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The UK’s creative industries 
generate more than £100bn 
a year and employ more 
than 2 million people.
The creative industries council
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Our courses in Visual Effects (VFX), 
Game Art, Animation and Motion 
Graphics are taught by industry 
professionals and are focused on 
ensuring our students leave equipped 
to break into these industries. Escape 
Studios students possess raw talent 
and big aspirations, our alumni 
(dubbed ‘Escapees’) have gone on to 
work on everything from Avengers: 
Endgame, The Lion King (2019), 
Spider-man: Far From Home, 
Godzilla: King of the Monsters, 
Men in Black: International, 
Oscar-winning The Jungle Book 
and Black Panther and more!
We work directly with creative 
professionals and some of the 
world’s biggest studios to design 
and deliver our courses. 

We’re experts at crafting ‘studio-
ready’ talent so once you leave, 
you’re ready and prepared to walk 
into your first role. Being based in 
London means you’ll be right at the 
heart of the action, the place where 
creative success stories begin.

We boast an impressive list 
of industry partners including 
Framestore, The Mill, MPC, 
DNEG, Cinesite, Creative 
Assembly, Electric Theatre 
Collective and Jellyfish Pictures 
(to name just a few!). The industry 
is extremely fast-paced but here at 
Escape Studios we know our subjects 
inside out. Our industry partners 
shape everything we do, enabling 
us to always be on the pulse.

At Escape Studios we 
offer programmes focused 
on software, games, film 
and TV. Collectively, the 
creative industries are 
predicted to be worth 
around £128.4bn by 2025, a 
3.9% year on year increase 

The Creative Industries 
Federation
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Made in Britain

The UK’s creative industries make a major contribution to the UK economy and have 
an outstanding reputation for driving innovations in products, services, content and 
experience. The creative industries account for 1 in 10 of all UK jobs (The Creative 
Industries Federation), with the largest proportion of people working in London and the 
South East, including 98% of the UK VFX workforce based in London (ScreenSkills).

While working in film, television or the games industry might sound glamorous or even 
unattainable, these jobs, while highly specialised, are jobs just like any other and are 
big business. As the demand for work increases within the creative industries, so too 
does the need for skilled, creative and technically talented individuals. Britain’s creative 
industries are predicted to be worth around £128.4bn by 2025, and creative occupations 
are predicted to grow twice as much by 2024 (The Creative Industries Federation)! 

To learn more about the creative industries, download 
our free Industry Beginner’s Guide at: 
escapestudios.ac.uk/industry-beginners-guide

Here at Escape Studios we bridge the 
gap between higher education and 
industry. Industry engagement is at 
the heart of everything we do, which 
means we work with experts from 
top studios to create truly unique 
graduates with degrees that matter 
today and into the future.

Dr Ian Palmer
Director, Escape Studios

E
scap

e S
tu

d
io

s

Escape Studios Careers Guide

A
ve

ng
er

s:
 E

nd
ga

m
e 

©
 M

ar
ve

l S
tu

di
os

 A
ll 

ri
gh

ts
 r

es
er

ve
d 

_V
FX

 b
y 

C
in

es
it

e

03



What does it take to break into the 
VFX, Games or Animation Industries

By DR IAN PALMER, Director, Escape Studios

2D VFX
To break into your first job in 2D VFX, you need to 
demonstrate a good grasp of the fundamental compositing 
techniques on your showreel. You’ll need to have a 
creative flair for composition, design, light and colour 
to balance all the 2D elements you will be working with. 
Showing keying and compositing photo-realistic CG 
rendered elements will also make your reel to stand out 
in the competition. Only show your best work, even if it’s 
just two shots! You’ll need the desire and drive to create 
the final polished product/imagery to a high standard.

3D VFX
To break into the 3D industry takes real commitment 
and a lot of hard work. You can start as a Runner for a 
facility to learn on the job; this used to be the only way 
in before the emergence of specialist training providers. 
The next best option is to prepare a strong showreel 
that can illustrate your skills. Industry professionals tend 
to not only look for good technical work but also seek 
people with a good eye for colour and composition. 
After all, in this industry stories are told and emotions 
are conveyed through the use of stunning imagery.

Escape Studios Careers Guide
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ANIMATION
Animators have been described as “actors with a  
pencil – or a computer”. Animators bring characters  
and creatures to life, breathing life into them and  
making them perform – just like actors do. Successful 
Animators must be good technicians, to understand 
all the digital tools available, but they must also 
be creative, inventive artists who make characters 
interesting and fun to watch. Animators must learn 
the craft of acting as well as the latest techniques 
of digital wizardry and be able to demonstrate 
those skills in order to break into the industry.

GAMES
There are no shortcuts to becoming a great Games 
Artist, just lots of hard work and dedication to 
create a portfolio of impressive work. Your game 
art should show a variety of approaches and styles. 
If there is a specific games developer you would like 
to work for, make sure you understand what they 
are about, tailoring your work to the studio style 
can really help you get that foot in the door.

We are always looking for talented 
individuals to join our team in all 
areas, and at the moment our most 
urgent needs are in Animation, 
Environments and Creature FX.

Amy Smith
Global Head of Recruitment, Framestore
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Let’s talk VFX

“3D graphic production is a huge umbrella term for 
many skills within the computer graphics industry; 
skills as diverse as painting to writing computer 
code. There are jobs to cater for everyone; if you’re 
an artist, there are careers to be found in texture 
painting or digital sculpting and modelling. Animation 
is for people with a sense of timing and character 
acting. FX Artists and TD are for those with more of 
a technical background where scripting and computer 
simulation skills are important. 3D is so large and 
diverse that sometimes people find themselves 
doing a bit of all the above. It is certainly exciting 
and challenging and not for the faint of heart!”

Mark Spevick
Head of 3D, Escape Studios

Mark Spevick, Head of 3D at Escape Studios, has 
worked on every Gilliam film from Fear and Loathing 
in Las Vegas to The Imaginarium of Dr Parnassus, 
starring the late Heath Ledger. He also worked with 
director Martin Campbell on Zorro and Mask  
of Zorro before supervising on the set  
of Casino Royale. Most recently,  
Mark managed the CG team that  
worked on the parachute scene  
in Angels and Demons,  
whilst working for  
post-house  
DNEG.
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“Behind every complex and amazing VFX shot 
you see at the cinema or on TV, there are 2D/
Compositing Artists who take both lens-based 
imagery and computer generated elements 
and integrate them to make pictures we can 
all believe in. At Escape, we’ll train you not 
only in industry-specific software, but we’ll 
also teach you to develop the artist’s eye and 
attention to detail that you’ll need to work at 
some amazing companies. You’ll learn from 
great industry role models along the way, too.”

Klaudija Cermak
2D Compositing Tutor, Escape Studios

Klaudija Cermak, 2D Compositing Tutor at Escape Studios, 
has worked at most major post-production houses in Soho
including MPC, The Mill, Framestore, DNEG  
and Glassworks. Her feature film credits include  
VFX Oscar-winning film Gladiator, Harry  
Potter and the Chamber of Secrets  
and Harry Potter and the  
Deathly Hallows.
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Multi-Discipline roles
Runner 46
Producer 47
Technical Director 48

Pre-Production
Previs Artist 10
Storyboard Artist 22
Research and Development Engineer 11

Multi-Discipline

Pre-Production

Pre-Production
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3D
3D Generalist 12
Modeller 13
Rigger 23
Lighting Artist 14
Matchmove Artist 15

Animation
Animator 24

2D
Motion Graphics Artist 44
Digital Compositor 16

Finishing
Matte Painter 17

Launch

Animation
3D

Finishing2D

Post-Production
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Previs Artist

What do you need?
Knowledge and significant skills in Maya

Familiarity with pipeline issues

Being effective at visual storytelling, including composition and staging

Knowledge of cameras and lenses

Showreel featuring animation work

Skills in tracking, modelling, texturing and animation

How can you get there?
This is a role for someone who is incredibly organised and able to 
work to tight deadlines. You will need a showreel to demonstrate that 
you have skills in composition, colour, animation and storytelling.

Where will it get you?
There are various levels of seniority in previs, it is a really exciting part of the 
industry as you have to use so many skills and work closely with film Directors 
to help their artistic vision. Talented Previs Artists are always in high demand.

Relevant courses include:
Animation

3D for Visual Effects (12 weeks)

Advanced 3D for Visual Effects (18 weeks)

Visual Effects Production - 3D (MA)

Storyboarding and Previsualisation (MA)

Salary guide:
Lower salary: £20,000 – £25,000

Upper salary: £26,000 – £37,000

Previs or Previsualisation 
Artists are skilled generalists 
who translate the Director’s 
vision and the storyboards 
into a 3D environment, 
creating a moving storyboard 
of what the live action and 
visual effects will look like,  
to help start the production.

