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Promoting the growth and development of new 

revenue streams are vital to Trinidad and Tobago’s 

economy. Statistics from the Central Bank and the 

Central Statistical Office indicate that the revenues 

generated from traditional economic sectors namely 

the oil and gas industries have fallen and the quest 

for non-traditional sources of income are necessary. 

 

In light of the current economic situation in Trinidad and Tobago, NIHERST 

has embarked on several Sectoral Innovation Mapping (SIM) studies to 

understand how innovation works in priority sectors of the economy. 

Innovation is a key driver of economic growth and has been the linchpin of 

sustainable economic growth for countries transitioning from middle-income 

to first world status. The conduct of SIM research on innovative industries 

such as Animation is ground breaking and necessary. The SIM provides 

evidenced based research to assist government in the decision making process 

for national development. 

 

I am pleased to be the sponsor of the Animation SIM study. Admittedly prior 

to the launch, I knew very little about the SIM. Upon review, I commend the 

Policy Research and Intelligence Department of NIHERST for a stellar job 

done. I specifically wish to thank the Senior Policy Analyst Miss Julie David 

and the Policy Analyst Mr. Robert Martinez, for the fruits of their labour. On 

behalf of the Board of Governors, Executive Management and the Staff of 

NIHERST, I am pleased to present the research findings of the Sectoral 

Innovation Mapping of the ICT sector case study: the Animation Industry of 

Trinidad and Tobago. 
 

 

 

 

 

Ms. Sylvia Lalla 

Acting President 
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As the pace of technological change increases, one of the fastest growing industries 

globally is the Animation Industry. The impetus that propels this industry forward and 

simultaneously transforms it is the introduction and application of new technologies. 

These realities underpin a common understanding that Animation straddles both the ICT 

and Creative Industries sectors. 

The Sectoral Innovation Mapping (SIM) Study of the Animation Industry in Trinidad 

and Tobago (2017) identifies internal and external actors of the sector: Industry 

Practitioners, Education and Training Institutions and Supporting Institutions. The SIM 

provides a snapshot of the linkages between actors - whether the interactions are strong, 

moderate or weak – and highlights the challenges within the enabling environment 

namely the absence of targeted export assistance and investment incentives, legislation 

to protect Intellectual Property (IP) that are needed to grow the industry. Of equal 

importance, the SIM uncovers the factors that drive and impede innovation in 

Animation. 

 

In all innovation systems, framework conditions exist. In Animation these conditions are 

trust, co-ordination, visionary leadership, culture and creativity that contribute to a 

smoother performance of the industry. Albeit these intangible conditions are often 

perceived as minuscule, the research unveils the significance and influence of those 

conditions on the behaviours of the actors and by extension their impact on the 

industry. 

 

The methodology for the study is inclusive and multi-faceted. It adopts a bottom-up 

approach to development, building on the views of practitioners in the industry, as well 

as supporting agencies. In keeping with the size of the sector, primary and secondary 

data collection methods were deployed. 

 

The findings unveil key realities resulting in opportunities to position the Animation 

industry as a viable, sustainable contributor to economic growth. Three (3) business 

models are currently being adopted by practitioners in the sector. While these models 

co-exist, they do so solely on the basis that the right actors pursue the right models. The 

paucity of technical and non-technical skills, in addition to the need for interdisciplinary 

skill sets, were identified. While few strong linkages prevail in this innovation system, 

synergies between animation and other industries globally present opportunities for 

practitioners to benefit operating nationally and collaborating regionally. Tapping into 

those opportunities would require an understanding of the requirements of foreign 

markets. Industry challenges require a cultural change for consumers, the introduction 

of new systems, and recommendation to improve proficiencies in tech and non-technical 

areas of industry. 
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Documented findings of this micro-level study add to the national research resource 

pool. The results will help inform and support evidence-based decision-making. In light 

of the current state of the economy, it is anticipated that the Animation SIM study will 

support all actions to aggressively diversify the economy and positively increase the 

economic impact of Animation on the evolving landscape of Trinidad and Tobago. 
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1. INTRODUCTION 

The global Animation Industry has been around for many years. The industry has grown 

in prominence as a profitable business venture as the range of applications and the 

devices upon which animated images are displayed have increased. In 2015, the size of 

the global animation industry was estimated at US$244 billion (Research and Markets, 

2017). The industry has grown significantly given that in the year 2000, the value of the 

industry stood at US31.5 billion. (Research and Markets, 2017). Specific 

niches/segments exist within the industry. These include entertainment animation, 

education animation, engineering animation, manufacturing animation and medical 

animation to name a few. The growth of these niches in terms of their global market 

size and revenue streams generated is remarkable. For example, within recent times, 

medical animation as a niche area of Animation is gaining a greater share of market 

revenue. In 2016 the global medical animation market size was valued at US$118.5 

million. For the period 2016-2024, medical animation is forecasted to expand at a 

compound annual growth rate of more than 20% (Scientific Animations, 2017). 

Animation is a relatively recent addition to the economic landscape of Trinidad and 

Tobago. The first registered studio dates back to 2002. The focus of local animators is 

primarily on entertainment animation with minimal works ongoing in education 

animation and engineering animation. 

 

The requirements for success in the Animation industry are diverse and include  a wide 

range of competencies, particularly as animation encompasses a variety of types, 

including: two-dimensional (2D) animation, three-dimensional (3D) animation, stop 

motion animation, motion graphics, and visual effects (VFX). Leading studios are 

always in search of certified talent. There is a huge shortage of certified skilled 

animators globally. This dearth of critical mass is largely owing to the unique 

combination of skills required of technical personnel in the industry. Animation is 

enabled by technology and human creativity. Augmented reality and 

telecommunications combined with storytelling through narrative and visual 

manifestations give life to characters. Creativity abounds in our local setting. However, 

within the formal education system, there are many challenges that hinder the teaching 

of technical skills for the industry. 

 

It is understood that strong linkages between actors in an innovation system augurs well 

for the adoption of new technologies enhancing the overall performance of an industry. 

The viability and sustainability of local studios and their contribution to the national 

diversification thrust depends on the quality and relevance of support given. In this SIM 

study appropriate interventions are determined by evidenced based research and 

informed by a comprehensive understanding of the types and intensity of the linkages 

among actors. 
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As observed, strong linkages are needed to promote the three business models in use. While there 

are specificities and challenges experienced within each business model, common to all are the 

factors that drive innovation in Animation namely access to reliable sources of finance, adequate 

infrastructure, the availability of space to showcase animated works, skilled talent, and access to 

requisite business support services. Also featured throughout the study are the impediments that 

hinder innovation in animation. 

 

The study is divided into five (5) sections. Section 1 offers an introduction, the rationale for 

conducting the SIM research, a review of the industry at local and international levels, the research 

approach used and the overall objectives desired. Section 2 introduces the innovation systems 

theory and identifies the actors and the type of linkages that exist between them. Within all 

innovation systems, there are framework conditions and section 2 also features the framework 

conditions that govern the system. To build the critical mass of skilled workers for the industry, 

Section 3 reviews the skills-sets needed for Animation and the existing educational and training 

opportunities in the formal and informal systems. Section 4 offers a profile of the industry and 

characterizes the various elements within the animation value chain. Three business models have 

been identified and the various sources of funding used to produce animated content. Section 5 is 

the conclusion that reiterates salient points made throughout the study. In the appendix, there are 

three documents attached. These include: An Action Plan for the Industry, Key Performance 

Indicators to help evaluate the industry and the Animation Stakeholder Feedback Report. 
 

     Rationale for the SIM Study 
 

The Animation SIM seeks to map out the innovation system of the Animation Industry. The 

purpose of the SIM is to provide data-driven evidence to guide public and donor investments in 

innovation and in basic and applied research and development. Innovation is a key driver of 

economic growth, economic development and competitiveness. Influencing local firms to invest 

in the creation and commercialisation of high valued new and improved products, processes, and 

services generates new revenue streams for firms and national economies. The conduct of a SIM 

on Trinidad and Tobago’s Animation sector is timely given that opportunities abound for entrants 

into local and global markets. The global industry’s rapid increase in market size presents 

numerous opportunities for local practitioners to capture new markets, expand their export base, 

grow the capacity of skilled labour and engage in synergistic opportunities with other industries 

that positively contribute to the viability of local firms and by extension the national economy. 

 

     Industry Background 

By definition, animation is “the process of giving the illusion of movement or life to 

cinematographic drawings, models or inanimate objects. This is achieved with sets of drawings 

photographed in sequence on successive motion picture frames or images generated by computer 

software.” (UNCTAD, 2010:85) The sequence of images displayed minimally differ from each 
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other. Animated images are used in feature films, television programmes, commercial 

advertisements, electronic billboards, architectural and scientific visualisations, transport 

simulations, mechanical modelling and video games among others. The range of applications just 

keeps expanding as technologies that support computer generated imagery evolve. 

