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ABSTRACT

The way employees think and feel about their work has a profound influence on how they
perform, how long they stay, and how meaningfully they contribute to an organisation's
goals. In creative industries such as visual effects (VFX), this relationship between attitude
and performance becomes even more consequential, because the quality of artistic output
depends not merely on technical skill but on the psychological engagement and motivation
of every individual on the team. This study investigates employee attitude at Bot VFX, one
of India's leading VFX and digital animation studios, based in Chennai. Data were gathered
from 100 employees across all departments using a structured Likert-scale questionnaire
covering dimensions such as job satisfaction, skill development, work environment, training
effectiveness, management recognition, supervisory coordination, and work-life balance.
Statistical tools including simple percentage analysis, Analysis of Variance (ANOVA), and
the Chi-Square test were applied to examine patterns and associations in the data. The
findings indicate that employee attitude at Bot VFX is predominantly positive, with
especially strong responses in skill development (69% strongly agree), supervisory
coordination (70%), and management recognition (60%). However, dimensions such as
overall job satisfaction (39% strongly agree) and training satisfaction (52% agree) present
meaningful opportunities for targeted improvement. The study concludes that fostering a
proactively supportive and recognition-driven studio culture is not merely an HR priority but
a strategic necessity for sustaining competitive creative output in the global VFX market.

1. INTRODUCTION

The concept of employee attitude has occupied a central place in organisational behaviour
research since the early decades of social psychology. An attitude is not merely a passing
preference; it is a durable psychological orientation that shapes how individuals interpret their
experiences and, crucially, how they respond to the people, tasks, and environments they
encounter at work. In technically demanding and creatively intensive industries, where the
value of an organisation's output is inseparable from the quality of its human contribution, this
connection between attitude and workplace behaviour takes on particular significance.

Bot VFX, headquartered in Chennai, Tamil Nadu, stands as one of India's most prominent
visual effects and digital animation studios. The studio serves global film, television, and
digital media clients, delivering complex VFX work on international productions that demand
both technical precision and sustained artistic creativity. Within this environment, each
compositor, technical director, rigger, lighter, and pipeline developer brings not only their skills
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but also their attitudes to every production challenge they face. Understanding how these
attitudes are shaped—and what they reveal about the studio’s organisational health—is the
central concern of this study.

1.1 Concept of Attitude

Attitude may be understood as a mental and neural readiness, shaped through accumulated
experience, that exerts a consistent and directional influence on how an individual responds to
objects, people, situations, and ideas encountered in their environment. This foundational
definition, articulated by Gordon Allport, captures something important: attitudes are neither
random nor superficial. They are organized states of mind that individuals carry into every
interaction, every creative decision, and every professional relationship.

At Bot VFX, this translates directly into observable studio dynamics. An artist who has
developed a positive attitude toward constructive feedback from a VFX supervisor is more
likely to revise a shot quickly and collaboratively. A compositor who holds a negative attitude
toward tight deadlines may approach the same production pressure with anxiety or resistance,
affecting both their individual output and the team's collective rhythm. Three types of attitudes
are of particular relevance in organisational settings: job satisfaction, which refers to the degree
of positive emotional response an employee derives from their role; job involvement, which
captures the depth of psychological engagement with one's work; and organisational
commitment, which reflects the extent to which an employee identifies with and feels loyal to
their employer.

1.2 Significance in the VFX Context

Visual effects studios are human-capital businesses in the most fundamental sense. Unlike
manufacturing, where process standardisation can compensate for workforce variability, VFX
production requires continuous creative problem-solving. No two production challenges are
identical; every shot demands unique technical and artistic judgment. An artist who approaches
their work with curiosity, commitment, and a constructive mindset will consistently find more
elegant solutions, collaborate more effectively with colleagues, and contribute to a studio
culture that attracts and retains further talent. Conversely, accumulated negative attitudes—
toward workload, management, pipeline tools, or recognition practices—qgenerate creative
fatigue, escalate attrition, and erode the institutional knowledge that gives a studio its
competitive edge.

