
Producer
Line 

Producer

Production 
Manager

Script 
Writer

VP 
Supervisor

DoP

Colour 
Technical 

Artist

Comp 
Technical 

Artist

VP 
Supervisor

VFX 
Supervisor

Operating
Gaffer

Grip

Lighting 
Desk 

Operative

DoP

DIT

Camera 
Operator

1st AC

Focus 
Puller

Editorial 
1

Editorial 
2

Editorial 
3

ART DEPT

IN- CAMERA VFX

Actors

Script

ON- SET 
VFX DEPT

Video 
Playback

Production
Designer

Art 
Dept 
Crew

First AD

Second 
AD

Hardware 
Supervisor

SOUND 
POST

PICTURE 
POST

Set - foreground 

design

Physical object 

placement

Digital 
storyboards

Screenshots 
from VR

Early planning of workflows and interactions interactions

Scene blocking

Style guide

Sourcing VP skills

Location 

scouting

Hand- drawn storyboards, 

animatics

Video processing reqs

D
isplay 

technologies reqs

H
ybrid techniques, 

eg; projection

Virtual Scouting

Tech R&
D

VP Studios 

m
anagem

ent, 

LED
 w

all 

physical setup

Bidding
Budgeting

Preproduction Interviewing HoDs

Casting

Colour theory

Design 

principles

LED
 w

all design

Understanding hidden R&D costs

Physical/virtual 

prop doubling

Primary 

research, into 

topic areas

Unreal: 
Sequencer

U
nreal - object 

placem
ent

Location 

photogram
m

etry

3D
 asset conversion

repurposing

Creating and 

preparing 3d 

content: real- tim
e 

assets

O
n- set virtual Art 

D
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ent and 

G
aff

er standby
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Set dressing and 

location 

enhancement

Con
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nt l
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g
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ve
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m
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Rea
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PRODUCTION
DEPT

VP DEPT

CAMERA 
DEPT

EDITORIAL
DEPT

Supervising
Art 

Director

Art Dept 
Physical 
Standby

Technical 
Director

Post 2

Post 1

Post 2

Set calibration

Retargeting

Lighting software

LED as light source

Trackers set up 

and calibration

Set - s
pace 

management

schedule 

management

Set - a
ctors 

management

W
orkflow 

descriptions

Costumes with 

sculpting and VR 

designs

The matte
 lin

e: 

LED wall b
lending

Set extensions
CG characters

Perform
ance 

capture (not in- 

cam
era)

Nuke

Ncam

M
ultiple 

workstation/serv

ers 

Cam
era tracking

W
all content 

oversight

Visual effects 

shots
Prep of scenes

Virtu
al set dressing

Video I/O

Scripting to 

unified interface

LED output

Custom
ised 

soft/hardw
are

LED screen 

technical
Network 

specialists, 

networking 

infrastructure.

Virtual cam
era 

supervision

Handover to 

VFX

Genlock Sync

Tim
ecode

On- set 

knowledge: Eg; 

''how to speak 

to Cam
era/AC''

Scheduling

VFX bidding

VFX budgeting

R&D: 

im
plem

enting 

new workflows

Green screen

Experience 

handling VFX 

data

Track 

M
oSys/Unreal 

m
etadata

Experience of 

handover of 

highly layered 

projects

W
orkflow 

docum
entation

Brompton

Colour and light
metering 

management

U
nreal: shading tree

U
nreal: adjusting 

environm
ents

M
od

el
lin

g 
in

 Z
Br
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h 
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d 

3D
M

ax
 a

nd
 

br
id

gi
ng

 in
to

 U
nr
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l

Integration from

U
nreal

O
versee Cam

era

Tracking

O
versee LED 

setup

Patches
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ac
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em
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M

oS
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m
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M
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Director

PRODUCTION 
MANAGEMENT

Provision of cross- 

training; branching

out from a home 

discipline

Aptitude and 
interests 

profiling
Technical talent 

casting

Support for HR to 

understand new roles

Director

PR
EP
RO
DU
CT
IO
N

D
EV
EL
O
PM

EN
T

POSTPRODUCTION

PRODUCTION

U
nr

ea
l

Story: response to 
technical possibilitiesStory crafted 

for VP

Senior Team Business 
Development - budget, 

planning skills

Workflow integration

Digital Admin

Digital Networking

Digital Security

Digital Continuity: 

'knitting together' of 

tools and metrics

Asset- building and 
Optimisation skills

Art Dept 
Game Engine skills

3D modelling and 

rendering

Virtual set dressing

Problem- solving, 

Adaptability
Appetite

 for 

collaboration

Real- tim
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ubleshooting

Pro
blem

- so
lvi
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Adap
ta
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n
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al

- ti
m

e 
tr

ou
bl

es
ho

ot
in

g
Do

cu
m

en
ta

tio
n

Pr
ob

le
m

- s
ol

vi
ng

, 
Ad

ap
ta

bi
lit

y

Ap
pe

tit
e 

fo
r 

co
lla

bo
ra

tio
n

Re
al

- t
im

e 
tr

ou
bl

es
ho

ot
in

g
D

oc
um

en
ta

tio
n

Pr
ob

le
m

- s
ol

vi
ng

, 
Ad

ap
ta

bi
lit

y

Ap
pe

tit
e 

fo
r 

co
lla

bo
ra

tio
n

Re
al

- ti
m

e 
tr

ou
bl

es
ho

ot
in

g
D

oc
um

en
ta

tio
n

Problem
- solving, 

Adaptability

Appetite for 

collaboration

Real- tim
e 

troubleshooting

D
ocum

entation

Know
ledge of 

film
 and m

oving

im
age

Problem- solving, 
Adaptability

Appetite for 
collaboration

Real- time 
troubleshooting

Documentation

LED as light 
source

Green screen

Problem- solving, Adaptability

Appetite for collaboration

Real- time troubleshootingDocumentation

Problem
- solving, 

Adaptability
Appetite for 

collaboration

Real- tim
e 

troubleshooting

Docum
entation

Problem
- solving, 

Adaptability
Real- tim

e 

troubleshooting

Problem- solving, 

Adaptability

Appetite for 

collaboration
Real- time 

troubleshooting

Documentation

1

2

Coding & 
Engineering Skills

(see R&D)

3

4

Colour 
Technical 

Artist

Problem
- solving, 

Adaptability

Appetite for 

collaboration

D
ocum

entation

5

Film- Games Culture 
Integration

Stage 
Operator

Stage 
Technician

Stage 
Operator

Technical
Artist

KEY

Roles

Skills Direct data handling 
skill or  Tool

Non- data handling 
skill or Tool

Technical 
and data 
handling

Creative  
and 

logistical 1

Skills gaps areas

VP Stage 
Operations

Roles hard to fill in 
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