 

Certainly the steep climb in industry size is largely owing to the growth in demand for animated 

entertainment triggered by the rapid advancement in cable and satellite TV technologies that have 

expanded the hours for broadcasting worldwide. The popularity of the internet has also increased 

the demand for animated entertainment. Presently, the major markets for this industry are the 

United States, Canada, Japan, Germany, France, United Kingdom, Korea and China. In their report 

on the “Global Animation Industry 2017: Strategies, Trends and Opportunities”, Research and 

Markets indicate that several segments of the industry are growing at a rate of 5% YoY. 

 

In comparison, the size of the Animation Industry in Trinidad and Tobago is still unknown, given 

that it is in its formative stage with fewer than ten (10) full-time Animation and Visual Effects 

(VFX) firms employing on average eight (8) persons at each firm. The industry is also populated 

by an increasing number of freelance motion graphic artists, 2D and 3D animators. All but one of 

the local firms would fall into the category of microenterprises under the national classification of 

micro, small and medium-sized enterprises (MSMEs)1. In the 1970s, several developing countries 

joined the industry via the provision of outsourcing services. This business model has grown over 

the years and serves as an entrance point for countries desirous of penetrating the global market. 
 

     Methodology 

The Animation SIM Study was divided into four sequential phases: Preliminary Research, Primary 

Research, Analysis, and Publication/Communication. The literature collected during the 

Preliminary Research phase focused on the nature and history of the global animation industry, 

the industry’s position within the Creative and ICT sectors and its current status in local, regional 

and global economic environments. A key deliverable of the first phase was a database of the 

actors involved in the local animation setting. The myriad of actors included operating firms, 

freelance practitioners, educators and supporting institutions. 

 
In the Primary Research phase, customised questionnaires were designed to aid in the conduct of 

in-depth interviews with animation practitioners. Some of these stakeholders were interviewed 

multiple times to ensure accuracy and thoroughness in the data gathering process. Interviews were 

also conducted with ministerial and state agencies, the former Ministry of Science and Technology 

(MST), the national export promotion agency ExporTT, the national investment promotion agency 

InvesTT to determine the existing policies and programmes supportive of the local animation 

 

 
 

 

 
1 Ministry of Labour, Small and Micro Enterprise Development’s Micro and Small Enterprise Policy (2013). 
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industry. Other data collecting methods for stakeholder engagement included the use of telephone, 

electronic correspondence, and networking at animation industry events. 

 
The Analysis phase entailed compilation and verification of primary data, and the conduct of 

secondary research to ensure clarity and a comprehensive understanding of all scenarios. The 

outputs to be delivered at the end of this phase were as follows: 

 
 A Visual Mapping of the Innovation System of the Animation Industry; 

 A Stakeholder Feedback Report; 

 An Innovation Mapping Report on Trinidad and Tobago’s Animation Industry; and 

 An Action Plan for Trinidad and Tobago’s Animation Industry. 

 
The final phase Publication and Communication focuses on the dissemination of research findings 

in oral and written forms. The outputs under this phase included: 

 

 Design of a Presentation on SIM Findings delivered to NIHERST Executive Management; 

 Printing and Publication of Stakeholder Feedback and SIM Reports; and 

 Launch of the Animation SIM Findings. 
 

     Objectives of the Animation SIM 

The overarching objective of this study is to understand the innovation system of the Animation 

sector and thereafter recommend effective and feasible interventions to improve the overall 

performance of the sector. Specific objectives include: 

 

 Promoting the drivers of innovation in the Animation industry; 

 Strengthening the linkages that exist among actors in the industry; 

 Building the capacity in the sector to utilize and adopt specialized technologies; and 

 Closing the gaps within the enabling environment that impede innovation. 
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2. SECTORAL INNOVATION SYSTEM OF TRINIDAD AND 

TOBAGO’S ANIMATION INDUSTRY 

The theory of Innovation Systems states that the flow of technology and information 

among people, enterprise and institutions is key to the innovation process (Malerba, 

1999). An analysis of an industry’s innovation system identifies the actors, as well as, 

the type and intensity of the interactions that exist between them. A strong interaction 

or linkage constitutes a steady flow of technology and information. A linkage is seen as 

a continuous relationship between actors with a specific productive intent. Also integral 

to this analysis, is a series of framework conditions which influence the behaviour and 

degree of interface among actors. The quality of those conditions although often 

overlooked in importance impacts the effectiveness of the wider innovation system. 

 

     Actors and Linkages 

Figure 1 maps the Innovation System (IS) of Trinidad and Tobago’s Animation 

Industry. 

 

At a glance, the system comprises a network of five (5) categories of actors: 

 

 Local Industry Practitioners: As of November 2017, there were ten (10) 

registered full-time animation studios and a relatively larger pool of free-lance 

animators. These MSEs drive innovation for the local animation industry; 

 Educational and Training Institutions: Government and Government- 

Assisted Secondary schools, the University of Trinidad and Tobago (UTT) and 

the Youth Training and Employment Partnership Programme (YTEPP) build 

absorptive capacity, the human capital and science and technology (S&T) 

infrastructure which are of significant relevance and value to sustaining the 

digital economy; 

 Technology Input Providers: Toon Boom Animation, Autodesk, MAXON, 

Adobe are leading suppliers of animation software and storyboard software. The 

software packages developed by these companies are critical tools used by 

animators around the world and in T&T; 

 Consumers: Demand for local animation services is generated primarily by 

domestic and regional clients e.g. local advertising agencies, architectural 

firms, government, and soca artistes. Other consumers include local content 

distributors such as television broadcasters and film distribution agents, and 

international animation studios; 

 Supporting Institutions: Private and public sector actors who offer an array of 

business and financial support services to industry practitioners. 

 

The research reveals a continuum of strong to weak linkages between industry actors. 
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2.1.1 Strong Linkages 

Strong linkages exist between Private Industry Support Institutions and Industry Practitioners. The 

Trinidad and Tobago Animation Network (TTAN) an industry association founded in 2014, is 

managed and operated by industry practitioners. Membership comprises young animation 

stakeholders - including animators, illustrators, writers, photographers, producers, filmmakers, 

advertising agencies, corporate entities, government and educational institutions - resident in T&T. 

Active engagement entails a continuous dialogue among these professionals sensitizing them to 

training2, networking and partnering opportunities. 

 

Animae Caribe is a somewhat different type of private industry support institution. During its 

sixteen (16) year existence, the annual animation and digital media festival provides a platform for 

sharing knowledge and introducing new technologies to local industry thereby developing and 

expanding the reach of Caribbean animated content. Similar to TTAN, the festival engages in 

several project-based activities to help sharpen competencies, and showcase the work of local 

practitioners before prospective investors. 

 

The mapping illustrates a third strong linkage between UTT and Animae Caribe. The intensity of 

the linkage is best explained through the efforts of one (1) individual who wears many hats in the 

industry. This key individual is not only the current programme administrator and lead lecturer in 

animation at UTT, but also the founder and creative director of Animae Caribe as well as, the 

founder of an animation studio - the Full Circle Animation Studio. As the lead in all these activities, 

this actor has successfully created opportunities of engagement, collaboration and effective 

targeting of skills and knowledge in animation and multi-media production. UTT’s students and 

graduates benefit from active participation at Animae Caribe’s workshops where they exchange 

ideas and learn new knowledge and technologies from industry practitioners. At the festival, 

supporting institutions also market the business and financial support services available to 

industry. 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

 

 
2 TTAN in 2016 introduced industry practitioners to Project FishTank created by the Khan Academy (non-profit 

company offering free on-line education in many subject areas). Project FishTank is an introductory course to 

JavaScript drawing and animations. It requires practitioners to know how to code and to construct functions. 
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2.1.2 Moderate Linkages 
 

 

While there are strong linkages between private supporting institutions and industry practitioners, 

the innovation map illustrates that the intensity of the linkages between public supporting 

institutions and practitioners in industry is moderate. FilmTT and ExporTT are public support 

institutions and liaisons between government and industry practitioners. More specifically, 

FilmTT3, is a film commission and the development agency for the film industry. Its work entails 

creating the enabling environment to attract and retain film productions in Trinidad and Tobago. 

Film productions include live action and animated movies with VFX, commercials, trailers and 

short feature films. In addition to their annual sponsorship and participation at Animae Caribe, 

FilmTT offers grant funding to filmmakers through its Production Assistance and Script 

Development Programme (PASD). Of the industry practitioners interviewed, two (2) are aware 

of this incentive programme and at most, two (2) animation studios have been successful in 

accessing funding for production and script development. Mounting evidence on successful 

practices of film commissions worldwide suggest that a more targeted approach is required to 

strengthen the interactions and steady the flow of information and technology to industry 

practitioners. These practices are treated in section 4.5. 