This is why understanding, measuring, and actively nurturing positive employee attitudes is
not peripheral to studio management at Bot VFX—it is central to the studio's capacity to deliver
world-class visual effects on a sustainable basis.

© 2026, IRJEAT Volume: 09 Issue: 03 | March-2026 Page 1789


https://www.irjweb.com/current_issue.php

1\

IRJEAT

International Research Journal of Education and Technology

Peer Reviewed Journal
ISSN 2581-7795

1.3 Objectives of the Study
The study pursues the following objectives:

» To examine the overall satisfaction level of Bot VFX employees across key workplace
dimensions including job satisfaction, work environment, and management
relationships.

» Toidentify how employee attitudes toward skill development, training, and recognition
influence motivation and creative engagement at Bot VFX.

» To determine whether demographic factors such as gender, years of experience, and
department type are significantly associated with specific attitude dimensions.

» To generate evidence-based recommendations for HR and studio management to
strengthen the attitudinal and psychological well-being of the Bot VFX workforce.

1.4 Scope and Limitations

This study focuses exclusively on the Chennai headquarters of Bot VFX, encompassing
employees across all operational departments, including compositing, CG, roto and paint,
tracking, IT, HR, production, pipeline, training, and support functions. The sample size of 100
was determined by convenience sampling, which, while practical within the studio
environment, limits the generalisability of findings to other Bot VFX locations or the broader
Indian VFX industry. The study is cross-sectional, capturing a single point in time, and relies
on self-reported questionnaire data, which may be subject to social desirability bias.

1.5 Company Profile: Bot VFX

Bot VFX is among India's foremost VFX and digital animation studios, built with the mission
of delivering world-class visual effects for global entertainment clients. From its Chennai base,
the studio offers end-to-end VFX services—3D animation, digital compositing, motion
graphics, matte painting, character and creature development, and post-production
supervision—for internationally acclaimed feature films, web series, and advertising
campaigns.

The studio operates state-of-the-art production infrastructure equipped with industry-standard
tools including Autodesk Maya, Houdini, Nuke, and SideFX, complemented by proprietary
rendering solutions. With approximately 500 VFX professionals, Bot VFX maintains
production capabilities across Chennai, Coimbatore, Pune, and Atlanta, serving major
Hollywood studios and global OTT platforms. The studio's departments span Human
Resources, Software Development, 1/O, 2D Prep (Roto and Paint), Compositing, IT, Training,
CG, Tracking, Production, General Management, Finance, Administration, and Pipeline—each
playing a distinct role in the studio's production workflow and creative output.

2. LITERATURE REVIEW
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The academic study of employee attitude has generated a substantial body of literature across
a wide range of industries. While most empirical research has concentrated on manufacturing,
information technology, and service sectors, several foundational insights are broadly
applicable to the VFX context and directly inform the design of this study.

Hawthorne's pioneering research (1930) introduced the influential idea that employee attitudes
toward their work environment directly shape their productivity—that, in the most distilled
form, a satisfied worker tends to be a more productive worker. While subsequent research has
complicated this relationship, its core logic resonates powerfully in creative production
environments where psychological engagement determines the quality of artistic output.

Ganguli (1964) proposed that performance determinants can be organised into three categories:
personal factors, including individual skills and motivation; work factors, encompassing tools,
materials, and methods; and environmental factors, covering both the physical and social
conditions of work. In the VFX industry, all three categories interact with particular intensity.
The availability of high-performance workstations, reliable rendering infrastructure, and
industry-leading software is not merely a convenience—it is a prerequisite for the work itself.
When these work-factor conditions fall short, the attitudes of even highly motivated technical
artists can deteriorate rapidly.

