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What Art Institutes school did you
graduate from?  
The Illinois Institute of Art - Chicago
Game Art & Design

Company Name: 
Wirtz Beverage Group

Job Title:  
Online Marketing Coordinator
Chicago, IL

What are some of your Professional 
Achievements?  
I helped create Wirtz Beverage Group’s online marketing 
strategy, a first for the beverage wholesaler and distribution 
industry.                                                 

How did you get started in the industry?  
I’ve always been interested in design. The interactive medium 
of games was what seemed to hold my interest most. In high 
school I took every art and computer design course I could. 
Game Art and Design had not been introduced when I first 
started at Ai, so I was originally a Web Design and Interactive 
Media major. The major had elements of designing for user 
interaction, which is what interested me most about the 
game industry. While in school, I would complete web design 
contracting jobs. I had to learn not only how to use these 
programs, but also how to network and negotiate. These are 
important skills anywhere, but they are even more important to 
an artist.

This also helped me build up experience for the Wirtz Beverage 
Group job. It started as an internship. When you’re in an 
internship environment you are basically on a 3 – 6 month 
interview. Realizing this fact, I constantly sought to make 
myself invaluable to the company. Any time my boss asked 
me a question, I would say “I will figure it out”. The internship 
utilized many of the web and graphic design skills I learned at 
Ai and in my free time.

Since the practice of online marketing was new to Wirtz 
Beverage Group, I was one of the key people to spearhead the 
initiative. Being able to be in front of a company-wide project 
as an intern was huge. I was able to demonstrate the value in 
what I was doing as an intern. In fact, because my boss saw 
the value, a new permanent full-time position was created.

What are you creative inspirations or 
influences?  
I’m constantly looking at a variety of visual mediums (TV, ads, 
movies, games, books, etc) trying to determine what makes 
that piece successful. My work is influenced by technology, 
science fiction, old games, old movies, podcasts and other 
pop culture conventions. I’m constantly reading websites, 
books, magazines, and any other reading materials. I’m always 
thinking of ways to combine multiple ideas. I try to think of how 
certain techniques could translate into other mediums.

What do you enjoy the most about your career? 
I love the fact that I’m not just a designer. My job is somewhat 
entrepreneurial; I get to help build our online process from the 
ground up. I get to design creative, suggest campaign strategy, 
and analyze previous campaigns. I’m not only a part of the 
entire process, but I get to lead the process. This is huge as 
a recent graduate. The work I do has a direct impact on the 
business.

What are your responsibilities?  
This job is unique in that the responsibilities vary from day 
to day. My biggest task is to create materials that will help 
promote our online ordering platform. After launching these 
materials, I also track the results and share them with a multi 
state team. I also helped create our online social community by 
creating Facebook and Twitter pages. Wirtz Beverage Group is 
investing serious resources in the online space, and I’m at the 
forefront of helping them carry out their goals.

What made you decide to pursue this type of 
career?  
From a young age, I have always been interested in games. I 
love what happens when lots of elements come together. Game 
design is not just art and code; it’s what happens when the two 
converge. Much like web design, it’s about the target audience. 
Both game and web design are about delivering on the needs 
and wants of your target audience. Lots of design involves 
iteration and evaluation. I use these skills in my current job. 
These are things that attracted my current job. Through web 
and print graphics, I’m putting together separate elements. 
Part of my job is analyzing web traffic - I’m thinking of ways to 
make the user experience better. My online marketing position 
involves iteration, analysis, and reimplementation. Although 
it’s not games I’m making, there’s a lot of overlap in the core 
principles web and game design. I’ve always liked designing 
things. I like being able to put several elements into a cohesive 
message. I also have ambitions to start my own business one 
day. I wanted to get a career that would allow me to learn, 
use my skills, and gain experience in an entrepreneurial type 
setting.

What advice do you have to help other students 
succeed in school and work?  
Work hard, be hungry, and do what you love (even if you don’t 
get paid for it, you will eventually) Also: NETWORK, NETWORK 
NETWORK! Seriously, get out there; step away from your 
computer (after you do your work) and make friends, you 
never know when that comes in handy. If you know how to 
communicate you will go far. I’d also say get out there as early 
as you can. Work with careerservices, but also look at outside 
resources for jobs. Don’t get caught in the trap of relying on one 
source of job leads. If you do you will be in for a long search. 
With regard to school, I’d say make sure that you are in tune 
with what industry standards are. How does your work look 
compared to industry leaders? If you think your work looks good, 
go look at Gears of War. Then put the controller down, and get 
back to work. Don’t just play games, evaluate them. Once you 
begin making the product, you are no longer just a gamer. You 
are now a professional, and you will be expected to think and 
speak like one.

How do you stay up on industry trends?  
I read a ton of blogs; and listen to podcasts all the time. I also 
read about things outside of games and design. It’s always 
good to be well versed in a variety of topics. My shortlist: 
Gamasutra, Fast Company, Beverage Industry stuff (since 
I’m in the business), Mashable (stay in tune on your tech! Itʼs 
changing everyday). Figure out what you’re interested in, and 
then find content about that.

What are skill sets you feel aspiring artists need 
to have to make it in the industry?  
I have a wide variety of interests and I try to keep an open 
mind to new things. By expanding my area of interests, I find 
new inspirations for my work. It goes without saying but your 
work has to be good to “break into” the industry. Be able to 
look at your work objectively, but also be willing to study and 
work in off hours. The only way to know if your work is “Industry 
Ready” is to check your work against the industry. The economy 
is rough right now, tons of artists are out of work, and thus, 
the competition is stiff. You’re dealing with people that have 
work on AAA games, and have the talent to back it up. Invest in 
tutorials, take extra classes. Do whatever it takes to get you to 
where you want to go. Be passionate about what you’re doing, 
your work will shine.

What is your advice to current students? 
Work hard; find something that you’re passionate about. There 
are a ton of talented people in this field. Constantly challenge 
yourself to improve. Also, talk to everyone you meet. Get out 
there; there are many groups and meetings all over the city. 
Networking can and will help you land that first job. More than 
anything else I’d say create a brand for yourself. If you finish at 
Ai you’re probably going to have a reasonable amount of talent. 
But that’s not enough. Work with career services as early as you 
can. Just learn what the job search process will be like. Have 
them look over your resume, try to apply for internships or find 
contract work when you can. All of that will help set you apart 
from other recent grads. Remember, you are competing against 
the world, not just your peers. DONʼT wait to start looking for 
work in your senior year. Also, get involved with a project when 
you can. For game students especially, there are too many 
engines that are freely available. Game companies are starting 
to expect even the junior people to have worked on something. 
The only way to gain experience is to actually make a game.

What do you feel made you stand out from the 
other applicants? 
I actually talked to my boss about this. He liked the fact that I 
had artistic and technical ability. Part of the job does involve 
creating graphics and web things. However his real vision 
called for the intern to be business minded. He liked the fact 
that I had both the creative eye, and the analytical business 
skills. My role constantly tasks me to use both these abilities.