 

A similar moderate linkage holds true between ExporTT and Industry Practitioners. ExporTT’s 

main call is to facilitate the growth of trade and more specifically, to expand the base of exportable 

non-energy products and services that bear the TT brand. The SIM study reveals that only two (2) 

animation studios have actually accessed support services offered. In 2016, ExporTT mounted a 

Services Trade Mission to Europe - FIT4Europe - to identify opportunities for local animation and 

fashion service companies. Full Circle Animation and Lab206 participated. These studios were 

not only exposed to the outsourcing and capacity building opportunities available to them, but also 

sensitized to the different conditions of engagement in foreign markets. While trade missions are 

useful initiatives particularly in forging partnering arrangements and establishing business to 

business trade opportunities, they are costly and isolated events that have a limited reach. 

 
 

 
3 FilmTT is a member of the Association of Film Commissioners International (AFCI) which has a membership of 

1,100 plus commissioners from around the world. 

 
The innovation map illustrates that the intensity of the linkages between public 
supporting institutions and practitioners in industry is moderate. 

 
Mounting evidence on successful practices of film commissions worldwide 
suggest that a more targeted approach is required to strengthen the 
interactions and steady the flow of information and technology to industry 
practitioners. 
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Additionally, the onus in releasing the flow of information4 on what is required to penetrate foreign 

markets resides with ExporTT. Establishing a strong linkage with animation industry practitioners 

requires a continuous effort of offering trade information services inclusive of market intelligence 

research and marketing strategies that are targeted. 

 

Another moderate linkage also exists between the UTT and Animation Industry Practitioners. In 

this linkage, the continuous flow has much to do with building the human resource capacity for 

the industry (see Section 4: Building Capabilities for the Animation Industry). As previously noted, 

there are approximately ten (10) full-time animation and VFX studios with each hiring on average 

eight (8) employees at any one time. With an average of ten (10) students graduating annually 

from the UTT Animation Programme, recruitment pending an expansion of the industry is limited. 

(USTART Programme) Strengthening the linkage in this relationship according to industry 

practitioners ought to focus on the following: 

 

 the introduction of internships offered to UTT students by industry practitioners which will 

permit a more seamless transition from school to work; 

 the inclusion of more industry practitioners in setting the curriculum for the animation 

programme; and 

 The establishment of mentoring programmes – UTT graduates endeavouring to become 

animation entrepreneurs need guidance and support by more seasoned studios in the 

industry. 

 

The innovation map further identifies another category of 

actor that maintains moderate linkages not only with the 

Animation Industry Practitioners but also with the UTT. 

Technology Input Providers: Toon Boom Animation, 

Autodesk and MAXON Computer GmbH are foreign suppliers 

of animation software commonly used by local studios and 

academia. This group of actors’ interactions with others in 

the local animation industry is essentially based on a steady 

unidirectional flow of technologies. Utilizing various types of 

Licensing arrangements under copyright law, industry stakeholders as well as, students and 

educators have access to a wide range of proprietary software or free and open-source [animation] 

software (FOSS). Access to run these types of software is dependent on the operating systems 

carried, the rights agreed upon and the flow of work designed by end users. Strengthening the 

linkages involves local  actors  initiating collaborative engagements with technology input 

 

 
 

 
4 In this instance, the flow of information entails sensitising animators to the technical barriers to trade (the 

recommended standards specified for animation services), the technical regulations established in the targeted market 

(mandatory requirements to meet the specified standards), as well as, the financial and administrative requirements. 

Local studios can 
leverage a Caribbean 
brand and negotiate to 
be listed on the websites 
of technology input 
providers as notable end- 
users of their animation 
software products. 
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providers. As observed, established studios abroad for example Walt Disney Animation Studios 

have strengthened their collaboration with software developers. This collaboration involves 

requesting among their slew of services, the development of customised software applications that 

make the user interface more effective with the creation of personalised work flows. Again, to 

endorse credibility for the quality of products produced, technology input providers tend to list the 

end-users of their products from major animation companies such as Fox, Universal, DreamWorks 

and Warner to smaller studios Xilam, Rough Draft and The Spa Studio. While requesting the design 

of customised software may not be a feasible option for local SMEs, local studios can leverage 

a Caribbean brand and negotiate to be listed on the websites of technology input providers as notable 

end-users of their animation software products. 
 

For the institution, 
becoming a testing centre 
gives visibility to the 
Animation Programme 
and other services offered 
at UTT and institutions can 
earn additional income 
from operating a testing 
centre. 

The UTT can strengthen its linkage with technology input 

providers by securing a placement as an authorised testing 

centre for animation software. UTT teaches animation using 

Toon Boom software.  Top animation studios use Toon 

Boom and are always in search of certified talent. In January 

2017, Toon Boom Animation Inc. launched a new artist 

certification programme - TB Certified Associate (TCA) 

certification programme - which offers four (4) TCA level 

exams:  Storyboard Pro, Harmony Essentials, Harmony 

Advanced and Harmony Premium. Through Certiport, a 

Pearson Vue computer-based testing company, the possibility of UTT becoming a Certiport 

Authorised Testing Center exists. There are 14,000 testing centres worldwide, with one centre 

located in the Anglophone Caribbean of the Bahamas. Certainly the technical requirements for 

administering these exams need to be worked out to ensure that the organisation’s PC and network 

setup can support an error-free testing environment. Students and institution benefit from such 

arrangement. Students have the convenience of becoming certified on their own campus. In 

addition, certification authenticates a student’s expertise and gives students the edge in kick 

starting their own design careers while attending school or find employment as a design 

professional. For the institution, becoming a testing centre gives visibility to the Animation 

Programme and other services offered at UTT and institutions can earn additional income from 

operating a testing centre. 

 

Within the domestic and regional markets, the bulk of animated services are consumed by 

advertising agencies, architectural firms and government. The flow of work is continuous for some 

studios and sporadic for others. The work created is concentrated on the production of 

commercials, visualisations of architectural renderings, public service announcements and short 

feature films that raise awareness of troubling societal issues. The linkage is moderate because the 
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interaction is not smooth. Most   animators 

explained that local clients are unsophisticated, 

oftentimes they do not have a clear picture of 

the work they want and the timelines requested 

for quality services are unrealistic. In essence, 

local   clients   need   a   lot   of   hand-holding 

throughout the life of a project. 

 

Selling animation  services  to  domestic  and 

regional clients is important for income generation to offset operational costs and upkeep of MSE 

studios. The time as many suggest, is not spent producing much original content. While it is 

difficult to improve the level of sophistication of the consumer, what seems more feasible is the 

move to create more broadcast space, a factor that drives animators to innovate more original 

content. 

 

2.1.3 Weak Linkages 

The Animation Industry Innovation Map also indicates that weak linkages persist among actors in 

the system. The linkages are weak because interactions if not considered one off activities are 

negligible. A weak linkage exist between industry stakeholders and financial institutions. 

Animators seek financial assistance from commercial banks either at the stage of company start- 

up or to rollout a relatively large-scale project. The experiences of local industry stakeholders 

suggest that their efforts to access finance have been met with very limited success. Admittedly, 

animators have been turned away because their projects fail to demonstrate quick returns on 

investment. Others failed in having the necessary documentation and the wherewithal to apply for 

merchant accounts. When these avenues fail, animators have resorted to alternative sources of 

financing such as accessing funds from personal savings, family and friend contributions and more 

recently, crowd funding. 

 

Among the variety of consumers that purchase the 

services of animators, the linkages that exist between 

industry stakeholders and international animation 

studios and local content distributors are weak. They are 

weak because the relationships between local and 

foreign firms are informal and are not sustained. Some 

local firms are sub-contracted by foreign firms on a one- 

on-one basis. Outsourcing is awarded based on personal relationships. Credibility in getting the 

job done is built in a person and not in the firm. The two in most cases are not synonymous. When 

people retire or leave a firm, outsourcing opportunities expire. Another ongoing type of interaction 

that yields limited productive intent is the visit of representatives of foreign studios at the Annual 

Animae Caribe Festival. Representatives of foreign firms visit to present on a variety of industry- 

related themes, but again these are one-off events and the linkages are not sustained. Similarly, 

 

Within the domestic and regional 
markets, the bulk of animated 
services are consumed by advertising 
agencies, architectural firms and 
government. 

 
Outsourcing is awarded based 
on personal relationships. 
Credibility in getting the job 
done is built in a person and 
not in the firm. 
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local animators venture out to international conferences, trade missions, film festivals to keep 

abreast of the latest techniques, technologies, advances in the industry, or simply to network. 

However, few have stories to share on how these events triggered new productive opportunities 

for their firms. Strengthening these relationships requires building credibility in the firm and 

establishing institutional networking. 
 

