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Job Description

	Job title:


	Studio Engineer


	Department/School:


	Centre for the Analysis of Motion, Entertainment Research & Applications (CAMERA), Core Research Facilities 

	Grade:


	7



	Location:


	CAMERA, Core Research Facility 



	Job purpose

	The Centre for the Analysis of Motion, Entertainment Research and Applications (CAMERA) specialises in the research, capture and portrayal of motion, bringing together work that can be applied across disciplines. Using cutting edge technology, we explore and push the boundaries of what is known and what is possible for the benefit of the creative industries, health, rehabilitation, biomechanics, sports performance, psychology and much more. Our state-of-the-art studio includes a virtual production stage, a motion capture volume, photogrammetry body and face rig as well as virtual reality and 3D scanning equipment. CAMERA is a key partner of the £35m MyWorld programme, with teams working to create the next generation of content capture and creation tools for the creative industries across film, TV, games and immersive Virtual and Augmented/Mixed Reality.  
We are seeking a highly skilled technical artist or 3D generalist to join our team of Studio Engineers at CAMERA. The postholder will have a dual focus: 
(a) on technical problems solving in relation to performance capture provide technological expertise, scope and conduct new research/testing; lead the technical delivery of research and commercial projects; co-lead the maintenance and running of the motion capture and scanning facilities, and research and commercially based facial and body motion capture shoots; organise and oversee delivery of 3D data for businesses we support and new research projects; and assist with the organisation and setup required for delivery of motion capture workshops of various types to industry and 
(b) work at the intersection of 3D computer vision, graphics research, and visual communication, translating complex research findings into compelling, publication-ready figures, animations, and supplementary videos. 
Successful applicants will collaborate closely with researchers to produce high-quality visual materials for top-tier academic venues (e.g. SIGGRAPH, CVPR, ECCV, NeurIPS), and will contribute to conference presentations, project webpages, and public-facing outreach.



	Reports to:

	CAMERA Centre Manager. 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 

	Occasional travel within the UK and Europe to visit collaborators, including overnight stays. Intercontinental travel may be requested for conference attendance (e.g. SIGGRAPH). Flexibility on working hours can at times be expected.


	Main duties and responsibilities 

	1
	Co-lead on the maintenance and operation of CAMERA’s capture systems and other technologies at CAMERA.

	2
	Create high-quality vector and raster illustrations for research papers; produce supplementary videos that create a compelling visual narrative of the research; work directly with research data to produce polished 3D renders and animations; design visually engaging slide decks for conference talks, seminars, and project reviews; maintain and develop reusable templates, style guides, and asset libraries.

	3
	Support the co-creation of research and external commercial projects. Take a lead in the technical design and execution of the project.

	4
	Liaise with CAMERA team to scope and deliver data capture and post-production for clients and researchers and find solutions to technical challenges.  

	5
	Be a main point of contact for the studio facilities and take responsibility for its day-to-day technical operation.

	6
	Assist in preparation and delivery of motion capture training workshops and materials.

	7
	Project management: e.g. timetabling and meeting project milestones; participating in regular discussions with collaborative partners. Liaise with key stakeholders/industrial partners.


	8
	Report results to research investigators and clients and work with them to implement research and commercial work as required.

	9
	Participate regularly in group meetings and prepare and deliver presentations to project team, internal and external stakeholders, clients or funders.

	10
	Assist with the supervision of graduate students and undergraduate project students and the assessment of student knowledge (where required).

	11
	Assist with the supervision of graduate students and undergraduate project students and the assessment of student knowledge (where required).

	12
	Assist with preparing bids to funding bodies contribute to securing of funds for research.

	13
	Disseminate knowledge of research advances to inform departmental teaching effort.

	14
	Collaborate with graduate students, PDRAs, Research Assistants and Research Software Engineers to write up results of research and contribute to publishing of results in high-quality peer-reviewed academic literature.

	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 always follow all University policies and procedures and take account of University guidance. 
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Person Specification
	Criteria
	Essential
	Desirable

	Qualifications
	
	

	Educated to Degree Level
	X
	

	Post-graduate qualification in computer graphics, vision or animation - or extensive equivalent commercial/ Industrial experience in technical art (with an R&D focus).
	X
	

	Knowledge and Experience
	
	

	Expert awareness of latest developments in the field of computer graphics; particularly in entertainment and motion capture technology and professional techniques.
	X
	

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

	Experience in professional motion capture environments – related to directing capture and/or processing capture data
	
	X

	Experience of managing and delivering professional commercial, industrial or research projects requiring high a degree of scripting/programming, modelling and/or rigging. 
	
	X

	Skills
	
	

	3D Modelling & Animation
· Blender and/or Autodesk Maya (modelling, rigging, rendering, animation)
	X
	

	Character Animation

· Ability and experience rigging animation skeletons/animated characters.

· Experience retargeting motion capture data to animated characters. 
	
	X

	Vector Graphics & Illustration

· Adobe Illustrator and/or Inkscape

· Ability to produce publication-quality vector diagrams at the standard expected by top-tier venues
	
	X

	Image Editing, Compositing & Video

· Adobe Photoshop (image compositing, colour grading, retouching)

· Adobe After Effects and/or equivalent (motion graphics, text overlays, transitions)

· Adobe Premiere Pro and/or DaVinci Resolve (video editing, colour correction, final output)
	
	X

	Game Engine Experience (e.g. Unity, Unreal Engine)
	
	X

	Scripting & Automation

· Ability to script in Python (Blender bpy / Maya cmds) to automate tasks such as batch-importing mesh sequences, applying materials, and rendering large datasets programmatically.
	
	X

	Ability to conduct individual research work and to communicate results effectively.
	
	X

	Ability to organise and prioritise own workload.
	
	X

	Excellent oral, interpersonal and written communication skills.
	
	X

	Attributes
	 
	

	Innovation in developing creative solutions 
	X
	

	Enthusiasm and self-motivation

	X
	

	Ability to plan and deliver work to meet required deadlines
	X
	

	Ability to be an effective team worker
	X
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