Vroom (1964) argued that organisational productivity is a function of both employee job
performance and the resources made available to support that performance. For Bot VFX, this
principle underscores the importance of aligning pipeline investment with workforce
capability. A highly skilled VFX artist working with inadequate tools or outdated processes
will produce output that falls short of both their potential and the studio's standards—and will
likely develop increasingly negative attitudes toward the work and the organisation as a result.

Fleishman (1953) demonstrated a positive relationship between supervisory consideration—
defined as genuine supportiveness and responsiveness toward team members—and both
productivity and morale. VFX supervisors at Bot VFX who adopt a mentoring orientation
rather than a purely evaluative one tend to lead departments with stronger creative output,
greater team cohesion, and lower attrition.

Scholtes (1999) observed that despite widespread recognition of the importance of performance
appraisal, a significant majority of appraisal processes fail due to inadequate feedback
mechanisms and poorly defined evaluation criteria. For VFX studios, where performance
encompasses both technical precision and artistic creativity, designing effective appraisal
frameworks is a genuinely complex challenge.

Locke (1976) defined job satisfaction as a pleasurable or positive emotional state arising from
the appraisal of one's job or job experiences—a definition that has anchored decades of
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employee attitude research. Studies by Jurgensen (1978) subsequently found that employees
consistently rank the intrinsic nature of the work itself as the most important determinant of
satisfaction, ahead of compensation, working conditions, or peer relationships. In the Bot VFX
context, this finding carries direct practical weight: the creative challenge and artistic quality
of the productions artists work on are among the most powerful drivers of their engagement
and loyalty.

2.1 Research Gap

While existing literature provides robust frameworks for understanding employee attitudes,
there is a notable and largely unaddressed gap in empirical research specifically focused on the
VFX and digital animation sector. Most attitude studies neither account for the dynamics of
creative studio environments—where artistic freedom, project prestige, and technical
complexity simultaneously shape engagement—nor address the specific workforce context of
Indian VFX studios operating within a global production ecosystem. This study addresses that
gap directly by examining employee attitudes at Bot VFX, Chennai, generating insights
applicable to the rapidly growing Indian VFX industry.

3. RESEARCH METHODOLOGY

3.1 Research Design

This study adopts a descriptive research design, aimed at systematically characterising the
attitudes of employees at Bot VFX across a range of workplace dimensions. Descriptive
research is appropriate here because the study's primary aim is to map the current state of
employee attitude rather than to test a causal hypothesis or introduce an experimental
intervention. The design allows for a structured, systematic portrayal of attitude patterns across
the studio's workforce, and supports the identification of dimensions where targeted HR
interventions may be most beneficial.

3.2 Data Collection

Primary data were collected through a structured questionnaire administered to 100 employees
across all departments at Bot VFX, Chennai. The questionnaire was developed in two sections.
Section A captured demographic and professional information—gender, age, department,
designation, and years of experience. Section B contained 20 attitude statements covering skill
development, work environment, goal accomplishment, decision-making involvement,
management recognition, training effectiveness, promotional fairness, supervisory
coordination, work-life balance, motivation, and interpersonal relationships. Each statement
was rated on a five-point Likert scale ranging from Strongly Disagree (1) to Strongly Agree

(5).

Prior to full data collection, the questionnaire was pre-tested with five Bot VFX employees to
identify any ambiguity in question wording and to ensure that items were relevant and clearly
understood within the studio's working context. Secondary data were sourced from HR records,
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industry reports, academic journals, and published research on employee attitudes and VFX
workforce management.

3.3 Sampling

A convenience sampling technique was employed, with 100 respondents selected from across
Bot VFX's departmental structure—compositing, CG, roto and paint, tracking, IT, HR,
production, pipeline, training, and support. This method was chosen due to the operational
constraints of the studio environment and the time parameters of the data collection period.
While convenience sampling limits generalisability, the cross-departmental coverage of the
sample provides a reasonably representative picture of attitude patterns across the Chennai
studio.