     Framework Conditions 

A natural concomitant to the strengthening of linkages is the requirement of fundamental 

framework conditions that influence the behaviour and the degree of interface among actors. These 

soft intangible factors are referred to as framework conditions. Five (5) framework conditions have 

been observed in mapping the innovation system for the Animation Industry. These conditions are 

trust, co-ordination, visionary leadership, culture and the propensity to create. The first of these 

trust is a powerful asset that can bring about a positive atmosphere for people to work in and creates 

a space for collective bargaining. In the local animation industry, trust manifests itself in two 

forms: character-based5 and competence-based trust6. Local practitioners show confidence in the 

expertise of other local studios and know of each other’s strengths, resources and capabilities. It is 

common practice in the local setting to co-opt the assistance of a studio to complete a specific 

segment of a project that has been contracted to another studio. The emphasis in this scenario is to 

get the job done professionally. Conversely, international studios courting the services of local 

studios oftentimes demonstrate character-based trust. In these scenarios, opportunities arise based 

on personal relationships. Once the job is successfully completed, competence-based trust is then 

established. 

 

At the time the research was being conducted, co-ordination existed but at a less formal level. The 

Trinidad and Tobago Animation Network (TTAN) had been established although not yet fully 

formalised. The need for a body to lobby and represent the views and interests of animators was 

recognised, but interface with government officials, clients and others in society to promote and 

garner support for the industry was being pursued at most by two individuals. These individuals 

demonstrated not only staying power, but also strong networking skills in identifying sponsors and 

pulling all relevant parties together. 

 

Visionary leadership continues to be another discrete driving force in the industry. The founders 

of Full Circle, Lab 206, Phastraq and TTAN have a common view of the future for Animation. 

Owing to their many efforts, they have explored ways to make things happen for people in the 

 

 
 

 
5 Character-based trust is defined as having confidence in a person’s motives because a common understanding in 

terms of attitude of integrity, openness, discretion and consistence in behaviour have been reached. It is expected that 

the person will deliver the results desired based on the established character of the relationship. 
6 Competence-based trusts is defined as having confidence that practitioners have the expertise and resources to do 

the task at hand. 
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The lack of perseverance, the 
fear of failure, the 
preference for things that 
are foreign, the desire not to 
take risks are all evident 
cultural   factors   that   have 
stifled 
Animation. 

innovation in 

industry. The annual Animae Caribe exists for local practitioners to showcase their creative works 

and also be sensitized to several undertakings in the industry. These local practitioners also courted 

the expertise and support of international collaborators in the design of an Animation Diploma at 

the tertiary level offered at UTT. Working alongside officials of the Ministry of Education an 

Animation and Game Design syllabus has been designed and only recently in 2017 was this 

syllabus introduced to secondary schools pending the availability of teachers to roll out the 

programme. To aid teacher availability training workshops have been conducted for teachers on- 

line and also in the classroom. On Facebook, a TTAN platform has been created where creative 

and technical ideas are shared, critiqued and strengthened. Young animators are also mentored on 

an ongoing basis. At the regional level, seasoned animators have offered their services to help 

further the shared vision of this industry as a contributor to 

national economies. 

 

Culture is critical to innovation. There are certain values, 

social behaviours and practices characterising the 

Trinbagonian culture that have hindered innovation in 

industry. While a country’s culture impacts all industries, 

the actors in the local Animation industry state that the 

lack of perseverance, the fear of failure, the preference for 

things that are foreign, the desire not to take risks are all 

evident cultural factors that have stifled innovation in 

Animation. Introducing cultural elements that are important 

to innovation in Animation into the Trinbagonian culture is no easy task. Notwithstanding, 

initiatives such as the uSTART business incubator programme at UTT targeting firms in Digital 

Media/Animation, Fashion, Agro-Processing and the Performing Arts is attempting to introduce 

change into the entrepreneurial mind-set, supportive of building a culture of innovation. 

 

The fifth framework condition is the propensity to create. In the field of Animation, creativity 

features at the phase of conceptualisation (see Figure 2: Animation Value Chain). The creative 

skills to be displayed are those that predominantly focus on the creation of a story line, story 

development and script writing. In light of numerous local trailers streaming on-line, local 

animators appear to demonstrate a natural tendency to tell stories and write adventure fiction 

stories. The research indicates that local and regional audiences appreciate their script writing. 

Attracting foreign investment for feature film development and commercialisation will require 

tweaking or preparing scripts that cater to the tastes of an international audience. 



 

 

 

 

 

 

 

3. BUILDING CAPABILITIES IN ANIMATION 

 
The existing local institutions and mechanisms to build the requisite body of skills for 

the production and sale of animated content are all in an embryonic stage of 

development. In most instances, seasoned and foundational practitioners in the local 

industry who are recognized in the world of work as entrepreneurs, designers and 

technicians have all acquired their training and initial industry experience from 

educational and technical institutions residing outside of Trinidad and Tobago. Many 

have returned and continue to give of their best to grow and develop the industry. 

 

In this SIM study, the body of skills required for the Animation industry is divided into 

two groups Technical Capabilities and Non-Technical Capabilities. Technical 

capabilities refer to those learned skills where application leads directly to the creation 

of    animated     content,     and     non-technical     capabilities     are     those where 

application supports the financing, marketing and distribution of animated content, 

as well as, the administration and management of studios where animated content 

is created. 

 

The Technical Capabilities required in the creative sector, inclusive of animation, can 

be further classified into two broad categories (adapted from Creative Skillset UK, 

2015: 23): 

 

 Creative Skills: Conceptualisation, Writing and Story Development; and 

 Technical Skills: Drawing, Modelling and Software Aptitude. 

The Non-Technical Capabilities essential to the creative sector are: 

 Leadership and Management Skills; 

 Business Skills; and 

 Sales and Marketing Skills. 

 
The following sub-sections 3.1 and 3.2, detail what presently exists in the education 

system, in other words, the institutions and available training programmes for persons 

desirous of pursuing Animation as a career in Trinidad and Tobago. 

 

     Building Technical Capabilities 

 
Globally, the demand is high for animation practitioners with expertise in utilising 

specialised software packages designed for Animation. In Trinidad and Tobago, the 

most commonly used software include ToonBoom Harmony, ToonBoom Storyboard 

Pro, ToonBoom Animate Pro, Autodesk Maya, Autodesk  3D Studio Max, Adobe 

14 
NIHERST 

February 2018 

B
u

ild
in

g 
C

ap
ab

ili
ti

es
 in

 A
n

im
at

io
n

 



15 
NIHERST 

February 2018 

 

 

In advanced economies, a 
growing number of learning and 
employment opportunities exist 
at the intersection of traditional 
disciplines. 

Illustrator, Adobe AfterEffects, Nuke Studio, Blender, Next Limit RealFlow and Maxon Cinema 

4D. 

 

The formal education system is the main vehicle for building the technical capabilities required 

for entry into the Animation industry. Within the recent past, at the secondary level of education, 

skills development offerings have been formalised evident by the development of a new CAPE 

curriculum at the regional level. However, a system of training in animation at the tertiary level 

has been in existence since 2008. The increasing prevalence of online training courses coupled 

with the involvement of animation practitioners in the provision of training initiatives mean 

that the non-formal system of education offers additional options for interested persons to build 

skills of direct relevance and application to the local Animation industry. 

 

3.1.1 The Secondary Level of Education 

 
At the secondary level of Trinidad and Tobago’s education system, pursuing an academic 

pathway into animation entails completing a combination of subjects such as computer science, 

visual arts, mathematics and physics. Obtaining a solid foundation in each subject is needed due 

to the diverse requirements of the Animation industry. 

 

Prior to the 1990s, creative skills were considered a predominant capability in the animation 

industry. Creativity had much to do with the ability to conceptualise a compelling story and bring 

it to life visually. With advances in computer-generated imagery, other skills, namely 

technological skills, became essential. To date, developing an aptitude for working with digital 

technologies is critical for both 2D and 3D animation. The combination of hardware tools 

(graphics tablets) and software packages as previously mentioned in section 3.1, provide an 

exponential boost to the productivity of 2D animators. Meanwhile, 3D animation is by necessity a 

digitally-based discipline, as 3D modelling, animation and rendering all require the use of 

advanced software tools. 

 

Other frequently overlooked yet critical streams of knowledge for animation is physics and 

mathematics. An animator must have a strong appreciation for the fundamentals:  motion, light, 

fluid dynamics and other key principles of animation physics, as well as, strong geometric 

intuition to create characters and models whose movements and interactions accurately and 

believably convey the artistic intent of their creators. 

 

The present structure of academic programmes at 

most of Trinidad and Tobago’s secondary institutions 

creates an impediment to students desirous of 

pursuing animation as a career or field of study. The 

mix of subjects, the shortage of trained teachers to 

impart technical material, scheduling of 
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requisite subjects in most instances is problematic. These impediments are detractors and interrupt 

a seamless transition to Animation studies at the tertiary level. In advanced economies, it is 

understood that a growing number of learning and employment opportunities exist at the 

intersection of traditional disciplines. 

