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NEW DELHI: Students, parents 
and academicians are in a 
dilemma today. In a dilemma 
because jobs, which earlier 
seemed sensible and secure 
have now become unreliable 
and increasingly irrelevant. 
‘Bulk Placements’ have shrunk 
and are seeing significant 
drops their hiring signifi-
cantly. In 2016 and 2017, there 
was a reported 15 to 35 percent 
decrease in placements of  tech-
nology, engineering and man-
agement graduates.

The reasons for this shift 
are manifold but two stand 
out. First is the unprecedented 
speed with which technology 
has entered people’s lives and 
businesses in the last decade. 
With data sciences, Artificial 
Intelligence, Machine Learning 
and e-commerce human inter-
vention for standard, repetitive, 
intuitive or operational work 
is reducing. It doesn’t, how-
ever, mean that there are not 
enough jobs. What it means is 
that organisations now need 
people who can think, ideate, 
problem solve,communicate 
and collaborate beyond what 
technologies and machines can 
do, skill-oriented people.

Second is the response of  
the education institutions to 
this rapid change in the world 
of  work and business. One of  
the reasons that students today 

are beginning to get concerned 
about their future is because 
most education institutions 
have been unable to stay updat-
ed and develop essential skills 
of  their students.

In this situation, what is the 
role of  education institutions in 
preparing students for this tran-
sition in the real world? What 
should students and their par-
ents keep in mind when select-
ing an institution to pursue their 
higher education dreams?

IT’S NOT ABOUT 
PLACEMENTS
It is important to understand 
that placing them in that first 
job is not preparing them to 
succeed and excel in that job 
later - the role of  the Placement 
Committees and Cells is to shape 
students that the companies 
desire to hire. It is more than 
counting how many courses we 
taught, how many exams they 
answered and how many classes 
they attended.

Of  course, getting a job is 
important but being able to get 
the right opportunities, we need 
to understand the industry and 
business needs. ASSOCHAM 
reported recently that only 7% 
of  Indian management gradu-
ates, outside of  the top 20 insti-
tutions, are employable and the 
numbers are similar or worse 
for technology and engineering 
graduates.

This happens because we 
see placements as a task, not 

a process. Let us compare this 
process to that of  product devel-
opment. To mitigate the risk 
of  an unsuccessful product, we 
brainstorm, evaluate the mar-
ket, analyse consumer needs, 
prototype and test before wefi-
nally launch. Thus, ifwe can do 
thisfor developing products, 
here we are developing careers 
of  young people! We need to 
visualise the end product, the 
student,and work backwards to 
provide room for application, 
experimentation and practice.

Thus, the new brand of  
assistance, at some modern 
educational institutions, has 
shifted from placements to 
career services or career assist-
ance. Some institutions in India 
that have adopted this new and 
essential way of  holistic devel-
opment for their students are 
IIT Gandhinagar, the Indian 
School of  Business, Hyderabad, 
JK Lakshmipat University, 
Jaipur,  T he  Young India 
Fellowship, Anant National 
University and some more.

They are focusing on this 
new brand that provides holis-
tic development and guidance 
versus simply, placement.

ONE SIZE DOESN’T 
FIT ALL
With the IT boom in the past 
decade, students from mechani-
cal, chemical, electrical or any 
other specialisation found 
themselves in IT services jobs. 
The narrative was simple – take 

it or leave it. Now, this was 
after spending lacs of  Rupees 
on their degrees. As a result, 
we don’t just have a nation of  
unemployable but also unhappy 
youth. Different students have 
different strengths and areas 
of  interests.They are inter-
ested in jobs, further studies, 
fellowships, scholarship pro-
grammes, entrepreneurship 
and so on.It is important that 
institutions work to iden-
tify and map these interests 
and strengths progressively 
throughout their journey and 
look for areas where they can 
work with passion and drive. 
The career services teams in 
many cutting-edge institutions 
are, therefore, working with 
students to explore and cus-
tomize job, entrepreneurship or 
higher education opportunities.

BEGIN AT THE 
BEGINNING
Crash courses on placement 
preparation in the last year or 
semester isneither enough nor 
sustainable. Learning is a proc-
ess and building the ‘product’ 
begins at the beginning, right 
from when they are inducted. 
Building on skills should be 
strategically divided across 
their degree programme and 
provide them the opportunity 
to apply the learning. For exam-
ple, the focus personal growth 
and project based learningJK-
LU, Jaipur beginsfrom the 
very first semester. This way, 

we begin a rigorous process 
of  preparing them for life, not 
just a job!