3.4 Statistical Tools

Three statistical tools were applied in the analysis of collected data. Simple Percentage
Analysis was used to summarise the distribution of responses across each attitude dimension
and to present demographic profiles of the respondent pool. Analysis of Variance (ANOVA)
was applied to test whether statistically significant differences in attitude scores existed across
employee groups categorised by department, experience level, or designation. The Chi-Square
Test was used to examine associations between demographic variables—such as gender, age,
and years of experience—and specific attitude dimensions including job satisfaction,
recognition, training satisfaction, and work-life balance.

4. DATA ANALYSIS AND INTERPRETATION

The following tables present the findings from 100 respondents at Bot VFX, Chennai. Each
table is accompanied by an interpretive commentary grounded in the VFX studio context.

Table 1. Gender of Respondents

S.No ‘ Response Category No. of Respondents Percentage (%)
1 Male 85 85
2 Female 15 15
| Total 100 100

Interpretation: The respondent profile reflects the broader gender composition of the Indian
VEX industry, with male employees constituting 85% of the sample. The 15% female
representation—though modest—signals a gradual shift toward greater inclusivity, which Bot
VEX continues to actively support through targeted diversity recruitment in technical and
creative roles.

Table 2. Skill Development Through Work
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S.No ‘ Response Category No. of Respondents Percentage (%0)
1 ‘ Strongly Disagree 2 2
2 ‘ Disagree 5 5
3 ‘ Undecided 2 2
4 \ Agree 22 22
5 ‘ Strongly Agree 69 69
| Total 100 100

Interpretation: A strong 69% of respondents strongly agree that their role at Bot VFX enables
continuous skill development. This reflects the studio’s emphasis on involvement in diverse
global productions and access to industry-leading tools such as Houdini, Nuke, and Maya—
which collectively function as powerful engines of professional growth.

Table 3. Comfortable Work Environment

S.No \ Response Category No. of Respondents Percentage (%)
1 Strongly Disagree 10 10
2 Disagree 15 15
3 Undecided 10 10
4 \ Agree 25 25
5 ‘ Strongly Agree 40 40
| Total 100 100

Interpretation: While 40% strongly agree that Bot VFX provides a comfortable work
environment, the 25% who expressed dissatisfaction signals an area requiring further
management attention. Studio workspace ergonomics, noise levels, and the availability of quiet
focus spaces for detailed compositing and rendering work may require review.

Table 4. Professional Goal Accomplishment

S.No \ Response Category No. of Respondents Percentage (%)
1 Strongly Disagree 10 10
2 Disagree 12 12
3 Undecided 3 3
4 Agree 25 25
5 ‘ Strongly Agree 50 50
| Total 100 100

Interpretation: Half of all respondents strongly agree that their professional goals are being met
at Bot VFX. The studio’s capacity to place artists on international productions, which directly
builds showreels and expands professional networks, appears to be a key mechanism
supporting this positive outcome.
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Table 5. Employee Involvement in Decision-Making

Response Category
Strongly Disagree
Disagree
Undecided
Agree
Strongly Agree
Total

No. of Respondents
6
10
3
55
26
100

Percentage (%)
6
10
3
55
26
100

Interpretation: The majority (55%) agree that employees are involved in meaningful decision-
making at Bot VFX. Participatory creative reviews and open-door feedback practices appear
to support this culture. In a studio setting, involving artists in pipeline and production planning
decisions consistently produces more technically sound and artistically refined outcomes.

Table 6. Management Recognition of Employee Skills

S.No ‘ Response Category No. of Respondents Percentage (%0)
1 Strongly Disagree 6 6
2 Disagree 8 8
3 Undecided 8 8
4 Agree 18 18
5 ‘ Strongly Agree 60 60
Total 100 100

Interpretation: An impressive 60% strongly agree that management effectively recognises and
utilises their skills—one of the strongest positive results in the study. This reflects the studio's
practice of assigning artists to projects that align with their specialisations and rewarding
technical and artistic expertise.