 

In March 2016, the Caribbean Examination Council (CXC) launched the Animation and Game 

Design syllabus for students at the Caribbean Advanced Proficiency Examination (CAPE) level, 

with significant input from animators in the region. This syllabus complements the CAPE 

Digital Media syllabus launched in September 2013. To date, although both syllabi have been 

made available to secondary schools, the uptake has been limited. Broader adoption and 

implementation are constrained by a lack of trained teachers and facilities to deliver subject content 

to students. Certainly the successful adoption of these syllabi can lead to the development of a 

wider base of introductory knowledge on Animation among secondary students. This effort in and 

of itself can have a significant positive knock-on effect allowing tertiary level training in 

Animation to offer more depth, specificity and industry relevance to students. 

 
3.1.2 The Tertiary Level of Education 

 
In 2008, the University of Trinidad and Tobago (UTT) began a two-year Diploma Programme in 

Animation Studies. Approximately nine years later, it is still the only institution offering tertiary 

level training in Animation. At the time of its conceptualisation, the aim of the programme was to 

fill a gap for students who wished to learn the discipline and techniques of animation but could not 

afford to attend universities beyond these shores. It was also conceived as a necessary step in the 

evolution of the national and regional animation industry, following the success of the Animae 

Caribe festival which is now in its sixteenth year. In the current context, the UTT Animation 

Diploma Programme is the main source of labour for the local Animation industry. 

 

The programme accepts roughly twenty-five (25) new students annually (see Figure 2). For any 

given year, there are roughly forty (40) to fifty (50) students enrolled. The programme’s popularity 

particularly among young generations has grown to the point where there is a demand for it to be 

offered part-time, to cater for persons engaged in full-time work. 
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Figure 2 - UTT Animation Programme Enrolment, 2008-2015. Source: University of Trinidad and Tobago. 

 
The UTT Animation Studies programme builds students’ technical capabilities along several lines, 

including: Character Animation; Visual Effects (VFX); 3D Modelling inclusive of Character 

Modelling and Architecture Modelling; Character   Rigging; Motion   Capture; Motion Graphics; 

Lighting; Texturing; and Water/Fluid Systems/Fluid Effects. Additionally, the Diploma in 

Animation at UTT directly seeks to address the issue of commercial and career opportunities for 

graduates of the programme. In this vein, UTT partnered with Toon Boom Animation through a 

Memorandum of Understanding in 2013 introducing students to industry standard software 

packages utilised in today’s global animation industry, 

 

Among the Animation studios existing in Trinidad and Tobago, many of their employees are 

graduates of the UTT programme. A significant number of these graduates are now freelance 

animators, combining their skills in animation with other digital media skills such as video editing 

and web development, to offer a wider suite of services to potential clients. 

 

Besides the UTT Animation Studies programme, courses in Graphic Design and Motion Graphics 

are also available at some of the private post-secondary education institutions in Trinidad and 

Tobago, including the School of Business and Computer Science. However, these courses do 

not span the full range of activities necessary to declare technical competency in Animation. 

 
3.1.3 Building Technical Capabilities through Non-Formal Education 

 
A key finding of the Animation SIM is that graduates of the UTT Animation Studies Programme 

emerge with a solid grounding in the fundamentals of Animation, however many graduates felt 

their knowledge to be generalist in nature. Because most students’ first encounter with formal 
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training in animation comes at the tertiary level rather than the secondary level, much time is 

taken within the Diploma programme to introduce the basics of the discipline, which necessarily 

reduces the time available to impart more specialised knowledge in specific subjects such as 

character animation or 3D modelling. It is  widely observed by  practitioners  in  the  industry that 

curriculum content could in future be more specialised to the needs of companies producing 

animation either for advertising, broadcast media or interactive digital media experiences such as 

mobile applications and video games. 

 

Given the short duration of study for the two-year UTT programme, alternative means of building 

greater specialisation have been explored. Motivated graduates and those students currently 

enrolled train   themselves   in    animation   through   online   courses,   YouTube   videos, and 

personal experimentation. Increasingly, institutions outside of the formal education system have 

taken it upon themselves to build the necessary skillsets that would create a strong ready-to-work 

labour pool for the industry. Local industry practitioners, keen to build the creative and 

technological skills of potential future employees, are becoming more involved in activities that 

promote knowledge  and  skills  transfer  to  young  people  interested  in pursuing  careers 

in Animation. Full Circle Animation offers fully-equipped training facilities for staff at its studio. 

Some studios have conducted outreach at secondary schools to raise awareness of the 

possibilities in animation and game design, while other studios have attempted to reach audiences 

at the primary school level via the conduct of vacation camps that introduce children to the 

fundamentals of animation in a fun and interactive manner. 

 

One organisation, Lagoon Animation Studios Ltd., has partnered with an international online 

training organisation AnimSchool in Utah, USA, to develop a 3D Animation Production Skills 

Training Programme. The programme imparts to students an in-depth knowledge of 3D character 

animation and 3D character development, builds their experience in utilising Autodesk Maya 

software, teaches them to manage workflows for timely content production and culminates in the 

compilation of a demo-reel which is critical for graduates in marketing themselves to potential 

employers or investors. 

 

Building Non-Technical Capabilities 
 

Strong technical capabilities are a necessary condition for establishing the viability of an 

enterprise, however they are not a sufficient condition – free-lance practitioners and registered 

studios must also possess the non-technical business and management skills to survive and 

eventually grow. Oftentimes, these non-technical types of skills are overlooked in highly 

technical, creative, multidisciplinary fields such as Animation, it is precisely these skills that local 

animation practitioners have identified as greatly lacking impeding the growth of their firms. 

 

The founders and CEOs of most animation studios in T&T are themselves mostly animators, 

who play dual roles as the creative and administrative leaders of their organisations. The most 
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significant challenges encountered by local animators include weak client/supplier relationships, 

an inability to access financing and a high staff turnover, all stemming in part from a lack of non- 

technical skills within their organisations. 

 

The UTT Animation Studies programme has attempted to address this situation by incorporating 

Entrepreneurship training into its curriculum, which exposes students to proposal writing, 

formulation and presentation of business plans, project selection and business communication. 

However, given the time and human resource constraints that exist within the programme, much 

more is needed to equip animation entrepreneurs with the requisite tools to succeed in industry. 

Further, within the Animation Studies diploma programme there is a trade-off between what 

constitutes the best use of training time for developing industry-ready graduates - whether a greater 

understanding of the business of animation is required, or if more in-depth expertise in the 

technical and creative skills of animation would be more beneficial. 

 

At present, animators have the opportunity to be schooled in business-building skills at two 

facilities. As previously mentioned, for UTT graduates, including Animation Studies graduates, 

UTT’s Entrepreneurship and Technology Commercialization Unit offers the uStart Incubator, 

which provides office facilities, mentorship and a variety of services that aim to build 

entrepreneurial capacities, culminating in viable and sustainable businesses being grown. Further, 

the Animae Caribe festival has incorporated workshops such as the ‘Animated Ideas Boot Camp’, 

beginning in 2015 and continuing in 2016, to enhance the combination of technical and non- 

technical skills, such as concept development and pitching for local and regional animated content 

creators, with a view towards the creation and commercialisation of regional animated content. 

 

Animation studios in Trinidad and Tobago tend to be comprised predominantly of employees with 

technical capabilities in animation. Most firms report having few specialised staff dedicated to 

accounting/finance, sales, business development, law and intellectual property, client relationship 

management, and other business-related functions. These non-technical functions are viewed by 

the studios as important to their long-term sustainability, however they are constrained by their 

financial resources to hire staff, as well as the availability of persons with suitable training and 

experience to perform these functions in the context of an enterprise in the creative sector. 

 

Other non-technical skills gaps identified in the animation labour force, include: 

 
 Project management: For short-term projects such as motion graphics, commercials, public 

service announcements and other deliverables which constitute the majority of work for 

animation studios in Trinidad and Tobago, the importance of actionable planning, 

implementation,   fulfilment   and    completion    of    projects    ahead    or    on planned 

deadlines cannot be overstated. Project management is an essential tool for animation  

studios,  and  is  a  source  of  competitive  advantage  for  studios  that  serve 
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international outsourcing markets. In the international market, failure to deliver work on 

time can incur penalty costs on the supplying studio. 