Nearly any aspect of a shot can be 
altered immediately to improve the 
composition or the timing of the 
action. As a Previs Artist you must 
be able to work to strict deadlines.

Escape Studios Careers Guide10



Research and  
Development Engineer

What do you need?
Advanced coding skills 

Good understanding of mathematics 

Organisational skills and a high attention to detail 

An understanding of the VFX pipeline 

Familiarity with popular 3D apps and renderers 

A degree in computer science or engineering is essential 

Experience in coding languages such as C++, Python, Java, Linux, SQL 

How can you get there?
This is a role for someone who is extremely technically minded, who can 
program at a fairly high level. You’ll need to exhibit your coding skills and 
show the depth of your knowledge. You may need a few years experience 
with a smaller studio before being accepted at one of the bigger VFX houses.

Where will it get you?
You can work your way up to become a senior R&D Engineer 
or team leader, and you could eventually run the entire R&D 
technology department. Some experienced engineers also 
make the move over to become CG or VFX Supervisors.

Relevant courses include:
The Art of Visual Effects (BA/MArt) 

Visual Effects Production - 3D (MA) 

Visual Effects Production - Compositing (MA)

Salary guide:
Lower salary: £18,000 – £30,000 

Upper salary: £78,000 – £140,000 

The main role of an R&D 
Engineer is the development 
of tools used in the VFX 
pipeline. This can involve 
anything from creating new 
applications and plug-ins to 
writing the code that binds 
all the pipeline elements 
together, to wrangling 
problems during production.

You’ll also be called on to document 
new tools, train users and work 
with artists to deploy, bug-fix 
and evolve the software.
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3D Generalist

What do you need?
An art-related degree is preferable 

Experience in 3D modelling, texturing, lighting 

Experience using Autodesk Maya and Autodesk 3ds Max preferred 

An eye for detail and realism 

Organisational skills

A showreel or portfolio of work

How can you get there?
The best place to start with CG is to begin modelling, painting and 
animating. You will need a showreel that demonstrates your skills to 
get hired, studying a course or a degree is a good way to learn the 
craft. You can start out by using online tutorials and attend taster 
sessions to see if you’ve got what it takes to make it in 3D.

Where will it get you?
Depending on which area you specialise in, you can go on to become a Senior 
3D Generalist, or a Head of Department such as the modelling, texture or 
layout departments. Then, as your experience and skillset grow, it’s possible 
to rise through the ranks to become a VFX Supervisor, leading the entire 
project (or at least a big chunk of it) from conception to completion.

Relevant courses include:
The Art of Visual Effects (BA/MArt) 

Visual Effects Production - 3D (MA) 

Advanced 3D for VFX (18 weeks)

3D Intermediate (Evening – 20 weeks)

Salary guide:
Lower salary: £27,000 – £40,000

Upper salary: £55,000 – £68,000

The term ‘3D Generalist’ is 
a title that usually applies 
to people who can model, 
texture, and perhaps have 
skills in rigging and lighting. 

A 3D Generalist may be called 
upon to build anything from set 
extensions to complex spaceships, 
to detailed character sculpts 
that need to be painted and 
rigged ready for animation.

Escape Studios Careers Guide12



Modeller

What do you need?
A good understanding of the VFX pipeline

The ability to work and think in 3D 

The ability to produce work from detailed design references 

A great drawing ability 

An understanding of aspects such as volume, scale and weight 

The ability to work collaboratively and autonomously 

Timekeeping skills and ability to meet deadlines 

A degree in a relevant subject such as computer animation or architecture 

Experience using Maya

How can you get there?
You can begin your career as a Modeller in a trainee role, which 
is a great way to learn from practicing Modellers in the industry. 
As there are many levels of modelling, you’ll be able to enter 
the industry at the level suited to your experience.

Where will it get you?
There’s a lot of room to progress. You can start as a Trainee Modeller, 
moving up to a Junior Modeller, all the way up to a VFX Supervisor or Senior 
Technical Director. If you work hard, there are lots of opportunities!

Relevant courses include:
The Art of Visual Effects (BA/MArt) 

Visual Effects Production - 3D (MA)

Visual Effects Production - Compositing (MA)

3D Intermediate (Evening – 20 weeks)

 

Salary guide:
Lower salary: £18,000 – £22,000 

Upper salary: £40,000 – £50,000

A Modeller is in charge of 
building three-dimensional 
models from a design 
reference. Accuracy is key 
for their role and while they 
will be required to work to 
specific requirements, they 
might be expected to do a lot 
of their own research. 

Modellers need to take into 
consideration the needs of Riggers, 
Animators and Designers further 
down in the pipeline to ensure that 
the model is easy to animate and rig. 
Modellers are often expected to have 
skills in texturing and this will help 
you progress into a higher level role.

Escape Studios Careers Guide

V
isu

al E
ffects

13



Lighting Artist

What do you need?
Experience using Maya and Arnold and/or Houdini and Mantra

A solid understanding of a VFX production pipeline

Good communication skills to enable you to work well in a team

The ability to troubleshoot and solve problems independently

Some generalist VFX skills would be valuable

A knowledge of how to effectively use colour, light 
and setting for storytelling purposes

How can you get there?
With some experience in lighting you will be able to start your career as a 
Junior Lighting Artist. If you have less experience in this area you can start 
as a Runner, working up towards a Roto Artist or a Matchmover, once here 
it is a small jump up to Lighting Artist. This is a great way to learn the ins 
and outs of industry, whilst gaining experience and moving up the ladder.

Where will it get you?
There is a huge amount of room to grow within lighting. You can work 
your way up to a Senior Lighting Artist, or if you work hard you could 
reach the level of CGI/3D Supervisor and VFX Supervisor. Because 
you will possess a lot of skills used in modelling and texturing, it is 
possible to have an input in these roles throughout the pipeline. 

Relevant courses include:
3D for Visual Effects (12 weeks)

Advanced 3D for Visual Effects (18 weeks)

Visual Effects Production - 3D (MA)

3D Intermediate (Evening – 20 weeks)

Salary guide:
Lower salary: £30,000 – £36,000

Upper salary: £55,000 – £64,000

A Lighting Artist’s main 
role is to add realism, tone 
and depth to 3D objects by 
adding colour, illuminating 
and adjusting the placement 
of these objects. 

Lighting Artists use computer 
software and work with images 
photographed on set or location  
to illuminate these 3D objects to  
help tell the story. In some VFX 
studios, the role of a Lighting Artist 
extends to that of a Modelling Artist 
and Texture Artist, working as  
a 3D Generalist.

Escape Studios Careers Guide14



Matchmove Artist

What do you need?
To know your way around the relevant software 
(Maya, Nuke and 3D Equalizer) 

A keen eye for detail 

To be able to work in a methodical and accurate way 

The ability to work to strict deadlines

How can you get there?
This is a relatively junior role in CG so it’s likely that you’ll 
be able to enter the industry in a role like this.

Where will it get you?
As the role requires quite technical skills, Matchmove Artists generally 
go on to pursue roles in modelling, rigging or effects. It’s also considered 
much more of a career in America, so if you’re set on becoming an 
expert Matchmaker, it might be worth expanding your horizons. 

Relevant courses include:
The Art of Visual Effects (BA/MArt) 

Visual Effects Production (3D) (MA) 

3D for VFX (12 weeks)

Advanced 3D for VFX (18 weeks)

3D Intermediate (Evening – 20 weeks)

Salary guide:
Lower salary: £19,000 – £26,000 

Upper salary: £26,000 – £34,000 

The Matchmove Artist 
has a very important and 
meticulous role. Without 
the careful work of the 
Matchmove Artist, the rest 
of the production pipeline 
would fall apart.

They are responsible for translating 
live action shots into 3D animations 
through an intricate process of 
positioning tracking points and 
working out the correct coordinates 
in a relevant 3D programme. 

The Matchmove Artist works 
closely with the Compositor who 
composites the various elements 
into the live action plates.
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Digital Compositor

What do you need?
A keen eye for lighting, colour and composition 

Experience with Nuke or Adobe After Effects 

An understanding of the VFX pipeline 

Good attention to detail for when you review 
your own or other artists’ work 

Good personable skills for dealing with clients and other artists 

A strong work ethic and determination to ensure project deadlines are met 

An art-related or VFX degree is beneficial

How can you get there?
It’s vital to showcase your compositing skills in your showreel. You should 
show off your rotoscoping and rig removal techniques, using live action 
footage combined with CG, plus colour grading and other effects to 
produce a suitably cinematic result. Make sure your reel stands out!

Where will it get you?
Compositors often start out as Rotoscope Artists or in junior roles, but 
can rise to become mid-level, then Senior Compositors and Compositing 
Supervisors. From here the path is open to becoming a VFX Supervisor.