Table 7. Management Encouragement of Employee Development

S.No ‘ Response Category No. of Respondents Percentage (%)
1 ‘ Strongly Disagree 4 4
2 ‘ Disagree 10 10
3 ‘ Undecided 3 3
4 ‘ Agree 28 28
5 \ Strongly Agree 55 55
Total 100 100

Interpretation: 55% strongly agree that Bot VFX management actively encourages professional
development. Investments in industry learning platforms, internal masterclasses, and
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sponsorship for VFX conferences and workshops appear to underpin this strong positive

response.

SNo
1
2
3
4
5

Table 8. Training Effectiveness

Response Category

Strongly Disagree
Disagree
Undecided
Agree
Strongly Agree
Total

No. of Respondents
2
10
5)
68
15
100

Percentage (%0)
2
10
5
68
15
100

Interpretation: 68% agree that training at Bot VFX equips them to perform their roles
effectively. Structured onboarding, department-specific software training, and access to
Houdini and Nuke masterclasses contribute to this positive assessment. The 12% who disagree
warrant investigation into the depth and customisation of training offerings.

Table 9. Promotion Fairness

S.No ‘ Response Category No. of Respondents Percentage (%0)
1 ‘ Strongly Disagree 5 5
2 ‘ Disagree 12 12
3 ‘ Undecided 3 3
4 Agree 45 45
5 ‘ Strongly Agree 35 35
Total 100 100

Interpretation: 45% agree that promotions are fair and merit-based at Bot VFX. The studio's
structured career ladder—from Junior Artist through Senior Artist, VFX Lead, Sequence
Supervisor, to VFX Supervisor—supports this perception, though the 17% who expressed
disagreement suggests a need for greater transparency in promotion criteria and timelines.

Table 10. Management Respect for Employees

S.No \ Response Category No. of Respondents Percentage (%)
1 Strongly Disagree 10 10
2 ‘ Disagree 8 8
3 ‘ Undecided 5 5
4 \ Agree 52 52
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S.No ‘ Response Category No. of Respondents ‘ Percentage (%) ‘
5 ‘ Strongly Agree 25 25 ‘
| Total 100 | 100 |

Interpretation: 52% agree that management conveys respect to employees. In a creative
environment, respect manifests through genuine engagement with artistic ideas,
acknowledgement of individual contributions, and the cultivation of psychological safety for
creative risk-taking.

Table 11. Encouragement of Innovation

S.No ‘ Response Category No. of Respondents Percentage (%)
1 ‘ Strongly Disagree 15 15
2 Disagree 10 10
3 Undecided 5 5
4 ‘ Agree 50 50
5 Strongly Agree 20 20
| Total 100 100

Interpretation: 50% agree that management encourages innovation and the development of
more efficient work approaches. Artists who feel encouraged to experiment with new rendering
algorithms and compositing techniques often generate workflow improvements that benefit the
entire production pipeline.

Table 12. Training Satisfaction

S.No ‘ Response Category No. of Respondents Percentage (%)
1 ‘ Strongly Disagree 20 20
2 ‘ Disagree 5 5
3 Undecided 10 10
4 ‘ Agree 52 52
5 Strongly Agree 13 13
| Total 100 100

Interpretation: 52% are satisfied with the quality of training at Bot VFX, though a notable 25%
expressed dissatisfaction. This suggests that while the training infrastructure is valued, its scope
or delivery may not adequately address the needs of all departments—particularly those with
rapidly evolving technical requirements.

Table 13. Work-Life Balance
No. of Respondents

S.No \ Response Category Percentage (%)

1

Strongly Disagree 15 15
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S.No ‘ Response Category No. of Respondents Percentage (%0)
2 ‘ Disagree 12 12
3 ‘ Undecided 3 3
4 \ Agree 22 22
5 ‘ Strongly Agree 48 48
| Total 100 100

Interpretation: 48% strongly agree that management understands and supports work-life
balance. Given the industry-wide challenge of production crunch periods, this is a positive
indicator. However, the 27% who expressed disagreement reflects the persistent tension
between delivery timelines and employee well-being that characterises VFX production
globally.