 

 Teamwork: While group exercises are a feature of the UTT Animation Studies 

programme, the industry environment in animation is almost exclusively one which 

features people working in teams. Building strong teams is an essential skill even for 

individual freelance animators, due to the prevalence of sub-contracting and collaboration 

with studios and other freelancers in the local industry. 
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4. INDUSTRY PLAYERS IN ANIMATION 

 
Under the United Nations’ International Standard Industrial Classification (ISIC) of All 

Economic Activities, Animation is a cross-cutting activity, which exists at the 

intersection of the Information and Communication Technology (ICT) and the Creative 

Industries. According to the latest revision of ISIC, Rev. 4, animation is classified under 

category 5912: Motion picture, video and television programme post-production 

activities. It is further sub-categorised in the UN’s Central Product Classification (CPC) 

Revision 2.1 under Animation Services, which are described as: “creating pictures, 

abstract designs and similar elements for an audio-visual work using animation 

techniques,    such     as     computerized     animation,     sequences     of     drawings, 

or claymation (animation of personages and objects created with clay).” With regard to 

its sectoral categorisation, it is considered part of the Information and Communication 

Sector. However, under the ISIC Alternative Agglomeration for the Information 

Economy, it is classified under the Content and Media Sector. 

 

Trinidad and Tobago’s animation industry is at an embryonic state in its development 

with a small talent pool from which to draw, and is characterized by a small number 

of independent full-time studios, which employ on average eight (8) persons at each 

studio, with an average age of seven (7) years from date of registration. These studios 

are complemented by a larger number of freelance animators. Due to the small size of 

the industry, as well as the strong relationships between practitioners therein, studios 

engage in collaborative partnering arrangements and co-opt the services of freelance 

animators, as the need arises, especially when involved in larger and more demanding 

projects. 

 

Older and more established studios in the local industry were founded by individuals 

who were trained in animation at highly-reputed international institutions such as 

Goldsmiths, University of London, Savannah College of Art and Design (SCAD) in 

Savannah, Georgia, USA and Sheridan College in Ontario, Canada. In more recent 

times, new studios have emerged from the entrepreneurial efforts of UTT Animation 

graduates, e.g. Start Motion Studios, Coded Arts, and Second Floor Studios to name a 

few. 

 

The structure of the sector in Trinidad and Tobago bears some similarity to the 

animation   industries   that   exist   in   other small   island   states   around    the world, 

including developing countries such as Jamaica and Mauritius, and other renowned 

locations for animation such as the Republic of Ireland. 
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The domestic market for animation services is very limited in a number of ways. Trinidad and 

Tobago has a small population, and few local channels are able and willing to broadcast local 

animated content. Internationally, video sharing platforms such as YouTube and Vimeo, as well 

as, streaming video-on-demand (SVOD) services such as Netflix, Amazon Prime Video and Hulu 

have indeed created new opportunities for animated content to be distributed to global 

audiences. However, animation producers from Trinidad and Tobago (and the Caribbean region 

altogether), have not yet built a brand7, nor established networks and linkages to successfully 

produce and market local and regional animated content on SVOD platforms. 

 

 

 
 

     Animation Industry Value Chain 
 

 

The increasing popularity of animation as a visual content delivery mechanism means that it has 

become possible to integrate such content into many different industries. Local animation studios 

have only scratched the surface providing services to government and industries including 

advertising, television, film, music videos, software development, and architecture. Their 3D 

modelling abilities alone can take them way beyond integrating into almost any industry outside 

of media and entertainment. 

 

In more advanced economies, Animation is used as a practical tool with useful applications in 

many industries. These include the aeronautics, construction, medical and mechanical 

manufacturing industries. One of the largest automobile manufacturers, Germany’s Volkswagen 

uses computer modelling and animation enabling consumers to customize their own model vehicle. 

Also, the incorporation of 3D modelling to create mechanical models of products and designs has 

saved companies like Volkswagen millions of dollars as developers are able to eliminate problems 

in a virtual world prior to the stage of assembly.  3D computer graphics are also used in Medical 

 
 

 

 
7 Through words, images and storylines, local animators can build a Caribbean brand translating the essence of who 

Caribbean people are. The type of audience local animation films can attract need not be everyone but certainly people 

who can feel the work created and share common values and beliefs. 

 
The domestic market for animation services is very limited. 

 

The global market for animated content has not only grown in application, but 
its technical sophistication is considered cutting edge over the years. 
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Animation. These short films on surgical or physiological topics are produced as instructional tools 

for patients and also for personnel in the medical profession. 

 

The global market therefore for animated content has not only grown in application, but its 

technical sophistication is considered cutting edge over the years. Concurrently, the production of 

animated content across all industries has become increasingly complex with each player along 

the value chain striving for a greater level of specialisation in their activities. 
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Figure 3- Animation Value Chain 
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The Animation Value Chain, illustrated above in Figure 3, can be broken down into five sequential 

phases: 

 

Conceptualisation: This phase involves the formulation of an idea for a piece of animated content, 

the creation of a story line and the accompanying script if applicable. At this initial stage, 

characters are imagined, the rights to an existing piece of IP acquired and the technical expertise 

to bring these animated characters to life carefully planned out. Planning also includes establishing 

a production budget and schedule as well as, allocating the required funding. If the project is not 

self-financed, the concept of the animated content will be pitched to potential investors and co- 

producers to secure financing. In this phase, the primary skills used are creative, as ideas are 

generated and recorded in their earliest incarnation, while managerial skills are also required to 

mobilise resources and plan the production of the content. 

 

Pre-Production: The pre-production phase transforms the idea generated in the conceptualisation 

phase into a visual “blueprint” that can be brought to life through animation. The story concept, 

characters and script are combined into models, storyboards, animatics and story reels. Because 

the cost of editing animated scenes is far higher than those for live-action films (Tschang and 

Goldstein, 2004: 6), a significant effort is made to develop a prototype of the work, involving 

thousands of drawings, detailed concept art, and multiple revisions of the work before it is taken 

forward to be animated. In this phase, both creative and technical skills are required to transition 

the ideas into a working template that can be accurately brought to life in the production phase. 

 

Production:  The production phase involves 

taking codified information pertaining to the 

animated work – the storyboard, animatic and 

story reel – and transforming this information 

into frames of animated video. For 2D 

animation, this phase includes drawing of the 

key frames and in-between frames8, background 

art, clean-up, and digital colouring (inking and 

painting). For 3D animated works, production involves the creation of characters and background 

models and digital wireframes (modelling), texturing9, rigging, and lighting. The production phase, 

especially for 2D animation, is the most repetitive and labour-intensive aspect of an animated 

project, and accordingly, this is the phase at which most animation outsourcing work occurs. The 

production phase of an animation project is a technical venture, especially for outsourced projects 

where the work is done to demanding specifications and there is little room for creative flexibility. 

 

 
 

 
8  The key frames in an animation are the frames which define sequences of motion that will be perceived by the 

viewer, whereas in-between frames are those that go between key frames to help create the illusion of motion. 
9 Texturing, or texture mapping, is the process of adding high-detail graphics to a polygon object or 3D model. 

 
The production phase, especially for 
2D animation, is the most repetitive 
and labour-intensive aspect of an 
animated project, and accordingly, 
this is the phase at which most 
animation outsourcing work occurs. 
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Post-Production: Post-production encompasses a series of technical activities that take the 

production phase output, refines it, and integrates audio and video to deliver the content in its final 

form. Rendering is a key post-production activity for 3D animation10. Compositing involves 

bringing together multiple visual elements (e.g. characters and backgrounds) so they appear fully 

integrated into a scene. In the sound process, the recorded character voices (for character 

animation), sound effects and musical scores are added, and the final sound is mixed. The effects 

department of an animation studio (for a large production), or a separate VFX studio creates visual 

effects or technical solutions to artistic problems such as producing dust, fire, fog, magical effects, 

physics simulations and crowd effects. The post-production process, especially the rendering 

aspect requires intense computations with significant amounts of digital hardware capacity. 

Fortunately, the increasing availability of cloud-based rendering services11 has mitigated to some 

degree, the need for small animation studios to purchase large amounts of expensive equipment to 

perform rendering in-house. 

 

Distribution: The distribution phase involves primarily managerial activities. When an animated 

film or series is completed, it must then be exhibited and targeted audiences identified. The 

producers and/or owners of the animated IP must forge linkages with content distributors – either 

film distribution companies, TV broadcasters, or online content delivery networks – and the 

content requires significant marketing effort in order to attract the attention of audiences. Once 

this phase is successful, the animated content is exhibited at cinemas, film festivals, via TV 

broadcasters, or over the internet. Animated IP is also mobilised through licensing, so that 

downstream products such as toys, merchandise and video games provide an alternate source of 

revenue for the content originators. 

 

The variety of industries into which animation can be integrated also extends to the different 

business models that local animation firms have pursued, namely domestic and regional animation 

services, outsourced services, and original content development. Traditionally, Animation has 

been classified as a subset of the film industry. However, its application in the realm of 

international outsourcing also allows it to be categorised under Information Technology Enabled 

Services (ITeS), given the critical role of technology in facilitating, managing and delivering 

output in this model of service exporting. The business models pursued by Trinidad and Tobago’s 

animation practitioners are explored in the following sections. 