Relevant courses include:
The Art of Visual Effects (BA/MArt) 

Visual Effects Production - Compositing (MA) 

Compositing for VFX (12 weeks) / (Evening – 20 weeks)

Advanced Compositing for VFX (18 weeks)

Salary guide:
Lower salary: £27,000 – £38,000

Mid salary: £62,000 – £78,000

Upper salary: £80,000 – £104,000

Compositing is the action 
of layering all the various 
elements in a live action  
shot, mattes, multiple 
CG passes, 3D lighting, 
animation, particle effects, 
and blending them all 
seamlessly to create the 
photo-realistic final shot.

Working throughout the production 
process, you’ll need to collaborate 
with other VFX departments 
to creatively and technically 
problem solve along the way.

Escape Studios Careers Guide16



Matte Painter

What do you need?
A strong interest in and knowledge of artistic aspects 
(light, colour, form, perspective, etc.) 

Knowledge of Photoshop or digital painting is useful

Experience with other apps such as Nuke and Silhouette 

An eye for realism and detail 

An art-related or VFX degree is preferable 

Some knowledge of 3D

How can you get there?
A portfolio of realistic paintings or a showreel illustrating your skills is 
a great way to get your foot in the door. If you’re still rough around the 
edges think about an art degree course, or take a compositing course 
at Escape Studios to help fill in the gaps in your CG knowledge.

Where will it get you?
A job as a Matte Painter can lead to many places within the VFX 
pipeline. Obviously there are senior roles in the Matte Painting 
department and a successful Matte Painter might one day move 
into the senior role of Art Director where they will have a 
pivotal role in the successful creation of their project.

Relevant courses include:
The Art of Visual Effects (BA/MArt) 

Visual Effects Production - 3D (MA) 

Visual Effects Production - Compositing (12 weeks)

Advanced Compositing for VFX (18 weeks)

Salary guide:
Lower salary: £20,000 – £45,000 

Upper salary: £63,000 – £70,000

The Matte Painter’s key 
responsibilities lie in 
the creation of digital 
environments and set 
extensions, which integrate 
into live action shots.

Someone with the necessary 
skills may also be called upon 
to provide concept art to help 
visualise the project at the outset.
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Alumni success stories

FABRIZIA SPERA 
Advanced 3D for VFX Escapee,
FX Lead at Blue Zoo Animation Studio

I think there is a clear difference between an 
educational course and a professional course, 
Escape Studios was for me a professional experience 
where I could learn and improve my skills.

I worked on Digby Dragon 
which is a Blue Zoo product, 
an Animation TV series, full 
CG with the aim to entertain 
and educate children. Digby 
is a Dragon that dreams 
to fly, lives in a forest with 
his best friends and always 
stumbles on funny troubles.

WHAT WORK ARE YOU 
MOST PROUD OF WORKING 
ON AND IS YOUR MOST 
NOTABLE ACHIEVEMENT?

Tutors always gave very 
good tips and the accurate 
feedback aimed to develop 
my artistic and technical 
skills. They showed me the 
way to achieve the best 
results through in-depth 
explanations of the software. 
They made us independent 
for future work challenges.

HOW DID STUDYING AT 
ESCAPE STUDIOS HELP YOU 
INTO THE WORLD OF VFX?

I’ve learned to manage tasks 
and avoid the stress caused 
by deadlines, but also to 
collaborate with people 
and share the knowledge to 
speed up the workflow.

WHAT LESSONS HAVE  
YOU LEARNED DURING YOUR 
TIME STUDYING AND YOUR 
TIME WORKING IN VFX?

Escape Studios Careers Guide
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RICARDO MUSCH 
Advanced Compositing for Visual Effects Escapee,
Senior Compositor at Lola Post Production Ltd

At Escape Studios, you learn tricks and get 
contacts. Contacts are worth a fortune in 
this business.

By having a full-on course 
taught by industry professionals 
you certainly get a grip of 
how the industry works 
(and what they expect from 
you) very quickly. You learn 
tricks and get contacts. 
Contacts are worth a 
fortune in this business.

HOW DID STUDYING AT 
ESCAPE STUDIOS HELP YOU 
INTO THE WORLD OF VFX?

Within 2 months after 
completing my course, me 
and some fellow Escapees 
landed an internship at Prime 
Focus Film. Fun times! 

HOW QUICKLY AFTER 
COMPLETING YOUR 
COURSE DID YOU SECURE 
YOUR FIRST JOB?

I’ve supervised comp on a TV 
film at Darkside Studios 
and worked on X-Men: 
Apocalypse and Sully at 
MPC Montreal. But of 
course the highlights are 
working on Jungle Book 
and Avengers: Endgame.

WHAT HAVE YOU  
RECENTLY WORKED ON?

Escape Studios Careers Guide
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Alex Williams, Head of Animation at Escape 
Studios, is a Cartoonist and Animator whose 
film credits include Who Framed Roger 
Rabbit?, The Lion King, The Iron Giant, 
the three latest Harry Potter films, and The 
Chronicles of Narnia. He has worked for 
many studios including Disney, DreamWorks, 
Fox, Warner Bros and Sony. Alex also draws 
the weekly cartoon strip Queen’s Counsel 
which appears on Thursdays in The Times.

Get into 
Animation

Escape Studios Careers Guide
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Animation is one of the fastest growing parts of the 
entertainment industry, having gone from a small cottage 
industry just a few short decades ago to a multi-billion dollar 
industry with creative centres all over the globe. The UK has 
some of the best animation studios in the world, including 
Aardman Animation (most famous for Wallace and Gromit), 
Blue Zoo, and companies like Framestore which compete globally 
to produce some of the finest character and creature animation 
in the world. There has never been a better time to enter the 
animation industry and bring your own characters to life.

Alex Williams
Head of Animation, Escape Studios
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What do you need?
Experience in animation 

Storytelling skills 

A good understanding of film terms 

Great drawing skills and the ability to adapt to different styles

To take direction and respond well to feedback 

Time management skills

A good understanding of storyboarding software 

Ability to work well by yourself and within a team

How can you get there?
A lot of Storyboard Artists begin working freelance in the industry on small 
jobs to build up a portfolio allowing them to apply to full-time jobs as a 
result of their work. A degree or specific storyboarding course can really 
help an application along with all of the drawing experience you can get!

Where will it get you?
The nature of the role means you’ll work very closely with Animators, 
Producers and Directors. It’s common that a Storyboard Artist 
will go on to work as an Animator and switch between the roles 
and some may even find themselves following the footsteps of their 
fellow Producers and Directors, further on down the line.

Relevant courses include:
The Art of Computer Animation (BA/MArt)

Storyboarding (4 weeks)

Storyboarding (Evening – 8 weeks)

Storyboarding and Previsualisation (MA) 

Advanced Animation (18 weeks)

Salary guide:
Lower salary: £25,000 

Upper salary: £65,000

A Storyboard Artist’s main 
role is to turn a narrative into 
a visual representation using 
illustrations and planning 
shots to ensure continuity 
between action scenes.

They work very closely with the 
Director to visualise ideas and 
translate words into pictures. 
Storyboards can be created including 
different things depending on the 
requirements and can range from 
rough to cleaned-up drawings 
with accurate representation of 
characters. Storyboarders often need 
to revise and update work with the 
direction of a director or a client. 

Storyboard Artist
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Rigger

What do you need?
A good knowledge of the anatomy and bone structure 

Animation experience 

Experience with Maya and Blender

A creative mind with attention to detail

 

How can you get there?
A computer animation degree is a great place to start if you want to 
get into the rigging or animation world. You’ll also need to develop 
a killer showreel to get into the industry in a more junior position 
as people usually work their way up to the role of Rigger.

Where will it get you?
If you find yourself excelling as a Rigger, you might want to progress 
more widely in the animation industry into supervisory positions 
or use your transferable skills to tackle other roles in VFX. 

Relevant courses include:
The Art of Computer Animation (BA/MArt) 

Character Creation (4 weeks)

Character Creation (Evening – 18 weeks) 

Rigging (Evening – 8 weeks)

Salary guide:
Lower salary: £26,000 – £38,000 

Upper salary: £40,000 – £54,000

Rigging is a specialist area in 
the animation industry and 
a skill that many 3D Artists 
and Animators need in order 
to understand how character 
rigs are built.

Essentially, a Rigger creates 
the skeleton for a 3D model in 
order to make a character move 
naturally and realistically ensuring 
the joints and muscles move as 
they should before the work is 
passed onto the Animator. 

The Rigger can also expect to 
work closely with Modellers. Some 
roles require Animators to be 
able to model, rig and animate the 
characters, so it’s possible rigging 
won’t be your only role. It’s tough 
but creatively rewarding work!
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Animator

What do you need?
Experience of 2D or 3D animation techniques 

A creative spark that can be translated into artistic talent

Good communication and time management skills

A feel for character, movement and timing

An art-related or animation degree is preferable. A degree helps to 
show you have the ability and the discipline to apply yourself.