LEARN FROM EXAMPLE
Institutions must be aware 
that the experiences we can 
p rov i d e  w i t h  k n ow l e d g e 
resources available is limited. 
The exposure can be broadened 
by greater interface with the 
real-world of  work experience 
through guest sessions, visit-
ing facultymemebrs, longer 
internships, live projects, men-
tors and many more channels. 
It not only inspires them but 
also exposes them to see outside 
the safe bubble of  their campus. 

Indian School of  Business, for
example pioneered this idea
from the outset and is now the
only management programme
to represent India with top glo-
bal programmes. This helps the
‘product’ stay closer to reality
– closer to what the ‘market’
needs.

The degree is not our only
responsibility; it is also to
nurture individuals who are
authentic, skilled and pas-
sionate. That is the promise
we make to them and it’s time
we wake up and take respon-
sibility.

The author is Pro-VC, JK
Lakshmipat University

Why students need to look beyond college 
placements to map their career trajectories?
GROWTH Placements are not the end but the beginning of a new journey

 � Getting a job is important but so is getting the right opportunities at 
the right time.  Mint/file

Manvendra Shukul
 � letters@hindustantimes.com

NEW DELHI:Video games is a coin-
age that most of  us remember 
from the days of  playing Trellis 
or PacMan on monitors or TV 
screens. 

What seemed like a flippant 
distraction to most people, 
parents particularly, just over 
a decade ago, is today poised to 
become a booming industry that 
is redefining entertainment.

The gaming industry is cal-
culated to be worth $ 100 billion 
USD globally and is the largest 
segment within the entertain-
ment industry, far exceeding 
movies or music. Gaming is 
growing globally and India is 
no exception. 

The Indian gaming industry 
is currently valued at over $300 
million or approximately Rs 2000 
Crores. With a population of  1.3 
billion people and two thirds of  
them under the age of  35, India 
has the world’s largest youth 
population. With this distinct 
advantage India is all set to 
become one of  the world’s lead-
ing markets for Gaming.

Gaming is not only one of  
the fastest growing sectors 
in India, it is also becoming a 
career option of  choice for a vast 

number of  talented young stu-
dents from diverse backgrounds.

Game art professionals are 
in great demand across the 
globe. Primarily because of  its 
well-established reputation as 
an IT as well as BPO hub, India 
has developed vast reserves of  
technical and creative skill set, 

infrastructure, know-how as 
well as the professional aptitude 
required to complement interna-
tional game development needs. 

The result is that there is 
huge employment potential for 
young aspirants within India as 
it develops as an outsourcing hub 
for international gaming compa-

nies. Career options in the gam-
ing industry range from game 
animation, game art creation in 
3D and 2D, game design, game 
testing, game programming, 
project management,  as well 
as general management posi-
tions. While artistic ability is a 
pre-requisite for a career in game 

art creation, one also needs to be 
proficient in the use of  digital 
tools like Maya, Max, Photoshop, 
ZBrush, Substance Designer etc. 
and have a primary understand-
ing of  how game engines such as 
Unreal or Unity work. 

Finally, one needs to be well 
versed in the video game art 
creation pipeline, and the proc-
esses and techniques involved in 
the creation of  digital assets for 
games. A passion for gaming is 
a cherry on the cake!

Students looking to make a 
career in the field of  game art 
should consider applying for 
a Bachelor of  Fine Arts (BFA) 
program from a good university 
followed by a good training pro-
gramme that is taught by pro-
fessionals who can share their 
knowledge and give hands-on 
training on tools, techniques 

and processes. 
Since there are so many differ-

ent fragments of  this industry,
it takes a while for students to
discover what field is suitable
for them and this usually comes
through trial and error there-
fore it makes sense to enrol in a
generalized game art program
that provides fundamental train-
ing and exposure to each of  the
areas to enable the student to get
a more thorough understanding
of  what skills are required to
work in that area.

Salaries in game art are com-
parable to similar industries.
There are abundant growth pros-
pects at various levels within
companies. While newcomers
start with a modest salary, the
average artist salary is around
5-7 lakhs per annum. This can
grow to 12 lakhs or more by the
time one becomes a Lead (or
even earlier), and can grow by
huge leaps thereafter. To add to
this, there are ESOPs for senior
employees in companies like
ours. Post employment, the
growth potential is immense
and like everywhere else a lot
depends on individual talent,
skills and aptitude.

The author is CEO of
Lakshya Digital, a game art

creation company.
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WITH A POPULATION OF 
1.3 BILLION AND TWO 
THIRDS OF THEM UNDER 
THE AGE OF 35, INDIA 
IS ALL SET TO BECOME 
ONE OF THE WORLD’S 
LEADING MARKETS 
FOR GAMING
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