 

 

 

 

 

 
 

 
10  Rendering is the process by which a software package takes data from the models, textures and lighting and 

combines them to render images of the animated elements to the screen. 
11 Cloud rendering services such as Zync Render allow animation studios to access large-scale computing power to 

render their animations on a pay-as-you-go basis. 
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     Domestic and Regional Animation Services Business Model 

In Trinidad and Tobago, animation practitioners are most frequently engaged in service work, 

delivering content for television and on-line advertising, public service announcements, 

architectural visualisations, and music videos. A significant proportion of local demand for 

animation services comes from advertising agencies operating within Trinidad and Tobago, as well 

as some advertising agencies within the Caribbean (primarily Barbados and Jamaica). This 

represents a frequent source of projects for animation industry practitioners. Nearly all animation 

practitioners indicated that they derived most of their revenues from services rendered to the 

domestic advertising industry, with only one firm indicating that the largest proportion of their 

income came from animation service exports. 

 

Advertising agencies subcontract animation practitioners to conduct animation production and 

post-production12, as well as VFX in the post-production phase of live-action advertisements, to 

enhance the marketing content that the agencies create for their clients. The bulk of this marketing 

content consist of short-form 30 seconds’ television advertisements, although increasingly, the 

agencies are targeting more content towards online advertising platforms. 

 

As the distribution models of advertising have evolved to incorporate online advertising through 

avenues such as Facebook, Instagram and YouTube, some manufacturers, retail organisations and 

services providers in fact bypass the ad agencies and source their advertising work directly from 

animation studios. Moreover, a number of agencies and institutions have contracted the services 

of local animation studios for the development of public service announcements (PSAs) and short 

films especially in situations where these institutions have been attempting to reach younger 

audiences with their messages. Such organisations include government ministries as the Ministry 

of National Security and the Ministry of Community Development, Culture and the Arts, academic 

institutions such as the University of the West Indies (UWI) and UTT, and international 

organisations such as the United Nations Development Programme (UNDP). 

 

Local animators also feature as service providers to the architecture industry. Organisations in this 

market niche utilise technologies such as Autodesk 3D Studio Max, Maxon Cinema4D, Autodesk 

Revit and SketchUp to create architectural visualisations, which are 3D videos and interactive 

models of building designs, displayed by architectural firms to their clients. There is also some 

seasonal domestic demand for animated music videos conceptualised, developed and produced for 

local musical artists predominantly in the soca genre. 

 

 

 

 

 

 
 

 

 
12 Predominantly motion graphics and 2D character animation, with 3D animation being demanded less regularly. 
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     Outsourced Services Business Model 

The international market for animation outsourcing services is highly competitive. Codified 

knowledge13 and labour cost savings are two (2) main factors that support this business model. In 

the production of animated content, codified knowledge comes in the form of scripts, storyboards 

and animatics all classified as outputs of the conceptualisation and pre-production phases of the 

animation value chain. Designing an animation template using codified knowledge creates an 

opportunity for this template to be shared with external parties (the outsourcing studios) whose 

task is to bring to life the template in the production phase. Animation production is also a highly 

labour-intensive activity. The advances in technology have served mostly to augment the human 

effort rather than replace it. Animation studios in developed countries therefore tend to seek out 

studios in markets where wages and production costs are relatively low while attempting to 

maintain a satisfactory level of quality in the final output. 

 

In practice, animation studios in the United States, Canada, France and the United Kingdom, 

outsource the labour-intensive production activities to cost-competitive animation studios. Pixar, 

9 Story Media Group, Xilam Animation, and Aardman Animations, these industry titans initiate 

the development of animated content conducting conceptualisation and pre-production activities 

on an original programme or feature film, then outsource the production activities such as 

keyframe animation, in-between animation, layouts, inking, colouring and backgrounds. For a 

large production valued anywhere in the millions, e.g. an episodic animated series, the production 

phase may be outsourced to multiple studios in different locations around the world. Cost- 

competitive studios in the Philippines, India, China and South Korea initially built successful 2D 

animation firms based on their prudent use of the outsourcing business model prior to building 

their networks and capabilities in co-production and original content development. 

 

Among local firms and studios, a concerted effort is being made to capture international 

outsourcing and sub-contracting opportunities in 

North America, South America, Europe and 

Asia. According to local animation 

practitioners, growth in the industry is 

achievable if markets are pursued beyond 

domestic and regional boundaries. Local studios 

such as Full Circle Animation and Lab 206 have 

been outsourced for 2D animation projects14 in 

Among local firms and studios, a 
concerted effort is being made to 
capture international outsourcing 
and sub-contracting opportunities 
in North America, South America, 
Europe and Asia. 

 
 

 

13 Codified knowledge is information that can be readily articulated, accessed, verbalized and transmitted to others. 
14 Animation is generally considered a creative field. The experiences of T&T firms indicate that only a minimal 

degree of creative freedom is permitted in the provision of animation outsourcing services. In most cases, the 

outsourcing studio is provided with storyboards and a production bible which explain the exact specifications of the 

work that the contracting studio requires. 
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cartoon series and music videos by firms15 in South Korea, the Philippines, Canada, the United 

States, Malaysia, France and the United Kingdom. The experiences of local animators suggest 

that these overseas engagements have been variable in their levels of profitability16 with some 

studios recording losses on projects particularly in the European market. All is not lost as the 

experiences have been instructive on the requirements17 for developing a successful and 

sustainable export-based animation industry. Meeting all requirements has been problematic for 

some local firms. Beyond this, local animators state that the growth and sustainability of the 

business outsourcing model is dependent on a reliable and upgraded telecoms infrastructure. There 

is need for sufficient upload bandwidth, reliability and information security. 
 

     Original Content Development Business Model 

The production of local animated content for domestic and regional broadcasting and for sale in 

foreign markets is another business model pursued by local animators. Local practitioners explain 

that while their preference is to explore this business model which offers opportunities in licensing, 

syndication and merchandising due to IP ownership; in the local environment there are many 

challenges. 

 

A major impediment to local animators is the extra costs incurred to broadcast their work on local 

airwaves. In Trinidad and Tobago, local TV stations charge local content producers for airtime to 

broadcast their productions. High costs are incurred to produce creative works; paying for local 

animated content to be aired means more 

expenditure. Another impediment encountered by 

local animators, particularly those attempting to 

capture market share beyond the Caribbean, is the 

challenge of translating Caribbean expressions 

(slang, accents, etc.) in a way that captures and 

retains the interest of foreign audiences. Selling 

original animated content abroad has therefore met 

limited success. 

 

Again, there is the argument that local broadcasters tend to show preference for foreign animated 

content over content produced locally. While there are cases where this argument holds true, 

broadcasters will seek out opportunities where they get value for money. Syndication costs to air 

 

 
 

 
15 These firms include animation studios, broadcast networks, television and film production studios and also studios 

affiliated with SVOD services. 
16 Outsourced studios conducting 2D production are paid per completed frame of animation. 
17 Work must be delivered on time. Schedules are tight and inflexible. Quality work is important. The quality of 

outsourcing work is judged based on the criteria of error minimisation, attention must be given to detail and 

congruence with recorded voice work (or music). 

 
A major impediment to local 
animators is the extra costs 
incurred to broadcast their work 
on local airwaves. In Trinidad and 
Tobago, local TV stations charge 
local content producers for 
airtime to broadcast their 
productions. 
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foreign content is relatively low. Additionally, foreign animated content arrives in developing 

country markets with a proven track record of success and there is little to no risks involved. 

 

Nonetheless, several attempts have been made to venture into the creation of (independent) local 

animated content, especially in the areas of short-form television series and films, with one major 

success – the puppet-based animated web series/film Santana, created by Lexo TV, which featured 

significant VFX work by Phastraq VFX Ltd. Also, local content development has been encouraged 

through Animae Caribe, especially in recent years, with animated short films being presented and 

pitched to the Animated Ideas Bootcamp. Through the Short Film Festival, the Trinidad and 

Tobago Film Company, has created opportunities for filmmakers (both live-action and animated) 

to display their work, gain exposure and potentially win monetary prizes. 
 

     Financing of the Industry 

Whether local or foreign, most animation studios encounter many challenges in accessing suitable 

financing to cover production costs. Animators need to access and commit funds at the onset phase 

I so to speak of the Animation Value Chain before a production is actually created. Financiers such 

as commercial banks see this activity as risky business as there are no guarantees that the animated 

production will be a success generating much returns on the investment. Also, with the exception 

of big production studios which are subsidiaries of media conglomerates such as Disney, Viacom 

and Turner, most animation studios source funding for a single project from multiple sources. For 

small-scale animation studios which is the case of Trinidad and Tobago courting investment 

sources without the dedicated human resource for this activity is time consuming and reduces the 

amount of time animators can allocate to the production of animated content. 

