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Job Description

	Job title:


	Studio Engineer, Real Time Technical Artist


	Department/School:


	Computer Science


	Grade:


	7



	Location:


	University of Bath, Department of Computer Science



	Job purpose

	The Centre for the Analysis of Motion, Entertainment Research and Applications (CAMERA) exists to accelerate the impact of fundamental research being undertaken at the University of Bath in the Departments of Computer Science, Health and Psychology.

CAMERA has two world-class, production standard motion-capture studios, including a range of full body and facial motion capture systems capture systems, multi-camera 4K arrays and photogrammetry facilities. Operating on multiple levels these suites support fundamental research, create pipelines for tool translation, and offer collaboration on external productions and projects.
We are seeking a highly skilled individual to join our growing technical team. Taking a lead as a Real Time Technical Artist, they will assist with motion capture activity at the CAMERA Innovation Studios. The post holder will be expected to provide technological expertise in the following areas:
· Assembly of environments from various sources for Virtual Production in Unreal or Unity

· Remeshing avatar and prop scans with R3DS Wrap, ZBrush or Mudbox

· Look development including material, shaders, texturing, and lighting

· Basic rigging for motion capture driven assets

· Facial blend shape authoring

· Retargeting of motion capture

· Asset authoring in Maya or similar

· Use of game engine visual scripting

· Processing photogrammetry scans
Responsibilities:
· Lead on technical delivery of research and commercial projects
· Lead the maintenance and running of the motion capture facilities, and research and commercially based facial and body motion capture shoots.

· Organise and oversee delivery of real time assets for businesses we support and new research projects.

· Organise and deliver training materials related to real time asset delivery through workshops.

· Organise and deliver processing of data for businesses we support. 

· Assist with the organisation and setup required for delivery of motion capture workshops of various types to industry. 

CAMERA has two studios: one at the University of Bath and the second at The Bottle Yard Studios, Bristol. It is expected that work will take place at both locations.



	Reports to:

	The Creative Studio Producer (Eva Martino) and the Head of Studio (Martin Parsons). However, the post-holder will have considerable autonomy and will be expected to show substantial personal initiative.



	Staff management responsibility

	None, although day-to-day supervision of other staff e.g. student technical staff or co-supervision of doctoral or undergraduate students where required.




	Special conditions 

	Travel within the UK and Europe to visit collaborators, including overnight stays. Intercontinental travel may be necessary. Flexibility on working hours can at times be expected.


	Main duties and responsibilities 



	1


	Support research and commercial projects. Take a lead in the design and execution of the project.

	2


	Liaise with commercial clients, Head of Studio and with the Director of CAMERA to scope projects; incorporate research ideas from academic staff in their solution.

	3
	Project management: e.g. timetabling and meeting project milestones; participating in regular discussions with collaborative partners. Liaise with key stakeholders/industrial partners and conduct focus groups.

	4
	Report results to research investigators and clients and work with them to implement research and commercial work as required. 

	5
	Participate regularly in group meetings and prepare and deliver presentations to project team, internal and external stakeholders, clients or funders.

	6
	Assist with the supervision of graduate students and undergraduate project students and the assessment of student knowledge (where required).

	7
	Continually update knowledge and understanding in field or specialism to inform research activity.

	8
	Provide assistance with preparing bids to funding bodies contribute to securing of funds for research.

	10
	Disseminate knowledge of research advances to inform departmental teaching effort.

	11
	Collaborate with graduate students and Research Engineers within CAMERA to write up results of research and contribute to publishing of results in high-quality peer-reviewed academic literature.

	12
	Maintain the CAMERA motion capture facilities and coordinate real time delivery in the studio.

	You will from time to time be required to undertake other duties of a similar nature as reasonably required by your line manager. You are required to follow all University policies and procedures at all times and take account of University guidance. 
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Person Specification
	Criteria


	Essential
	Desirable

	Qualifications
	
	

	Educated to Degree Level

Post-graduate qualification in computer graphics, vision or animation - or extensive equivalent commercial/industrial experience as a Real Time Artist.
	X

X
	

	Experience/Knowledge


	
	

	Post doctoral experience in the area of computer animation

Experience of managing and delivering professional commercial, industrial or research projects requiring high a degree of scripting/programming, modelling and/or rigging. Preferred tools/languages include Python/C++
Expert awareness of latest developments in the field of entertainment and motion capture technology and professional techniques.

Extensive experience in delivering projects from conception to realisation in business or industry.

Experience in professional motion capture environments – related to real time art
	
X

	X

X

X

X


	Skills
	
	

	Advanced knowledge and practical skill in 3D modelling, rigging, rendering and animation OR extensive experience of supporting and delivering R&D projects in a software engineering context 
Advanced knowledge and experience in a 3D animation and modelling packages, such as Maya, 3ds Max, Houdini, Blender or similar
Knowledge and experience using a scripting language (e.g. Python/MEL) within a 3D animation environment (e.g. Maya)

Familiarity of motion capture technology, including Vicon Shogun/Motionbuilder
Knowledge and experience of Photoshop, Substance Painter or Mari
Knowledge and experience of photogrammetry software such as Metashape or Reality Capture
Knowledge and experience of sculpting packages such as ZBrush or Mudbox
Knowledge and experience using Game engines Unity, Unreal or both
Familiarity with VR and AR equipment
Ability to conduct individual research work and to communicate results effectively
Ability to organise and prioritise own workload
Ability to write research reports and to effectively disseminate outcomes
Excellent oral, interpersonal and written communication skills

	X

X


X


X


X


	X

X 

X
X


X

	Attributes
	 
	

	Innovation in developing creative solutions 
	X
	

	Enthusiasm and self-motivation
	X
	

	Organisation – able to plan and deliver work to meet required deadlines


	X
	

	Tenacity – working to achieve own and team objectives and to overcome obstacles 
	X
	

	Ability to be an effective team worker
	X
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