Table 14. Overall Job Satisfaction

S.No ‘ Response Category No. of Respondents Percentage (%0)
1 ‘ Strongly Disagree 18 18
2 ‘ Disagree 20 20
3 ‘ Undecided 3 3
4 Agree 20 20
5 ‘ Strongly Agree 39 39
| Total 100 100

Interpretation: 39% strongly agree with their overall job satisfaction at Bot VFX—a broadly
positive finding, though the 38% who expressed dissatisfaction represents a significant
segment requiring deeper investigation into project assignment quality, creative autonomy, and
compensation benchmarking.

Table 15. Recognition for Contributions

S.No \ Response Category No. of Respondents Percentage (%)
1 ‘ Strongly Disagree 12 12
2 ‘ Disagree 14 14
3 ‘ Undecided 4 4
4 \ Agree 20 20
5 ‘ Strongly Agree 50 50
| Total 100 100

Interpretation: 50% strongly agree that management recognises them for their work. The
studio’s monthly appreciation sessions, credit acknowledgements for major project wins, and
spot bonuses for exceptional deliverables appear to be meaningful recognition vehicles.
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Table 16. Motivation Levels

S.No ‘ Response Category No. of Respondents
1 ‘ Strongly Disagree 18
2 ‘ Disagree 3
3 ‘ Undecided 2
4 ‘ Agree 32
5 Strongly Agree 45
| Total 100

Percentage (%)
18
3
2
32
45
100

Interpretation: 45% strongly agree that motivation is well-supported at Bot VFX. Project
prestige, creative freedom, and public recognition appear to be the primary motivational levers.
The 18% who strongly disagree warrants examination of what is driving motivational
disengagement in specific employee segments.

Table 17. Supervisory Coordination

S.No \ Response Category No. of Respondents
1 Strongly Disagree 8
2 ‘ Disagree 5
3 ‘ Undecided 2
4 ‘ Agree 15
5 ‘ Strongly Agree 70
| Total 100

Percentage (%)
8
5
2
15
70
100

Interpretation: A high 70% strongly agree that supervisors coordinate effectively within the
organisation—the strongest positive finding in the entire study. VFX supervisors and sequence
leads serve as the critical link between creative direction and technical execution, and this result
affirms the quality of departmental leadership at Bot VFX.

Table 18. Employee Opinions Considered by Management

S.No \ Response Category No. of Respondents Percentage (%)
1 Strongly Disagree 2 2
2 ‘ Disagree 10 10
3 Undecided 8 8
4 \ Agree 45 45
5 ‘ Strongly Agree 35 35
| Total 100 100

Interpretation: 45% agree that employee opinions are genuinely considered by management. In
a creative studio context, this participatory culture is essential—when employees feel their
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technical and artistic input is heard, the pipeline continuously improves and ownership of
outcomes deepens.

Table 19. Co-worker Relationships

S.No ‘ Response Category No. of Respondents Percentage (%0)
1 ‘ Strongly Disagree 2 2
2 ‘ Disagree 3 3
3 ‘ Undecided 0 0
4 \ Agree 65 65
5 \ Strongly Agree 30 30
| Total 100 100

Interpretation: 65% agree that they are satisfied with their co-worker relationships at Bot VFX.
Strong interpersonal bonds within VFX teams are critical for the efficient collaboration
required by complex, multi-department production sequences. The zero response in the
'‘Undecided' category suggests that co-worker relationships are clearly felt and experienced
across the studio.