How can you get there?
Few people step straight into an animating job, many take one of three entry 
routes: Runner, Matchmove or Junior Animator directly and work their way 
up, or move across from hand-drawn 2D animation. The best place to start 
is to begin basic modelling and painting, and focus strongly on animating.

Where will it get you?
Some Animators progress to Senior Animator positions and then 
become head of an animation department. Others progress to 
Animation Supervisor and then potentially Animation Director or even 
overall Director if they were to move on to animated features, but 
the good news is that talented Animators are always in demand.

Relevant courses include:
The Art of Computer Animation (BA/MArt) 

Animation (12 weeks) 

Advanced Animation (18 weeks)

3D Animation (MA)

3D Animation (Evening – 20 weeks)

Salary guide:
Lower salary: £17,000 – £36,000

Upper salary: £52,000 – £78,000

Although you might be 
called upon to animate a 
spaceship landing or an 
aerial dog fight, for the 
most part, Animators 
in the VFX industry are 
responsible for breathing 
life into CG characters. 

It’s a demanding, specialist role 
and one of the toughest aspects 
of CG to master. The position 
requires the Animator to follow 
a script, perhaps even lip-syncing 
to dialogue, and giving a virtual 
character a genuine personality. 
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MELISSA COAREZZA
3D Animation Escapee, Junior Animator at Milestone s.r.l.
Previous work includes: Animation Artist on Maleficient:  
Mistress of Evil at MPC

I know great Animators who used to work as 
surgeons or civil engineers, so the sentence 
‘it’s too late’ is not allowed, it’s just an excuse.

Alumni success stories

I started an intensive path 
studying animation and 
motion capture and in less 
than two years, I started 
working for a major VFX 
company, MPC! It was 
like an enlightenment.

HOW DID YOU GET 
INTO ANIMATION?

Keep studying hard, you 
won’t stop studying. Never. 
That’s the secret to being 
successful. It’s good to 
have dreams and please do 
follow them no matter what 
but don’t take anything for 
granted, you must earn it.

WHAT ADVICE WOULD 
YOU GIVE SOMEONE 
LOOKING TO START A 
CAREER IN ANIMATION?

A good eye for detail, and a 
lot of patience! You’re going 
to spend hours looking for 
the right reference to give 
your character that exact 
movement in that tiny little 
frame range. It’s a matter of 
research and processing.

WHAT SKILLS DOES AN 
ANIMATOR NEED?

Escape Studios Careers Guide
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Get into Games

Escape Studios Careers Guide
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The games industry is one of the 
most creative, diverse and exciting 
industries for a Digital Artist to 
work in. The UK games industry is 
worth nearly £5.1bn in consumer 
spend (UKIE). As a Games Artist 
you could be creating stunning 
worlds, characters or props in styles 
ranging from realistic to cartoony 
or anywhere in between. One of 
the greatest things about being a 
Games Artist is that you never stop 
learning and are always looking 
at the latest techniques and tools 
which means the job never gets 
boring. There is nothing quite like 
the thrill of creating some artwork 
and then seeing it in the game 
and playable.

Simon Fenton
Head of Games, Escape Studios

Simon Fenton is Head of Games at Escape 
Studios and has worked as a professional 
artist since 1994, producing 3D graphics in 
many forms, from models and environments 
to effects and animation. After graduating as 
a fine artist, Simon worked at Bits and then 
joined Sony Computer Entertainment’s 
London studio, working in senior and lead 
roles on nine published titles including Total 
NBA ’97, This is Football, Getaway, Black 
Monday, Kinetic, Kinetic Combat and Sony 
PlayStation Home.
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Pre-Production

Escape Studios gave me 
the background, skills and 
knowledge I needed to get the 
job that I wanted to do, working 
on the final course project was 
a great way to simulate working 
on an actual job. Even after the 
course was finished they gave 
me assistance with my portfolio 
so that my work was up to 
standard and would show off 
the best of my skills.

Ross Garfoot
Games Escapee, Senior Technical Artist  
at Playground Games

Art Department
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Concept Artist

What do you need?
Experience creating concept artwork 

An exceptional understanding of human/creature anatomy and 
strong traditional art skills with the ability to communicate 
dynamic character poses and expressions 

A strong portfolio demonstrating a wide variety of skills 
in character, environment and prop design 

Experience in storyboarding 

A good understanding of graphic design and logo development 

An excellent core artist foundation covering lighting, 
value, colour, form, perspective and composition 

Extensive knowledge of Photoshop and/or similar 
industry standard 2D software 

Good understanding of 3D packages to support 
traditional skills such as Maya or ZBrush

How can you get there?
A qualification and proven drawing skills in fine art and graphic art 
are required for a role as a Concept Artist. Other related subjects 
such as animation, illustration and graphic design are also suitable, 
but a portfolio and/or showreel is necessary for employers.

Where will it get you?
Once you have extensive professional experience, the 
natural progression from this role is to develop into a Senior 
Concept Artist and ultimately a Lead Concept Artist.

Relevant courses include:
The Art of Video Games (BA/MArt) 

Game Art (MA) 

Concept Art (Evening – 8 weeks)

Salary guide:
Lower salary: £18,000 – £20,000

Mid salary: £24,000 – £32,000

Upper salary: £40,000 – £48,000

The Concept Artist works 
alongside the internal 
development team across  
all projects.

They are responsible for creating 
outstanding character, environment 
and prop concepts, that help guide 
the tone, as defined by the Concept 
Principle and Art Director. They 
are responsible for the production 
of concept illustration, marketing 
assets, development support and 
pitch materials and are able to 
effectively express ideas quickly to 
the right level of finish for the brief.
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What do you need?
Experience with Unreal, Unity or other game engines 

An understanding of graphics content optimisation and Maya 

An artistic eye for detail and excellent problem solving 
skills across artistic and technical disciplines 

A good understanding of maths

Expertise with 3ds Max, Python (or similar 3D package) 

An understanding of art/animation game pipelines and rigging/skinning 

Good communication and people management skills 

Strong technical art skills demonstrated in a portfolio or showreel

How can you get there?
To progress to the role of a Technical Artist, you must have a strong 
passion and interest in the technical aspects of game art across various 
hardware, software and programming systems. Technical Artists often have 
a similar route into the industry as Games Artists – with a degree or higher 
qualification in fine art, graphic design, illustration or another art-related 
subject. Experience gained throughout studies is also highly encouraged, with 
a showreel and/or portfolio of proven knowledge and skills recommended.

Where will it get you?
If you demonstrate potential in the role of Technical Artist, you may 
have the opportunity to advance to a Lead Technical Artist position 
and eventually work your way up to Technical Art Director.

Relevant courses include:
The Art of Video Games (BA/MArt) 

Game Art (MA) 

Rigging (Evening – 8 weeks)

Video Games Art and Effects Production (18 weeks)

Salary guide:
Lower salary: £18,000 – £24,000 

Mid salary: £24,000 – £35,000 

Upper salary: £48,000 – £55,000 

Technical Artists bridge 
the gap between art and 
code, maintaining the art 
production workflow and 
overseeing how in-game 
artwork is integrated into 
the project to the highest 
tech standard.

They are responsible for all 
issues related to the technical 
implementation and management of 
in-house and outsourced assets, so 
they often set up production systems 
and provide advice to offer technical 
solutions to aesthetic problems.

Technical Artist
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What do you need?
Comprehensive experience of using Maya, Zbrush, Substance 
Designer, Substance Painter and Photoshop 

Experience of scene composition, organic texturing, 
organic modelling and terrain sculpting, hard surface 
modelling and a good understanding of architecture

Strong understanding of the use of real-world referencing 

A strong portfolio demonstrating understanding 
of lighting and shade techniques 

A practical and methodical approach to both 
technical and creative problem solving 

The ability to work under pressure and to strict deadlines 

A strong showreel demonstrating excellent artistic 
abilities and environment experience

How can you get there?
As a specialist role, if you are to become an Environmental Artist, you will 
need a qualification and/or proven drawing skills in fine art, graphic art or game 
art. Other related subjects such as animation, illustration and graphic design 
are also suitable, but a portfolio and/or showreel of experience and proven 
skills is necessary for employers. You will also need to have considerable 
experience as a 3D or FX Artist within a games development company.

Where will it get you?
Environment Artists often advance to a Senior Environment Artist or 
Lead Artist position or transition to a position within game design.

Relevant courses include:
The Art of Video Games (BA/MArt) 

Game Art (MA) 

Video Games Art Production (12 weeks)

Video Games Art and Effects Production (18 weeks)

Video Games Art Production (Evening – 20 weeks)

Salary guide:
Lower salary: £18,000 – £20,000 

Mid salary: £24,000 – £32,000 

Upper salary: £40,000 – £48,000 

Environment Artists are 
responsible for the creation 
of immersive environments 
that realise a game’s vision. 

Environment Artists work in 
conjunction with the Art Director 
to ensure that they consistently 
create high-quality environment art, 
benchmarking and raising the bar for 
environment content for future titles. 

