
 

 
  

NOTE: This job description does not form part of the employee’s contract of 
employment but is provided for guidance. The precise duties and responsibilities of 
any job may be expected to change over time. Job Holders should be consulted over 
any proposed changes to this job description before implementation.  
 
JOB TITLE:  Assistant Technician for X-Reality Lab (VR, AR, MR, and 3D) 

SCSE (School of Computer Science and Engineering) 
SAC (School of Architecture and Cities) 

 
GRADE:  NG3  
 
REPORTS TO:  XRLab SCSE Lead 
  
PURPOSE:  
To support the academic delivery of Faculty activities (e.g. teaching, research, CPD 
and knowledge exchange activities) by assisting with the provision of a high quality 
and customer-focused technical service to staff, students and external clients/users.  
 

 
PRINCIPAL ACCOUNTABILITIES  
 
1. To work as a member of a Technician team, assisting in the delivery of a range of 

customer-focused technical services within X-Reality (Defined here as Extended 
Reality, this encompasses Virtual Reality, Augmented Reality, Mixed Reality, and 
3D Content), and providing support for the core activities of the Faculty (teaching, 
research and knowledge exchange) and its users. Specifics include: 

a. To provide support (According to a framework devised by the XRLab 
Leads) to faculty, students, and departments in the SCSE, SAC and their 
parent College of Design, Creative and Digital Industries. The support will 
aid students, lecturers and researchers in developing and delivering XR 
applications and projects. Projects may include student/lecturer research 
projects, student/lecturer industrial collaborations, and student module or 
final year projects. 

b. To maintain a system for and organise booking of time and equipment for 
students’ and lecturers’ work, department access, enhanced learning 
sessions, and other events and activities as described in accountability 4 
below. 

c. To populate project management software with details of the XRLab 
activities and organise usage information for further presentation. 

d. To regularly meet and support representatives of faculty departments 
across the university when time is provided for cross-school and college 
XR collaboration. 



 

e. To communicate and work on a regular basis with the line managers/leads 
of the XRLab to organise and promote the activities of the XRLab in 
strategy and marketing initiatives for all schools in the College of Design, 
Creative and Digital Industries, other Colleges, and the Emerging Media 
Space at Harrow (MAD EMS). 

f. To provide and develop demo material as requested by their line managers 
or his/her nominee. 

g. To assist students and faculty with programming using innovative 

technologies. 

 
2. To comply with all relevant Health and Safety requirements in the designated 

technical services area and, under the supervision of more senior colleagues, 
monitor the safe usage of all equipment and materials by users, escalating any 
complex Health and Safety concerns to the line manager when necessary.     
 

3. To provide basic demonstration of the safe and correct use of equipment and 
materials, on both an ad-hoc basis and during scheduled practical sessions 
throughout the year, maintaining appropriate records that this demonstration has 
taken place.   
 

4. To provide technical support for the preparation of practical classes throughout 
the calendar year   Such technical support includes (but is not limited to): 

a. To help organise and host outreach, demo, showcase and workshop XR 
events as requested and provide specific technical support. 

b. To assist with specific technical support in XR enhanced learning classes 
and workshops with lecturers and students. 

c. In the above cases, technical support will include but may not be limited to 
VR/AR/MR SDKs, software drivers, and PC software installs, games 
engine middleware, displays,HMDs, mobiles, and other XR hardware. 

d. Support will be to a framework standardised by the XRLab Leads, and 
modified as needed by the XRLab assistant technician with ongoing 
assistance from the technical support team and XRLab Leads. Further 
details can be seen in the Context and Person Specification sections 
below.  
 

5. To assist in keeping the designated technical service area in a clean, safe and 
fully operational condition. To assist, as a member of the Technician team, in the 
regular inspection and basic maintenance of equipment in the designated 
technical service area, to ensure that it conforms to required Health & Safety 
standards.   
 

6. To assist colleagues in keeping an inventory of stock/materials in the designated 
technical services area, and advising the Line Manager of re-order requirements, 
in a timely manner in order to maintain optimum levels at all times throughout the 
year. 

 



 

7. To participate in and contribute to technical team meetings. To undertake 
relevant continuous professional development activities to maintain up to date 
knowledge and skills in the designated specialism. 
 

8. To undertake any other duties within their competence and appropriate to the 
grade, as required by the line manager or his/her nominee.  

 
 
CONTEXT  
 
The XRLab (X-Reality Lab) is a joint venture by the School of Computer Science and 

Engineering (SCSE) and School of Architecture and Cities (SAC), with funding by 

Quintin Hogg Trust (QHT) for 2 years (2nd year approval pending) starting in August 

2018. This lab has the strategic aim of advancing the use of Virtual Reality, Augmented 

Reality, and Mixed Reality (under the banner of X, or Extended Reality) in the 

University. It intends to do this by using and developing the current ability within the 

Computer Science, Games Development, and Digital Media Development and 

Architecture faculties and advancing the skillset to all faculties for enhanced learning, 

research, and project use.  

