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It has been a while since I started my journey as a graphic designer. At first, I thought I was
going to be a game designer so this path was definitely not my first choice. I simply wanted to
make immersive games with fun, interesting and cool characters that players could interact with.
But soon I discovered that I could not find much joy in either programming, 3D modeling, or
texturing. Most of the things that game designers look forward to and enjoy, were tedious,
boring, and repetitive to me. This was not how I should have felt while doing the work that
would determine my future career. Something needed to change ASAP otherwise I would have
simply been wasting my time learning something I have zero interest in pursuing. Fortunately,
the game design did have some art sections in it, and I was always fully immersed when working
on them. This eventually led me to find out about another similar major in my department called

graphic design.

Luckily for me I did not totally despise all of the work I did in game design, many things were
tedious, yes, but some did manage to pick my interest. Designing creatures and characters that
would end up being modeled was definitely fun for me and having fun with your professional
career is definitely important. I also did not completely despise modeling since it led me to create
many different set pieces that I could edit, dissect, interact with, and animate. My personal
favorite thing to do was always animate, rigging, and animating the 3D models always lit up a
fire in me that made me enjoy game design a little. Eventually, during covid, I started to focus on
improving my art skills so that I could create better characters and models. But the joy I felt in
drawing was nothing like what I felt when doing any work related to game design. I did not want
to do anything else but draw, my heart had been stolen completely and I simply did not wish to

pursue something I could not feel any joy towards anymore. Knowing that I could use my art



skills in so many different ways such as creating characters, animating characters, creating the
foundation for buildings and mechanical models, and even designing posters flipped a switch in

me. This eventually led me to graphic design where my next focus would be.

When I switched my major to graphic design I had a lot of new things to learn. Many different
new programs were introduced to me, and many different concepts, teaching, and learning
methods. Not everything was foreign to me, luckily software like Photoshop and Illustrator were
also used in game art and even game programming. I also had to learn how to use some of these
programs during COVID to help improve my art skills. The most different aspect for me when
working in and out of class was not seeing all of my classmates working with drawing tablets.
Sure in game design you could choose which field you wanted to focus on the most, but many of
my original classmates were double majors and the degree itself requires that you learn from at
least both majors just like graphic design students also have to learn web design in GRA. This
meant that everyone in game design was an artist of some sort since they also had to learn either
3D modeling or digital sculpting. Working with new teachers was not too hard, but being one of
the rare few graphic designers whose main focus was art was a bit tough since most of my
teachers did not know how to draw. Most of the advice I had to get came from the internet, it did
not help to learn that one of the school’s only sketching-art-focused teachers Jeremy who had
helped me a lot in game design in classes like concept art and color theory had transferred to a
different work field since he was hired to work his dream job. In the end, I had to learn a lot of
things of my own because many of my goals seemingly did not align with the goal that each
class I took was designed to help students pursue. The softwares and classes I took were

structured in a way that helped designers create designs from tools provided to them and used



many different outside references or simply just required you to modify some assets provided to
you. Meanwhile, my preferred method required me to create designs from scratch using
references only to help me envision what [ wanted to create more or make it simpler. There
definitely was a lot [ needed to get used to, but luckily for me, many of my teachers understood
my situation very well and were able to provide me with more than enough time to work on all

my projects and assignments.

In the end, I feel like game design and graphic design were more like stepping stones that I used
to help me determine what career I really wanted and they both helped me notice it. If I did not
do this I would be stuck in an endless loop constantly searching for what I want, how I want it,
and what I should do to achieve it, but luckily for me, I already know that answer now due to all
the experience the courses in SNHU have provided me with and the guidance my teachers,
counselors, and advisors gave me. With that said, I will continue to move forward and find ways
to continue to improve myself as an artist so I can perform in my dream career with confidence

and have fun while doing it.
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