Environment Artists tend to be 
flexible, highly motivated and 
detail-conscious professionals; they 
communicate with Level Designers 
and Animators on a regular basis 
to take into account gameplay 
considerations. They also retain 
hands-on creative responsibilities 
and keep up to date with the latest 
art production techniques.

Environmental Artist

Escape Studios Careers Guide32



3D Modeller and  
Texture Artist

What do you need?
3D modelling skills, particularly with software such as Maya or 3ds Max

Knowledge and experience using Substance Designer, 
Substance Painter as well as Photoshop

Proficiency with modelling, animation, UV mapping and real-time rendering

Experience with Unreal, Unity or other game engines 

A high-quality (quality over quantity) showreel is essential

Creativity and communication skills 

Good time management and team work

How can you get there?
A strong interest and passion for gaming and art is required for those 
looking to have a career as a Games Artist. Those studying art, graphic 
design or something similar at GCSE/A-level or equivalent should look 
into Higher Education courses or undergraduate degrees in or related to 
art or fine art. You will need to have at least 2-3 years of experience as 
an artist before you specialise, to secure a position as a Texture Artist 
and gain full training in specialist software, techniques and skills required 
in the industry - a degree in game art is strongly recommended.

Where will it get you?
Most people start in a junior role and often decide on whether 
to specialise in 2D or 3D work. You could progress to be a Team 
Leader and ultimately a Senior Artist or a Lead Artist.

Relevant courses include:
The Art of Video Games (BA/MArt) 

Game Art (MA) 

3D Core (Evening – 20 weeks)

Salary guide:
Lower salary: £18,000 – £24,000

Mid salary: £24,000 – £35,000

Upper salary: £48,000 – £55,000

3D Modellers and Texture 
Artists in the games industry 
work from a piece of 
concept art to build three-
dimensional computer 
models of everything that  
is needed for a game and 
then create textures, 
colour and 3D effects for 
environments, creatures, 
characters and objects.

They use a variety of platforms, 
software and game engines for their 
work. Some companies separate the 
modelling and texturing job roles.
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Animator

What do you need?
An understanding of body mechanics and an eye for movement 

Experience of animation pipelines within a game development production

Knowledge of 2D and 3D animation techniques 

A brilliant portfolio that showcases your skills

Proficiency with setting up and maintaining animation rigs 

High levels of technical competency in Maya required

Skills in art software applications such as Photoshop, 
Maya, Blender, Houdini, 3ds Max or ZBrush 

How can you get there?
Having an interest and passion for animation is a necessity. Those studying 
art, graphic design or something similar at GCSE/A-level or equivalent should 
look into Higher Education courses or undergraduate degrees in/or related 
to animation. Gaining experience during studies is also recommended, 
so developing a portfolio of work during studies is also encouraged.

Where will it get you?
There are various ranks within games animation, typically starting at a 
Junior Animator level, before progressing on to be an Animator, eventually 
leading to senior Lead Animator and ultimately an Animation Manager.

Relevant courses include:
The Art of Video Games (BA/MArt) 

Game Art (MA) 

Animation (12 weeks)

3D Animation (Evening – 20 weeks)

Salary guide:
Lower salary: £18,000 – £20,000

Mid salary: £24,000 – £32,000

Upper salary: £40,000 – £48,000

Animators create the 2D 
and 3D visible elements of 
a game to portray different 
movements and behaviours 
to determine how characters, 
creatures and objects should 
move in order to bring  
them to life.

The turnaround time is much faster 
for Animators working on a game 
as they don’t have as much time as 
an Animator would have working 
on a film, so it’s vital that games 
Animators have a solid understanding 
of body mechanics, what animations 
work best for the player and 
how to move a story forward.
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GUI Artist / UI Artist

What do you need?
Expertise with Adobe Flash and also ideally knowledge of Scaleform 

Knowledge of working in engines such as Nebula, Unity or Unreal Engine 

Experience from working with game production processes 

Very good knowledge of Photoshop and Illustrator 

A passion for games and mobile interfaces 

A good mix of functionality and visually attractive interface design

Experience with graphic design

How can you get there?
Having experience or a qualification in graphic design or game 
art is necessary as a GUI Artist. Skills training in gaming software 
such as Unity and Photoshop are also required. Although other 
related subjects such as graphic design are beneficial, a game art 
specific course or degree and/or training is recommended.

Where will it get you?
The next steps for most GUI Artists are senior level, manager, 
and director. User experience offers a strong career path if you 
can get a foot in the door and move up through the ranks.

Relevant courses include:
The Art of Video Games (BA/MArt) 

Game Art (MA) 

Video Games Art and Effects Production (18 weeks)

Salary guide:
Lower salary: £18,000 – £20,000

Mid salary: £24,000 – £32,000

Upper salary: £40,000 – £45,000

The GUI (graphic user 
interface – pronounced 
gooey) Artist is responsible 
for the look, feel and success 
of games. They create all 
GUI assets to design the 
aesthetic and functional 
user interfaces for games, 
as well as assisting the 
marketing department with 
banners/advertising assets.

GUI Artists tend to possess strong 
technical and pipeline skills and use 
their artistic experience to support 
the whole team. The GUI Artist 
works closely with the UX Artist 
to create aesthetic and efficient 
interaction elements and devise 
graphic proposals that are in line 
with the game art direction. Studios 
often have different job descriptions 
and duties for GUI Artists; UI Artist, 
UX Designer and Visual Designer 
are roles that are often blended 
together at smaller studios.
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What do you need?
Strong Photoshop editing skills for creating texture effects 

Knowledge and skills in Maya, Unity or Unreal Engine 

Good understanding of in-house tools and software used in development 

Practical and methodical approach to both 
technical and creative problem solving 

Flexible approach with the ability to adapt with change 

Ability to work under pressure and to strict deadlines 

Good demonstration of artistic skills through your showreel 

An eye for timing and animation, creating motion of real-
world or fantasy objects and visual effects

How can you get there?
As a Visual Effects Artist, you must have a strong passion and interest in 
the technical aspects of game art and visual effects. A degree or higher 
qualification in fine art, graphic design, illustration or another art-related 
subject is required; however, visual effects training in software such as 
Unreal or Unity, is strongly recommended for this role, a showreel or 
portfolio of your knowledge and skills to show employers is a necessity.

Where will it get you?
Visual Effects Artists in the games industry tend to move 
up to a lead role in FX or cross over to animation.

Relevant courses include:
The Art of Video Games (BA/MArt) 

Game Art (MA) 

Video Games Art and Effects Production (18 weeks)

Salary guide:
Lower salary: £18,000 – £24,000 

Mid salary: £24,000 – £35,000 

Upper salary: £48,000 – £55,000 

The Visual Effects Artist 
(games) will participate 
in design meetings and 
is responsible for helping 
develop, implement 
and maintain a vision 
that can define the 
look of in-game FX.

The FX Artist is responsible for 
in-game and pre-rendered VFX 
and creates natural and spectacular 
effects all working in real time.

Visual Effects Artist
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Creative Director

What do you need?
The ability to inspire a large team both creatively and to ensure quality 

Great decision making skills in order to make big and necessary changes 

A passion for the games industry 

An understanding of different consumer audiences 

The ability to communicate with a wide range of people 

Previous experience with budgets and project management

No formal qualification is usually required but most Creative 
Directors studied a degree. You will need to show a wealth 
of experience in place of this at a senior level.

How can you get there?
A Creative Director is definitely not an entry-level role. If you aspire to do 
this type of job, you’re going to need a minimum of 5 years experience in 
a senior position with great titles under your belt. It’s a great position to 
work your way up to, a Lead Artist with ambition and a great understanding 
of the whole production process can become a Creative Director.

Where will it get you?
This is one of the most senior roles in the games industry, if you are successful 
and you work hard, lots of routes can lead to a job as a Creative Director.

Relevant courses include:
The Art of Video Games (BA/MArt) 

Game Art (MA) 

Video Games Art Production (12 weeks)

Salary guide:
£70,000 – £115,000

The overall look and feel 
of a computer game is a 
role for the highly creative. 
A Creative Director is 
responsible for this along 
with any high level decisions 
about how the game looks, 
works or sounds to users.

This is the key person during the 
development of the game and 
ensures quality across each stage of 
production. Creative Directors may 
oversee the development of a single 
game or multiple games depending 
on their level and the type of studio. 
Creative Directors work closely with 
a small core team at the start before 
focusing on working with the Lead 
Programmers, Artists and Designers.
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Art Director

What do you need?
Strong knowledge of 3D art creation tools such as 3ds 
Max or Maya, specifically for computer games

Familiarity with the whole games pipeline and any issues that can take place

Experience working with Unity and Unreal Engine

A background in finance and business management can 
also be useful in the more senior level roles

Strong working knowledge of texturing, lighting and architecture

A passion for games and knowledge of game design theory

How can you get there?
This is not an entry-level role, to be considered for a position as an Art 
Director, you must have effective management skills and an artistic talent. 
During your day-to-day role you will be expected to motivate your team and 
keep everyone on task. However, it isn’t all management and emails, you will 
still be involved in the creative process, particularly by reviewing level designs 
and character art. There are lots of transferable skills gained from being an 
Environment or Character Artist, these roles can be a great place to start.

