXPERIENCE

	THE AMAZING SOCIETY
	
	Issaquah, WA

	LEAD CONTENT DESIGNER

November 2008 - Present

· Writing vision documents and system specs for over 50 mini- and micro-games to form the bulk of a MMO based on the Marvel Comics universe.

· Creating custom content themed to dozens of unique characters and story arcs.

· Collaborating with other teams to maximize efficiency by sharing technology.
· Generating systems from scratch for fast travel, "super" emotes, world map navigation, and many others.

	SIERRA ONLINE SEATTLE
	
	Issaquah, WA

	LEAD CONTENT DESIGNER

January 2008 – September 2008
· Created the game's world, history, culture, organizations, and denizens for an unannounced MMORPG.

· Designed over 1,000 quests from initial sketches to final text.

· Named all 240 unique creatures, hundreds of abilities, and thousands of items.

	GAS POWERED GAMES
	
	Redmond, WA

	WRITER / DESIGNER

August 2006 – October 2007
· Wrote over 10,000 lines of original dialogue for Space Siege.
· Designed over 80 unique missions (single-player and multiplayer).
· Created over 30 memorable characters, each with at least 50 lines of dialogue.
· Selected the game's composer, directed his efforts, and gave feedback to submissions.

LEVEL DESIGNER
February 2005 – July 2006

· Concepted, laid out, and fully implemented ten indoor and outdoor regions for Dungeon Siege II: Broken World.
· Implemented nearly all primary and secondary quests for DSII:BW, while creating some of the most memorable scripted moments in the game.
· Breathed life into preexisting assets to create ghostly apparitions, foreboding ruins, and distinctive weapons.

	LEAPING LIZARD SOFTWARE
	
	Gaithersburg, MD

	PRODUCER / DESIGNER
July 2004 – January 2005

· Negotiated milestones and schedules with the project’s publisher (Activision).
· Designed Xbox-friendly interface for Bicycle Casino 2005.
· Wrote and edited in-game help text and manual copy for Bicycle Casino 2005.

	LEGEND ENTERTAINMENT
	
	Chantilly, VA

	ASSOCIATE PRODUCER
December 1999 – January 2004

· Oversaw all aspects of development for Unreal II: XMP.

· Wrote scripts, directed talent, integrated over 8,000 final voice assets into Unreal II.
· Gave three days of Unreal II presentations at the 2002 Electronics & Entertainment Expo.

· Created dozens of original sounds for use in Unreal II, post-produced existing audio, and provided the voice of one of the main characters.


EDUCATION

	VIRGINIA TECH
	
	Blacksburg, VA

	COMMUNICATIONS / COMPUTER SCIENCE
September 1993 – May 1995


REFERENCES

	Clayton Kauzlaric, Design Director
MGS Live
claytok@microsoft.com
Taylor Daynes, Lead Systems Designer
Sierra Online Seattle
taylordaynes@gmail.com
Bert Bingham, Producer

Gas Powered Games

bbingham@gaspowered.com
Matt Mahon, Lead Level Designer
Gas Powered Games
matt.schellgames@gmail.com
Many other references available upon request – I have some amazing colleagues and friends in this industry.
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