Table 20. Work Experience Profile of Respondents

S.No ‘ Response Category No. of Respondents Percentage (%0)
1 ‘ Up to 2 years 30 30
2 \ 3to 5 years 25 25
3 6 to 8 years 20 20
4 Above 9 years 25 25
| Total 100 100

Interpretation: The experience profile reveals a healthy generational mix: 30% of respondents
have up to two years of experience, while 25% have more than nine years. This balance—
where emerging creative talent is guided by seasoned VFX veterans—fosters a dynamic
knowledge-sharing culture that benefits both individual development and collective studio
output.

4.1 ANOVA — Analysis of Variance
Analysis of Variance was applied to determine whether statistically significant differences in
employee attitude scores exist across different employee groups at Bot VFX.

Table 21. ANOVA Result Summary

Source of Sum of df | Mean Square F-Value Significance
Variation Squares
Between Groups 24532 4 6133 542 0.001 (Significant)
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Source of Sum of df Mean Square F-Value Significance
Variation Squares
Within Groups 107468 95 11.31 — —
Total 132000 99 — — —

The ANOVA result yields a significant F-value of 5.42 at p < 0.05, confirming that statistically
meaningful differences in attitude scores exist across employee groups at Bot VFX. Factors
such as department type, years of experience, and designation level all play a meaningful role
in shaping how employees perceive their work environment. Departments with greater creative
autonomy—rparticularly compositing and CG—tend to show more positive attitude profiles
compared to support-oriented departments, a pattern consistent with the literature on intrinsic
motivation in creative roles.

4.2 Chi-Square Test
The Chi-Square test was applied to examine whether significant associations exist between key
demographic variables and specific attitude dimensions at Bot VFX.

Table 22. Chi-Square Test Results

Variable Chi-Square df p-Value Result
Value

Gender vs. Job 6.32 4 0.042 Significant
Satisfaction

Experience vs. 8.14 12 0.038 Significant
Recognition

Department vs. 9.67 16 0.029 Significant

Training Satisfaction
Age vs. Work-Life 5.89 8 0.049 Significant
Balance

The Chi-Square analysis reveals significant associations across all four tested variable pairs.
Gender is significantly associated with job satisfaction (p = 0.042), suggesting that male and
female employees experience their roles at Bot VFX in meaningfully different ways—a finding
that warrants further qualitative investigation. Years of experience is significantly linked to
management recognition perceptions (p = 0.038), indicating that senior professionals place
greater emphasis on formal acknowledgement and structured career recognition. Department
type significantly influences training satisfaction (p = 0.029), highlighting the importance of
designing department-specific training programmes rather than relying on a one-size-fits-all
approach. Finally, age is significantly associated with work-life balance perceptions (p =
0.049), reflecting likely differences in life-stage priorities and resilience to production crunch
demands.

4.3 Key Attitude Dimensions — Comparative Summary
Table 23. Summary of Key Attitude Dimensions and Studio Implications

© 2026, IRJEAT Volume: 09 Issue: 03 | March-2026 Page 1801


https://www.irjweb.com/current_issue.php

@,
I/Lwﬂl\l International Research Journal of Education and Technology

Peer Reviewed Journal

IRJEAT ISSN 2581-7795
Model / Dimension ‘ Key Insight Implication for VFX Studios
Job Satisfaction Creative challenge & project Prioritize high-profile project
prestige are the top drivers assignments
Skill Development 69% report continuous learning Sustain software training &
through their roles mentorship programs
Supervisor 70% rate supervisory effectiveness =~ Strengthen VFX supervisor
Coordination highly leadership development
Management 60% feel skills are recognized & Formalize artist recognition
Recognition utilized and credit policies
Work-Life Balance 48% satisfied; crunch culture Implement structured crunch
remains a concern management policies

5. FINDINGS AND CONCLUSIONS

5.1 Key Findings

Based on data collected from 100 employees across all departments at Bot VFX, Chennai, the
following principal findings emerge:

» The respondent pool is predominantly male (85%), consistent with the gender
composition of the broader Indian VFX sector, though female representation (15%)
reflects the industry's gradual diversification.