Where will it get you?
Working as an Art Director is one of the top roles in the games industry, 
it isn’t for the faint hearted, you must love what you do and be willing to 
put the hours in to get to this senior role. The rewards are huge, you have 
an input into every part of the games pipeline and depending on the studio 
you work for, you will help produce some of the all-time great games.

Relevant courses include:
The Art of Video Games (BA/MArt) 

Game Art (MA) 

Video Games Art Production (12 weeks)

Salary guide:
Lower salary: £45,000 – £65,000

Upper salary: £70,000 – £100,000

The Art Director 
at a games studio is 
responsible for reviewing 
all art assets for quality 
and continuity with the 
Creative Director’s vision.

This person supervises teams of 
Artists, Animators, and Designers 
from concept to release.

They are ultimately responsible 
for the aesthetics of the finished 
game. The Art Director is heavily 
involved in every stage of a game’s 
development; this includes giving 
input on the scope of the game, 
making a budget and making sure 
everyone stays on schedule.
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GEORGE O’KEEFFE
MA Game Art Escapee,
Principle Environment Artist at Rare Ltd

Never stop learning. There’s no shame in 
not knowing something, so ask your tutor, 
classmates or colleagues whenever you are 
stuck. Even when you think you’re a pro, I 
guarantee there is more to learn.

Alumni success stories

Work hard but enjoy it! It is a 
tough industry to break into, 
and it does involve a lot of 
hard work, but it is definitely 
worth it when you get there. 
And at the end of the day, 
even the hard work is fun 
and rewarding. Whenever I 
get stressed, I remind myself, 
“Well, you are making art 
for video games, life could 
definitely be a lot harder.”

WHAT ADVICE WOULD YOU 
GIVE TO SOMEONE WHO 
IS LOOKING TO FOLLOW A 
SIMILAR CAREER PATH?

Comprehensive – The 
course goes through 
everything a Game Artist 
needs to know from start 
to finish. We started 
out by creating a mobile 
game environment, where 
we learned the basics of 
creating a game for mobile, 
and worked our way up to 
creating next generation 
game environments on par 
with our favourite games.

IF YOU HAD TO SUM UP YOUR 
TIME AT ESCAPE STUDIOS IN 
ONE WORD, WHAT WOULD 
IT BE AND WHY?

Well, not only did we learn 
the software needed to work 
in the industry, but we also 
learned why we use them 
the way we do, and I think 
that’s incredibly important. 
Learning software is all well 
and good, but because the 
industry changes so much, you 
really need to understand why 
you are doing the things you 
are doing, so you can quickly 
adapt to new processes 
as they are introduced.

HOW DID STUDYING AT 
ESCAPE STUDIOS HELP YOU 
INTO THE WORLD OF GAMES?
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Motion Graphics is a term surrounded by controversy, nobody 
agrees on a definition but it serves to encapsulate under a name, 
a bunch of creators who use 2D, 3D, live-action, animation, stop 
motion and different techniques to create imaginative images in 
motion. In our day to day lives we are surrounded by motion 
graphics. Walking on the street, watching television, on our 
mobile and tablet, playing video games, watching films, even 
taking the tube, screens all around us contain videos full of 
graphics where we cannot avoid watching images in motion.

Adam Bennett
Motion Graphics Tutor, Escape Studios

Adam Bennett, Motion Graphics 
tutor at Escape Studios, has over 
15 years experience working in the 
motion graphics industry, creating 
work for clients such as Paramount, 
BT, Warner Brothers, and ITV. 
He won a BVA award for best menu 
design in 2009 and 2010 for Son 
of Rambow and Monty Python: 
Almost the Truth, before working 
his way up to Head of Design and 
overseeing a team of designers.

The industry is demanding 
more and more Motion 
Designers. From film 
production companies to 
advertising or marketing 
agencies as well as small 
creative studios, digital 
agencies and start ups, 
Motion Designers are in  
high demand. Do you  
want to be the next one?
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Motion Graphics Artist

What do you need?
Familiarity with Adobe After Effects and Photoshop 

An eye for movement, timing and colour 

Strong creativity and/or design background 

Originality and imagination 

A degree in art or graphic design is beneficial

How can you get there?
Motion Graphics is all about your showreel; you’ll need to display 
technique and diversity, and make your work look unique. No pressure!

Where will it get you?
You can work in a variety of companies, from film production companies 
to advertising or marketing agencies as well as for small creative studios or 
start-ups. In the film industry, you can work doing film titles, User Interface 
Design, special sequences or VFX. You can be an in-house Motion Designer 
or a freelancer, the motion graphics industry is growing rapidly and studios 
will always be on the lookout for talented Motion Graphic Artists.

Relevant courses include:
The Art of Visual Effects (BA/MArt)

Visual Effects Production - 3D (MA) 

Visual Effects Production - Compositing (MA)

Motion Graphics (12 weeks)

Motion Graphics (Evening - 12 weeks)

Salary guide:
Lower salary: £20,000 – £44,000 

Upper salary: £52,000 – £78,000

Motion Graphics is a  
craft that allows you to 
work across a range of 
creative industries, such as 
graphic design, advertising, 
animation, broadcasting, 
multimedia, games or film. 

It’s generally regarded as 
combining a variety of 2D and 3D 
elements, as well as live-action to 
create dynamic, colourful visuals, 
infographics, special sequences 
for films, video game animations, 
film titles and promos among 
others. The Motion Graphics 
Artist (or Motion Designer)’s 
remit is somewhat broad, so 
one of their key strengths is 
ingenuity and imagination.
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LUKE BROWN
Motion Graphics Escapee,
Freelance Motion Designer

If you’re looking for a really rewarding career in 
one of the most interesting and fastest growing 
industries there is, then learn motion design. There 
are so many opportunities in so many different 
mediums now, it’s a great time to start learning!

Alumni success stories

I love it! I’m able to have 
a lot more control over 
the projects I take on and 
I find it really rewarding. I 
feel a lot more involved in 
the projects I work on and 
I’m able to get to know the 
clients’ needs a bit better 
too. It also allows me to be 
more flexible with my time.

WHAT IS IT LIKE TO  
WORK AS A FREELANCER  
IN MOTION DESIGN

I think it’s how passionate 
everyone in this industry is, 
everyone is striving to achieve
the best they can as well as 
being super helpful and open 
to talking about their work.
Everyone seems to genuinely 
want to help each other out 
and see each other succeed.

WHAT DO YOU FIND MOST 
EXCITING ABOUT WORKING 
IN THE CREATIVE INDUSTRY?

Brilliant – to have a course 
where you get industry-
leading speakers at some of 
the top studios in the world 
teaching motion design to  
you is so invaluable and  
eye opening.

IF YOU HAD TO SUM UP YOUR 
TIME AT ESCAPE STUDIOS IN 
ONE WORD, WHAT WOULD  
IT BE AND WHY?

Escape Studios Careers Guide
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Be proactive - don’t sit 
and wait for people to find 
you - go and find them 
yourself. Make a short film 
- enter festivals - prove to 
everyone you can do it.

Evgenia Golubeva
Animation Escapee,
Award-winning Animation Director,  
Illustrator and Screenwriter

Escape Studios Careers Guide44



M
u

lti-D
iscip

lin
e

Escape Studios Careers Guide

©
 2

01
9 

W
ar

ne
r 

B
ro

s.
 P

ic
tu

re
s

45



What do you need?
A passion and understanding of VFX 

To be computer literate 

Good people skills 

The want to have a career in VFX

Great organisation skills and self-motivation

Maths and English qualifications are also useful

How can you get there?
The easiest way to become a Runner is to get applying for jobs. As 
long as you fulfil the requirements, you stand a chance of starting 
your career in VFX. Submitting a showreel is a great way to get 
on top of the competition. Contracts can be anywhere from a 
few days to a few months and it’s worth considering both small 
and large studios to get your first step on the career ladder. 

Where will it get you?
If you have the right attitude and aptitude, you might get the chance to step up 
to an entry-level artist role in the company or become a Production Assistant. 
Once you’ve made that first step, it’s up to you how high you want to go.

Relevant courses include:
The Art of Visual Effects (BA/MArt) 

Visual Effects Production - 3D (MA) 

Visual Effects Production - Compositing (MA) 

3D for VFX (12 weeks)

3D Animation (MA)

Salary guide:
£16,000 – £19,000 

A Runner is a great place to 
start in VFX, and enables you 
to gain experience of working 
in a studio environment 
and gain familiarity with 
the VFX pipeline. 

