
 

OWEN GRIEVE​ ​ ​ ​ ​ ​ ​ ​       Sheffield, UK 

Senior Game Designer​ ​ ​ ​ ​ ​       ​        owengrieve@gmail.com 

 

 

SKILLS 

 

- Game design and balance​ ​ ​ - Live Ops 

- Economy, Metagame & Social systems    ​ - Data-driven design 

- Live data pipelines​ ​ ​ ​ - Writing for games 

- Phenomenal spreadsheets​ ​ ​ - Teaching design skills 

- Leading small project teams​ ​ ​ - Qualitative product analysis 

 

Office / Google Docs: Extensive experience (particularly when it comes to spreadsheets) 

Game Engines: Experienced with Unreal, Unity, Game Maker, Klik-n-Play 

Programming: Basic knowledge of C#, Python, BASIC, batch scripting, etc 

Development Tools: Git, Sourcetree, Perforce, Confluence, JIRA 

Game Literacy: Have been playing a broad range of games for over 35 years 

 

 

EXPERIENCE 

 

Senior Systems & Economy Designer ​ ​ ​ ​ ​ ​ 04/2021 – 03/2025 

Sumo Digital, Sheffield, UK 

 

(Under NDA) / PC & Console 

(Under NDA) / PC & Console 

(Under NDA) / PC & Console 

 

-​ Economy and metagame design for three AAA projects of various genres 

-​ Created metagame planning / vision docs to share with publishing partners 

-​ Worked closely with engineers to develop a faster, simpler live data pipeline 

-​ Created series of internal presentations on the subject of designing for live games 

 

Freelance Game Designer ​ ​ ​ ​ ​ ​ ​ 02/2020 – 04/2021 

Self-Employed, Morpeth, UK 

 

-​ Various remote work contracts for mobile games, during the Covid pandemic 

-​ Overhauling spreadsheets, designing new features, etc 

 

Principal Game Designer ​ ​ ​ ​ ​ ​ ​ 11/2018 – 01/2020 

Longbow Games, Mysore, India 

 

(RTS Prototype) / Mobile 

 

-​ Led the design of a real-time strategy game prototype for a major multinational client 

-​ The prototype was well-received and taken in-house for full pre-production 

-​ Interviewing design applicants to build a solid foundation for a new start-up studio 
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EXPERIENCE (continued) 

 

Game Designer ​ ​ ​ ​ ​ ​ ​ ​ 06/2015 – 03/2018 

Neon Play, Cirencester, UK 

 

Tip Tap Soccer, Tip Tap Rio, Tip Tap Farm / Mobile 

Traffic Panic: Boom Town / Mobile 

Bravo Force / Mobile 

(Unreleased PvP Strategy Game) / Mobile 

 

-​ System and Economy design for numerous F2P mobile games 

-​ Writing names and descriptions for characters, items, missions, etc 

-​ Developing and balancing skill ranking systems & utility-based NPC AI models 

 

Associate Game Designer ​ ​ ​ ​ ​ ​ ​ 01/2012 – 02/2014 

Zynga, Bangalore, India 

 

Hidden Shadows / Facebook 

Hidden Chronicles / Facebook 

Empires & Allies / Facebook 

 

-​ Designed, balanced and implemented new content and features for major live games 

-​ Worked on the India studio’s first game launch 

-​ Worked with Product Managers to analyse gameplay data and devise monetisation features 

-​ Led design team scrums and mentored junior designers 

-​ Organised a weekly knowledge-sharing social for designers across the studio 

 

Systems Test Engineer ​​ ​ ​ ​ ​ ​ ​ 01/2010 – 10/2011 

Promethean, Blackburn, UK 

 

-​ Testing hardware and software products for an educational tech company 

 

Systems Tester ​ ​ ​ ​ ​ ​ ​ ​ 09/2006 – 07/2007 

Northern Rock, Newcastle, UK 

 

-​ Wrote an executed test scripts for online banking services 

-​ Administered a test team and produced summary data for management 

​  

EDUCATION 

 

MA Digital Games Theory and Design (Pass with Merit)​              ​ ​ 09/07 - 07/08 

Brunel University, London, UK 

 

BA (Hons) Economics with a Year in Europe (2:ii)​ ​ ​ ​ 09/02 - 06/06 

University of Leicester, UK 

University of Gothenburg, Sweden 
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