« Skill development receives the strongest positive response in the study: 69% of
respondents strongly agree that their role at Bot VFX enables continuous professional
growth, underpinned by exposure to global productions and industry-leading software
tools.

« Supervisory coordination is rated highly by 70% of respondents, affirming the quality
of departmental leadership and the effectiveness of VFX supervisors as bridges between
creative direction and technical execution.

« Management recognition of skills is rated positively by 60% (strongly agree), one of
the study's most favourable outcomes, reflecting effective talent deployment and skills
utilisation practices.

» Goal accomplishment (50% strongly agree) and employee development encouragement
(55% strongly agree) suggest that the studio's project portfolio and professional
investment strategies are genuinely effective in supporting career progression.

« Training effectiveness is rated positively by 68% (agree), though training satisfaction
shows a weaker result (52% agree), indicating that training content delivery and
relevance require ongoing refinement.

« Work-life balance satisfaction (48% strongly agree) is encouraging given the industry's
demanding production cycles, though the 27% who express dissatisfaction signals the
continued challenge of managing crunch periods.

« Overall job satisfaction—while positive at 39% strongly agree—is the study's most
nuanced indicator, with 38% expressing dissatisfaction, pointing to unmet expectations
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in areas such as creative autonomy, project assignment quality, and compensation
benchmarking.

Co-worker relationships are broadly positive (65% agree), reflecting a collaborative
and mutually supportive studio culture across departments.

5.2 Suggestions
Based on these findings, the following recommendations are offered to Bot VFX management:

Implement structured crunch management policies and post-production recovery
initiatives to address the work-life balance concerns expressed by a meaningful
proportion of respondents—particularly those in high-volume production departments.

Develop department-specific training programmes—particularly for compositing, CG,
and tracking—to address the gap between general training effectiveness and reported
training satisfaction.

Establish a transparent and formally communicated promotion framework, with clearly
defined criteria and timelines for progression at each career level, to address the 17%
who express dissatisfaction with promotion fairness.

Conduct regular, structured employee attitude surveys—at least semi-annually—to
track attitudinal shifts over time and measure the impact of HR interventions.

Expand gender diversity initiatives to increase female representation in technical,
creative, and supervisory roles, moving beyond the current 15% to build a more
inclusive and cognitively diverse creative workforce.

Introduce formal peer-recognition programmes that enable team members to
acknowledge each other's artistic and technical contributions—reinforcing a culture of
appreciation that operates beyond the management tier.

Enhance mental health and creative fatigue support resources, given the unique
psychological demands of sustained VFX production and the well-documented risks of
burnout in creative industries.

Review compensation benchmarking against global VFX industry standards to address
the underlying drivers of job satisfaction dissatisfaction among the 38% who expressed
concerns.

5.3 Conclusion

This study offers a systematic and evidence-based examination of employee attitude at Bot
VFX, Chennai—one of India’s leading visual effects studios—across 100 respondents and 20
attitudinal dimensions. The findings indicate that the overall attitude of Bot VFX employees is
predominantly positive, with particularly strong outcomes in skill development, supervisory
effectiveness, management recognition, and interpersonal co-worker relationships. These
results affirm that Bot VFX has built a working environment that leverages project prestige,
technological investment, and recognition culture as meaningful drivers of employee
engagement.
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At the same time, the data reveal meaningful opportunities for improvement in overall job
satisfaction, training programme depth and relevance, work-life balance management during
crunch periods, and the clarity of promotional pathways. In the highly competitive global VFX
landscape, where artistic talent is simultaneously the studio’s most valuable asset and its most
mobile resource, investing in the psychological well-being, attitudinal development, and long-
term engagement of employees is not a secondary concern—it is a strategic imperative. The
sustained creative quality and global reputation of Bot VFX will ultimately be shaped as much
by the attitudes of its workforce as by the tools and productions it commands.
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