It is an entry-level role, which is 
there to provide support for the 
Artists, Animators and Technicians. 
You’ll be called upon to maintain 
studio equipment, clean communal 
areas, re-supply materials, prep 
for meetings, work on reception, 
perform office admin and meet 
and greet guests. But you might 
also get the chance to show off 
your skills on a live project when 
the opportunity arises, and who 
knows where that might lead?! 
 
There are many veteran VFX Artists 
who started out as Runners. Many 
VFX companies offer mentoring 
programmes for Runners to learn 
and practice the skills needed 
to jump to the next level.

Runner
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Producer

What do you need?
Time and people management skills 

Organisational skills

An understanding of the VFX pipeline

Experience with project management tools such as 
FileMaker Pro, Project, Excel and Shotgun 

A business degree or project management qualification is helpful

How can you get there?
The best way into this role is by getting project management experience 
and having a passion for VFX. Otherwise, starting as a Runner is 
as good a place as any. Escape Studios also offers a short course 
in Producing to fast-track your career into the VFX industry.

Where will it get you?
Starting from a junior role, such as a Runner, you can move 
up to Production Coordinator and then on to become a 
Producer. This is a fairly senior role in the VFX studio, so once 
you’re there you’re pretty much at the top of the tree.

Relevant courses include:
The Art of Visual Effects (BA/MArt)

Visual Effects Production - 3D (MA) 

Visual Effects Production - Compositing (MA)

Producing for VFX (6 weeks)

Salary guide:
Lower salary: £37,000 – £52,000

Upper salary: £96,000 – £115,000

The VFX Producer is a 
project manager, tasked 
with bringing the show in on 
schedule and to an agreed 
cost, ensuring the vendor 
delivers on time, but also 
making sure it is profitable.

At the initial bidding stage, the 
Producer will discuss the client’s 
needs to make sure the visual 
effects are achievable within 
the time and budget, and check 
that the live-action crew shoots 
the right kind of footage for the 
effects team to work with. Once 
production begins, the Producer 
sends progress reports back to the 
client, dealing with bottlenecks and 
any issues that may affect delivery.
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Technical Director

What do you need?
Experience with 3D apps and the VFX pipeline 

An aptitude for scripting and/or programming in C++ or Python 

To be adept in the more technical aspects of VFX including fluids, 
particle dynamics, geometry generation, and rendering algorithms 

A degree in art, computer science or computer engineering is useful  
but a killer showreel will always win the day 

How can you get there?
Naturally, courses in computer science or scripting will be beneficial, 
but again it comes down to your showreel. This can either 
demonstrate your breadth of knowledge across a variety of clips, 
or focus on a specific discipline, such as lighting or simulations.

Where will it get you?
Depending on your skills and interests, Technical Directors can specialise 
in specific areas; such as effects, shading, creatures, rigging, or you can 
become a generalist TD. There are various ranks within the TD role, 
eventually leading to CG Supervisor and ultimately VFX Supervisor.

Relevant courses include:
The Art of Visual Effects (BA/MArt) 

Visual Effects Production - 3D (MA) 

Introduction to Houdini (Evening – 5 weeks)

Salary guide:
Lower salary: £45,000 – £59,000

Upper salary: £78,000 – £140,000

The Technical Director’s (TD) 
role can vary from studio to 
studio, but usually requires 
a combination of the artistic 
and the technical, applying 
engineering skills to creative 
problems, such as designing 
a new rigging system, 
programming shaders or 
building simulations.

Some studios will have a number of 
TDs responsible for specific areas like 
character rigging, lighting, pipeline 
management, effects and so on.
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DUARTE VICTORINO
VFX Escapee,
Senior FX Technical Director at DNEG

Be confident and have a kickass showreel! Learn to 
accept and grow from criticism and don’t be afraid 
to speak up or ask anything. Be passionate about 
what you do and follow your dreams.

Alumni success stories

Studying at Escape Studios 
was essential in the early days 
of my career. The connections 
that Escape has developed 
along the years with the 
companies allow the students 
to be placed on the right 
track to get their dream job.

HOW DID STUDYING AT
ESCAPE STUDIOS HELP YOU
INTO THE WORLD OF VFX?

COULD YOU TELL US ABOUT 
SOME OF THE PROJECTS 
YOU’VE WORKED ON IN THE 
PAST? ARE THERE ANY THAT 
STAND OUT FOR YOU?

Success – because Escape 
Studios inspire and teach 
their students to be the 
best and to succeed as 
professionals. Success defines 
Escape as a school but also 
the students’ achievements 
if they work hard.

Luckily along the years I’ve 
worked on some pretty epic 
films. Edge Of Tomorrow 
and Guardians of the 
Galaxy were super fun, 
but as my all-time favourites 
I’d say Avengers: Infinity 
War and Mortal Engines. 
Gravity was also very 
important, as it was the 
first and only project I 
worked on that has won an 
Oscar for Best Achievement 
in Visual Effects.

IF YOU HAD TO SUM UP YOUR 
TIME AT ESCAPE STUDIOS IN 
ONE WORD, WHAT WOULD  
IT BE AND WHY?

Escape Studios Careers Guide
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ANIMATION

CHAN SAGOO 
Studied: 3D Animation (10 weeks), 
Animation Artist at MPC
“Be prepared to work very hard, 
when you do an animation you need 
to just throw yourself into it.”

ALLISON RUTLAND 
Studied: Animation (12 weeks),
Animator at Pixar Animations
“I have learned that it’s important to 
always be growing as an Animator. 
There are constantly new challenges 
and new ways to improve. It’s also 
good to stay humble and accept 
feedback as much as you can.”

SEBASTIAN KUDER 
Studied: BA The Art of 
Computer Animation,
Junior Previs Artist at 
The Third Floor
“No matter how good you are, 
knowing people in the industry 
will help you greatly. But you still 
need to be good at what you’re 
doing so practice, research, learn 
new skills that are important to 
your speciality, as you need to 
stand out from the crowd.”

GAMES

OGNYAN ZAHARIEV 
Studied: MA Game Art,
Senior Lighting Artist at Ubisoft 
“Years after I joined the industry 
I still have that same spark in me 
that started it all and my dreams 
are even more ambitious.”

ADAM ESAT 
Studied: Video Games Art 
Production (12 weeks),
Character Modeller at 
Polygon Pictures
“Never fear criticism – you should 
be seeking constructive criticism 
and feedback, because no matter 
how good your work is, there’s 
always room for improvement.”

ROSS GARFOOT 
Studied: Video Games Art 
Production (12 weeks),
Senior Technical Artist 
at Playground Games
“I won’t take no for an answer. 
That’s the kind of attitude and skill 
that will make you stand out and get 
people to take a chance on you!”

Masters of 
creativity:  
Our alumni

Escape Studios has thousands of Escapees (alumni) 
working throughout the VFX and games industry. 
They’ve gone on to work for some of the biggest 
studios in the world and are behind many Oscar and 
BAFTA nominated films, award-winning TV shows 
and thousands of commercials. Here’s what they have 
to say to anyone looking for a creative career:

To read more about our Escapees visit:
escapestudios.ac.uk/alumni

Escape Studios Careers Guide
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VISUAL EFFECTS

LUIS MOTA
Studied: MA Compositing 
for Visual Effects, 
Freelance Compositor 
at Dupe VFX
“Don’t give up! You will find your 
place! Getting in the industry is 
scary and overwhelming and you 
feel bad when you apply and most 
times not even get an answer. 
Eventually, you’ll find your first job, 
make connections and friends.”

MELINA KAPOTA 
Studied: Advanced Compositing 
for Visual Effects (18 weeks),  
VFX Compositor at IXOR VFX
“Sharing knowledge is probably a 
very essential lesson that I learned 
in this industry. Always try to learn 
as much as you can and of course 
share whatever you know in return.”

NATASHA KANOLIK 
Studied: 3D for Visual 
Effects (12 weeks), 
Feature Animation 
Modeller at DNEG 
“Stay focused, and get your 
showreel done in good time. Make 
sure you choose the right time 
of the year to apply for jobs in 
avoiding uni graduation periods.”

Escape Studios Careers Guide
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VFX is continually being led by consumers 
demanding exciting and never before seen 
visuals, making the industry and career 
opportunities ever more technology focused. 
There’s no denying that Virtual Reality (VR) is 
having more of an impact on what this looks 
like. Luckily, both VFX and VR require fairly 
similar skill sets but it’s good to be ahead of 
the game and begin your research now into 
how it could translate into a career for you.

The games industry is also crossing over into the VFX 
pipeline as real-time rendering is becoming more of 
an asset on set. Being able to see previsualisation 
whilst filming will enable directors to make immediate 
changes to filming or the brief for post-production. 
Now that the creative industries are crossing between 
each other, from real-time game rendering engines, to 
feature animation being introduced in large VFX post 
houses, there will be even more career opportunities 
to look out for when applying for a professional role!