The XRLab Is operated under one banner in two nearby sites (New Cavendish and 

Marylebone campuses), and the technician will split their time between the sites. For 

the purposes of administration, the technician will be sited in Cavendish. 

The assistant technician role for the XRLab is a unique position and will suit an 

individual with a natural curiosity of the software and hardware ecosystem that exists 

in the VR, AR, and MR market. Since the field is dynamic, natural technical ability and 

initiative is valued above traditional qualifications for this role. 

A typical day may include ensuring software SDKs and drivers for VR, AR and MR are 

installed and working correctly, instructing students and lecturers in the basics of XR 

development via a framework standardised by the team, assisting students and 

lecturers doing XR projects, troubleshooting PCs, displays and sensors, organising 

bookings and populating project management software, creating promotional 3D, XR 

and web material. 

The successful applicant may already be forging their own path in this area and may 

have some demonstrable work to show in the form of applications, content and/or code. 

Organisational skills are essential, as is an ability to efficiently acquire and apply new 

knowledge and skills. This will be valuable in modifying (with use) the support 

framework standardised by the XRLab Leads. 

The post-holder is expected to work closely with colleagues within and outside the 

section to maintain the highest quality of technical support and provide the best 

possible experience to Faculty users (primarily students and academic and research 

staff) in the delivery of the Faculty’s core activities.  The post holder will be expected 

to adopt a customer-centred approach and have a commitment to personal and 



 

professional development, demonstrating this commitment through undertaking 

regular continuous professional development activities.   

 
DIMENSIONS  
 

 The post-holder has no line management or budgetary responsibility but works 
as part of a team of 3 staff in supporting the core activities of the Faculty.   

 The post-holder is a user of the equipment/physical resources in the designated 
technical service area; 

 There may be restrictions on taking annual leave during busy periods and 
during term time; 

 
 
 
 

  



 

PERSON SPECIFICATION 

 

Essential Criteria Desirable 

Qualifications  

Educated to A-Level,  or equivalent 
vocational qualification or has 
equivalent level of knowledge gained 
through professional experience 
 

Educated to degree level in Computer 
Science, Software Engineering, Digital 
Media development, Computer Games 
Development, or a similar subject. 
 
 

Knowledge and Experience  

Experience of a VR, AR, MR, 3D or 

game development environment and 

knowledge of and skills for working with 

a variety of SDKs, drivers, and software 

installs, especially for games engine 

middleware, PCs, displays, HMDs, 

mobiles, and VR/AR/MR SDKs.using 

sophisticated and contemporary 

equipment 

Awareness of health and safety 

legislation, requirements and best 

practice in the context of a PC 

development environment 

Experience of working successfully as a 

member of a customer-facing team of 

staff  

Familiarity with Autodesk or other 3D 

content creation or manipulation 

software.  

Familiarity with Unity3D, Unreal, other 

games middleware, or similar software 

development systems. 

Previous experience in a Higher 

Education or commercial environment 

Experience of demonstrating equipment 

to groups  

Portfolio of applications/code/work done 

in the 3D/VR/AR/MR, interactive 

software or games areas. 

Proven experience in working with 

SDKs, drivers, and software installs, 

especially games engine middleware, 

PC operating systems, and VR/AR/MR 

SDKs.  

Proven experience in working with 

HMDs, displays, mobile devices, 360 

filming, and other XR hardware. 

Proven experience in 3D content 

creation and animation, or familiarity in 

working with 3D assets. 

Image, Video and sound editing skills. 

Networking software familiarity  

Aptitude and Abilities  

Excellent IT skills including word 

processing, spreadsheets, and 

database management.  

Social media promotional skills. 

Digital design or artistic ability. 



 

Problem solving skills for 

troubleshooting and resolving IT and 

OS software and hardware issues 

Excellent interpersonal skills with the 

ability to communicate information 

effectively (either verbally or in written 

form), and articulate complex issues in 

a manner which is clear and concise. 

Excellent numeracy. 

Excellent planning skills, with attention 

to detail and the ability to meet 

deadlines and work well under time 

constraints and other pressures. 

Ability to work both independently and 

in a team environment 

Personal attributes  

A customer-focused approach, and the 

ability to demonstrate this approach in 

personal working practices  

A commitment to continuous personal 

professional development  

The flexibility to adapt in an ever 

changing sector 

Curiosity and interest in the XR 

development ecosystem 

 

 

 


