Gregory Grimsby

10933 Iron Mountain Pl
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reapinwombat@yahoo.com
Education

Bachelor of Fine Arts, James Madison University, Harrisonburg, VA 1994

Concentration in painting and drawing

Experience
· 14 years of professional game development experience.
· 6 years of experience as an Art Director for computer games.
· 3 years of experience as an instructor of Game Design

Jan 2011 to Current, Assistant Professor, George Mason University, Fairfax, VA

· Lead instructor for Game Design Program’s art courses.

Spring 2010 through Fall 2010, Adjunct Instructor, George Mason University, Fairfax, VA

· Adjunct instructor for the intro to 3D modeling and animation course as part of GMU’s Game Design Program.

2005 to 2011, Art Director, Mythic Entertainment/EA, Fairfax, VA

· Art Director on Warhammer Online, a massively multiplayer 3D game on the PC and Mac (86 Metacritic rating)
· Managed a combined workforce of over 100 artists, both internal and external.

· Managed the studio’s first foray into outsourcing with solid success.
· Created art design documents and style specifications as well as style bibles and visual targets using After Effects, Photoshop, InDesign and numerous other tools.

· Gave performance reviews to art staff

· Interfaced and collaborated with IP holder, Games Workshop, to ensure Warhammer met their high expectations. Work was approved 99% of the time without revisions.

· Art Director on a second, currently unannounced MMO.

Nov 2003 to June 2005, Lead Artist, Mythic Entertainment, Fairfax, VA

· Lead world artist on Dark Age of Camelot expansion on the PC.

· Created models, textures and animations for world objects using 3DS MAX.

· Supervised artists on two concurrent DAoC projects: New Frontiers Expansion and Catacombs 

Oct 2001 to Nov 2003, Lead Artist, Lodestone Games, Charlottesville, VA

· Led art team of 5 artists on massively multiplayer PC titles “Soul Forge” and “ Driving Force” (unannounced titles).
· Tackled all aspects of art content development, from concept and modeling to exportation into game engines.
· Conceptualized and drove the visual look of the world through research, concept art, and open dialog with designers.
· Supervised artist activities through critiquing work, resolving issues, and adjusting schedules.
· Mentored junior art staff.
· Fostered positive relationship with programmers and designers through communication, respect, and a supportive attitude 

Aug 1996 to Oct 2001, 3D Artist, Kesmai Studios/EA, Charlottesville, VA

· Led art teams of varying sizes on massively multiplayer PC titles “Multiplayer Battletech:3025 ” and “James Bond Online”.
· Tackled enormous art load of understaffed art-team on Battletech:3025 . Handled practically every piece of art content in the game including: all of the terrain textures, all animations, GUI, some particle effects, and numerous Mech models. 

· Staged and rendered CG animations and promotional posters.  

· Created textures, 2d sprites, various models, interface elements, and pre-rendered beauty shots for several earlier Kesmai games including “ Air Warrior III ” and “ Aliens Online ” 

· Developed GUI designs for “ War Patrol ” PC game, early version of “ Gamestorm” website, and various Kesmai game webpages. 

Skills

In general, I am a strong 2D and 3D artist specializing in game art production. I have had numerous art leadership positions.  I have thorough knowledge of the game development framework and the game design process. I rely upon my fine arts background when producing and directing art.
· 3D modeling using 3DS MAX and Maya

· Keyframe animation in 3DS MAX and Maya

· Rigging in 3DS MAX and Maya

· Concept art and illustration.

· Photosource and hand-painted texturing in Photoshop

· Style bible creation and sell sheet design in InDesign

· Web Site visual design

· Game UI design

· VFX creation in 3DS MAX and After effects

· Writing Maxscript, Javascript, and Excel VBA to address pipeline issues

· Fluent with all major Microsoft Office applications including Powerpoint.
Software

· 3DS MAX 2013

· Unity 3D

· Maya 2009+

· Photoshop CS5.5

· InDesign CS4

· Adobe AfterEffects

· Maxscript

· Powerpoint

· Excel

· Excel VBA scripting

· MindManager

Activities

· Multiple years of involvement with community theatre in Barboursville, VA as an actor and set painter.

· Video editing for Fairfax Community Church