VR roles to look out for

AR/VR Compositor

VR/VFX Supervisor

Unity Developer

Mixed Reality Artist

Creative Technologies

British creativity is world-renowned 
across a plethora of disciplines – from 
TV and film to media and advertising, to 
gaming and visual effects. What makes 
British creative industries unique is the 
diversity of the people that make it.

Hasan Bakhshi
Executive Director of Creative Economy
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The network that you create at 
Escape Studios is huge, so you’re 
building industry connections while 
you study. I got showreel feedback 
from Peerless whilst I was studying 
and I went on to work there as 
my first role in the industry.
Lionel Estivil
Advanced Compositing for VFX Escapee, 
VFX Supervisor at Escac Studio
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At Escape Studios we’ve developed close relationships 
with an impressive range of industry partners and 
they’re involved in everything we do. This ensures 
we keep our courses as current as possible and 
help our students get the most out of them. 

Our daytime (full-time) courses include feedback from our industry 
partners, our undergraduate students benefit from industry workshops, 
and all of our students get the opportunity to attend industry talks and 
network with some of the best in the business. This level of industry 
input ensures that our students leave us ready for the world of work, 
with the skills and qualities they need for a successful creative career.

When searching for a career in the creative industry, it’s important to 
know where to look. Our industry partners are a great place to start 
your research with a diverse mix of studios and exciting opportunities 
to be seized. It’s a good idea to become familiar with a studio’s work, 
structure and pipeline so you can tailor your application accordingly.

Find out more about our industry partners at:
escapestudios.ac.uk/industrypartners
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REEL Talk

Creating the perfect showreel is a big deal! It’s your one chance to 
demonstrate your skills to the creative studios. We have spoken to 
artists in the industry to get first-hand advice on what they look for  
in a showreel and how to best grab their attention. Whether 2D or  
3D VFX is your passion, or you’re the next big Animator or Games 
Artist, these top ten tips will take you through showreel best  
practice to ensure you create a standout reel.

Make it achievable
Start planning your 
reel and be realistic in 
what you can achieve.

Title cards
First things first, make sure 
the studios know who you are 
and how to contact you when 
your reel impresses them.

Start strong
A recruiter or studio is going to 

make a decision from the first 
30 seconds, don’t give them an 
excuse to cut your reel short–

put your best work upfront.

Get original
The word is spaceships are over, 
why not film your own footage or 
design a unique asset. Stand out 
from the crowd with something 
that isn’t overused in reels.

Quality over quantity
Don’t try and include every 
piece of work you’ve ever 
produced… Remember, 
quality over quantity.

Don’t dilute it!
Focus on your strengths 

and make sure these 
stand out in your reel!
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Your demo reel is 
the key to finding 
work in the industry. 
I would advise you 
to customise your 
reel to suit the needs 
of each individual 
studio. In other 
words, don’t have 
a ‘one size fits all’ 
demo reel, make 
sure you re-edit your 
reel to suit the job 
you are applying for! 
Spend the time on a 
polished reel so you 
can be ready to go at 
a moment’s notice.

Alex Williams
Head of Animation at Escape Studios

Want to hear from the experts? 
Download the full guide at:
escapestudios.ac.uk/reeltalk

Keep it short and sweet 
Two minutes max.  

The studios aren’t going to  
watch anything longer and 

you can showcase your 
skills in this time. Short, 

succinct and brilliant!

Go out with a bang 
Leave a lasting impression. 
Finish on a strong image to 
make your reel memorable.

Stay in tune 
A silent reel isn’t any fun, 
but don’t try and make a 
music video. Find a track 
that compliments your 
reel. Keep the pace right 
and fit it to the theme.

Document and 
demonstrate
Reference the work you 
did so it’s clear what work 
you’ve done, demonstrate 
with breakdowns of  
how you’ve executed 
your ideas.

9
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One of the biggest events in the calendar, every year 
Escape Studios hosts The VFX, Games and Animation 
Festival. Now in its 8th year, it’s known as a celebration  
of the creative industries and a showcase of talent.
 
The VFX Festival 2020 will consist of three events taking  
place in March 2020 and all are targeted to different audiences.  
The VFX Festival 2020 will include a number of talks, keynote 
sessions, workshops, exhibition spaces and panel discussions 
from talent across the industry, as well as lots of networking 
opportunities. The festival will also explore new trends and  
changes in technologies such as VR, AR, real-time rendering  
and motion capture.

By studying with us, you’ll be at the heart of the Festival.  
Many of our students help out behind the scenes, and our  
successful Escapees are often key speakers showcasing their  
latest blockbusters. There’s no better place to rub shoulders  
with the best of the industry, be inspired by award-winning  
work and get a glimpse into the inner workings of some of  
the world’s most successful creative giants.

Escape Studios Careers Guide58



The VFX Festival  
(EDU)

16th March 2020

Southbank Centre, 
London, SE1 8XX

The VFX Festival EDU is an 
event for school and college 
students who would love to learn 
about the world of VFX, Games, 
Animation and Motion Graphics 
during inspiring talks and meetings 
with industry professionals.

The VFX Festival 
(Emerging Talent)

17th–18th March 2020

Southbank Centre, 
London, SE1 8XX

The VFX Festival Emerging Talent 
is an event for students currently 
studying within higher education and 
young professionals who are looking 
to kick start a career in the creative 
industries. The festival will be filled 
with inspiring talks, panel discussions 
and a recruitment exhibition zone.

The VFX Festival  
(After Hours)

16th–18th March 2020

190 High Holborn 
London WC1V 7BH

The VFX Festival After Hours 
will be hosted in our state-of-
the-art facilities in Holborn, these 
late afternoon technical talks and 
advanced workshops are dedicated 
to experienced industry professionals 
looking for knowledge-building 
opportunities and the chance to 
network. The sessions are also 
suitable for young professionals 
looking to progress their career 
in the creative industries.

For more information check out:
thevfxfestival.com

Escape Studios Careers Guide
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UNDERGRADUATE 
AND POSTGRADUATE 
DEGREES

Undergraduate Degrees

The Art of Computer 
Animation (ba/mart)

The Art of Video Games (ba/mart)

The Art of Visual Effects (ba/mart)

Postgraduate Degrees

Visual Effects Production - 3D (ma)

Visual Effects Production 
- Compositing (ma)

3D Animation (ma) 

Game Art (ma)

Storyboarding and 
Previsualisation (ma) 

SHORT COURSES 
DAYTIME (FULL-TIME)

2D VFX

Compositing for VFX (12 weeks)

Advanced Compositing 
for VFX (18 weeks)

3D VFX

3D for VFX (12 Weeks)

Advanced 3D for VFX (18 weeks)

Animation

Animation (12 weeks)

Advanced Animation (18 weeks)

Motion Graphics

Motion Graphics (12 weeks)

Production

Producing for VFX (6 weeks)

Video Games

Video Games Art 
Production (12 weeks)

Video Games Art and Effects 
Production (18 weeks)

SHORT COURSES 
EVENING (PART-TIME)

2D VFX

Compositing for VFX  
(20 weeks – evening)

3D VFX

3D Foundation  
(20 weeks – evening)

3D Intermediate  
(20 weeks – evening)

Animation

3D Animation  
(20 weeks – evening)

2D Animation with Toon Boom 
Harmony (8 weeks – evening)

Motion Graphics

Motion Graphics  
(12 weeks – evening) 

Video Games

Video Games Art Production 
(20 weeks – evening)

Specialist Courses

2D Character Design  
(8 weeks – evening)

Concept Art (10 weeks – evening)

Character Creation for Games 
and VFX (18 weeks – evening)

Storyboarding (8 weeks – evening)

Houdini (20 weeks – evening)

Our courses

Escape Studios’ links with industry mean you 
won’t just learn a subject, you’ll understand 
and experience first hand what it’s like to 
live and breathe it in the real world. We have 
a wide range of courses in VFX, Game Art, 
Animation and Motion Graphics to prepare 
you for a huge amount of roles in the  
creative industries. 
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Disclaimer: Every effort has been made to make sure that the information  
contained is fair and accurate at the date of publication in January 2020.

The creative industries continue to 
grow at a substantial rate; despite 
this, not enough students are aware 
of the opportunities available 
to them within the sector.

Dr Ian Palmer
Director, Escape Studios

Find out more about our courses by visiting
escapestudios.ac.uk/courselist
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ESCAPE STUDIOS 
190 High Holborn
London, WC1V 7BH

UNDERGRADUATE 
COURSE QUERIES
info@pearsoncollegelondon.ac.uk
+44 (0)203 925 9251

POSTGRADUATE AND 
SHORT COURSE QUERIES
admissions@escapestudios.com
+44 (0)203 925 9514

escapestudios.ac.uk

Pearson College London is the trading  
name of Pearson College Limited.


