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Post 2

Post 1

Post 2

Set calibration
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Lighting 
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source
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Prep of scenes

Virtu
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Video I/O

Scripting to 
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 output
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 screen 

technicians

N
etw
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specialists, 
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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 for new 

workflows

Green screen

Experience 

handling VFX 

data

Track 

M
oSys/Unreal 

m
etadata

Experience of 

handover of 

highly layered 

projects

Workflow 

documentation
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Jib
Dolly

Remote 
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Colour meter

U
nreal: shading tree

U
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Unreal

O
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O
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Director
(Paul 

Franklin)

PRODUCTION 
MANAGEMENT

Provision of 

cross- training; 

branching out 

from a home 
discipline

Aptitude and 
interests 

profilingTalent casting

Support for HR to 

understand new VP 
roles

VP integration: 

on- set story interactions 

w
ith LED

 panels

Director
(Paul 

Franklin)

PR
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RO
DU
CT
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ND
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O
PM

EN
T

POSTPRODUCTION

PRODUCTION

U
nr

ea
l

R&D: high end 

high fidelity pre- 

rendering 
Problem- solving, 

AdaptabilityAppetite for collaboration

R&D: mobile 

device rendering 

experience

Real- time troubleshooting

KEY

Roles

Skills Direct data handling 
skill or  Tool

Non- data handling 
skill or Tool

Technical 
and data 
handling

Creative  
and non 

data 
handling

Technical 
Artist
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