 

Practitioners in the local Animation industry derive their funding from a variety of sources. 

Presently, the most to the least used source include: self-financing, funding from family and 

friends, retained earnings, corporate sponsorships, local and regional banks, international donor 

agencies, state agencies, and crowdfunding. Globally, the situation is much the same. Animators 

underwrite a production budget from multiple sources but this time they are able to tap into a larger 

pool of financial resources. The actors that play a critical role in funding animation worldwide are 

the state, the broadcasters (domestic and overseas), the distributors, merchandisers and specialist 

financiers. Again, accessing funds from these sources is costly and time consuming. 
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In a growing number of countries, 
Animation is receiving extensive 
support from government. This 
places competitive pressures on 
animators causing production 
costs to appear relatively high. 

In a growing number of countries, Animation is receiving extensive support from government 

(Kenny et al, 7). This places competitive pressures on animators causing production costs to appear 

relatively high.  A widespread practice among animators is the signing of audio-visual co- 

production agreements18  which permit contracting 

parties’ access to overseas support. In countries 

like France, Ireland, and Canada government 

support for Animation takes many forms inclusive 

of tax credits, tax breaks for investors and 

production companies, grant funding, and loans 

issued by film boards. In addition to funding 

support, some countries impose quotas on their 

local broadcasters, while others engage in the 

signing of bi-lateral treaties that “allow work done 

in one country to qualify as work done in the other, for the purpose of qualifying for government 

support” (Kenny et al, 41). Low-cost labour economies such as India, China and the Philippines 

have witnessed the growth of their animation industries via bi-lateral treaties. 

 

Another critical source of funding is the broadcaster. Historically, in advanced economies, it was 

the local broadcaster who promoted the development of the Animation industry by funding a large 

segment of the budget in exchange for broadcast rights to the production. Today the situation is 

more complex. While the commission of the local broadcaster is necessary to initiate a production, 

  it is not sufficient. In countries like the United 

Kingdom, funding commitments from local 

broadcasters have fallen. In this regard, animators 

with proven track records have been securing 

additional funding through pre-sales from overseas 

broadcasters as well as, co-productions, distribution 

advances19, bank loans etc. The animators of 

successful productions can also tap into significant 

revenue streams generated from the sale of licences 

to merchandisers and collection of royalties from 

toys, books, comics and much more. Again, 

Animation production companies have yet another 

option to access financing. This stream of 

investment comes from specialist financiers in media 

 
 

 

 
18 In a co-production agreement, monies are pooled and parties to the agreement have access to government subsidies 

and other incentives offered in partnering countries. 
19  A distributor is the agent that sells the finished programme to an international broadcaster. Advances to cover 

production costs are based on forecasts for secondary revenues derived from the sale of the programme. 

Another  critical 
funding is the 

source of 
broadcaster. 

Historically, local broadcasters 
promoted the development of 
the Animation industry. Today 
the situation is more complex. 
Animators with proven track 
records have been securing 
additional funding through pre- 

overseas 
broadcasters as well as, co- 
productions, distribution 
advances, bank loans, etc. 
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such as Ingenious Media or Octopus Investments "of the UK. (Kenny and Broughton, 2010). These 

hybrid companies act like bridging institutions sourcing and linking the finance of investors to new 

business ventures. 

 

In the case of Trinidad and Tobago, there are no subsidies provided to assist local animators. The 

Trinidad and Tobago Film Company administers an investment incentive: a 150% tax deduction 

for sponsorship of a film. Broadcasters in Trinidad and Tobago have not been as active in funding 

animated content development (either through commissioning or co-production). Instead, if a 

studio seeks to have its content exhibited on local television, it must pay the broadcaster for airtime 

to do so. This model is known as ‘pay to play’ or brokered programming. 

 

In the absence of a robust network of funding sources, local animators need to demonstrate a strong 

ability and capacity to seek out external financing. Assistance is necessary in their knowing what 

facilities are available and how to access them. By way of example, under Protocol III, Article 5 

of the EU-CARIFORUM Economic Partnership Agreement 2007 (EPA) provisions are included 

to incentivise the co-production of audio-visual works20 between producers from signatory EU and 

CARIFORUM states; however, not much traction has happened in this area. Albeit, the local 

private sector is slow to invest, gradually firms are becoming aware of the gains to be had in 

partnering with local animators e.g. The Beacon Insurance Company partnered with Pepper 

Advertising in the production of “Bim and Bam Adventures.” At Animae Caribe 2016, 

crowdfunding was attempted, with the intention of financing pilot episodes of animated television 

series successfully pitched at the Animated Ideas Boot Camp. In this instance, while some funds 

were raised, the crowdfunding round fell short of generating the targeted amount, due to limited 

audience reach. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

 

 
20 Under the EPA, co-produced audio-visual works stand to benefit from preferential access to EU markets in the form 

of qualification as European works, subject to conditions specified in the text of the agreement. 



 

 

 

 

 

 

 

5. CONCLUSION 

Despite its nascent stage of development, the animation industry in Trinidad and Tobago 

has come a long way in its less than twenty year history. Despite many challenges faced, 

including limited access to financing, a shortage of trained human capital and infrequent 

or weak interactions with key animation stakeholders, the industry can nonetheless point 

to successes. Such successes include: 

 

 The opening of ten full-time studios; 

 The entrance into the workforce of a multitude of freelance animators; 

 The hosting and increasing renown of a region-wide animation festival (Animae 

Caribe) over a period of sixteen years; 

 The initiation and continuing relevance of the UTT Animation Studies 

programme; 

 The establishment of the Trinidad and Tobago Animation Network (TTAN) to 

promote awareness, knowledge and understanding of the animation industry in 

this country; 

 The growth of domestic and regional service lines for Trinidad and Tobago’s 

animators in the market segments of advertising, architectural visualisation and 

education; 

 The access by multiple local animation studios to outsourcing opportunities in 

over seven countries; and 

 The increasing drive towards the production of high-quality original animated 

content by local producers. 

 

While such progress can only be applauded, neither the industry nor the government that 

supports it should linger on decisive action. More must be done to address existing 

challenges and gaps, and in so doing accelerate the growth and development of this 

emerging industry. Government has a true role to play in introducing fiscal incentives 

that attract investors as well as new entrants into the industry. Although fledgling, the 

industry is at an advantage due to the high levels of trust that prevail. The research shows 

that there are avenues for joint consideration by government and the affected 

stakeholders in accessing overseas support, through bilateral arrangements such as 

audio-visual co-production sharing agreements and bilateral investment treaties. 

 

To truly build a critical mass of highly-skilled and certified animation practitioners, 

there must be a cadre of trained teachers who can dynamically impart technical 

knowledge and expose their students to relevant technologies. Subsequently, students 

must graduate knowing that their qualifications make them eligible to participate in joint 

ventures, both at home and overseas. To stimulate the production of original local 

content, airtime space is required, and the presence of a public service broadcaster is a 
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necessary component, as evidenced by the development of animation industries in 

advanced economies. 

 

These efforts will be complemented by more relevant and more detailed data collection 

on the industry, a blueprint for which is included in this document to measure success 

of the animation industry. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

34 
NIHERST 

February 2018 

C
o

n
cl

u
si

o
n

 



 

 

 

 

 

 
 

Aguilar, M. (2011). Is Animation an Option? The Creative Industries in the Caribbean. Port of 

Spain: University of the West Indies (MSc Dissertation). 

 

Animation Ireland. (2012). Review of Section 481 Film Relief. Submission to the Department 

of Finance. Dublin: Animation Ireland. 

 

Caribbean Examinations Council. (2016). CAPE Animation & Game Design Syllabus. London: 

Macmillan Education. 

 

Chaitoo, R. (2013). The Entertainment Sector in CARICOM: Key Challenges and Proposals for 

Action. Port of Spain: Inter-American Development Bank. 

 

Creative Skillset. (2011). The Core Skills of VFX. London: Creative Skillset. 

 
Creative  Skillset.  (2015). The Creative Media Workforce Survey  2014  Summary  Report. 

London: Creative Skillset. 

 

Honeycomb Creative Works. (2015). That’s not all folks: Developing the Animation Sector. 

Northern Ireland: Ulster University. 

 

InvesTT. (2011). Profile of Investment Opportunity: Creative Industries Animation Studio. Port 

of Spain: InvesTT. 

 

Jimenez Pumares, M. (2015). Mapping the Animation Industry in Europe. Strasbourg: European 

Audiovisual Observatory (Council of Europe). 

 

Kenny, R. and Broughton, T. (2011). Securing the Future of UK Animation. London: Animation 

UK. 

 

Lee, J. (2010). Moving Up a Global Cultural Value Chain: The Animation Industry in South 

Korea. Durham, NC: Duke University. 

 

Microsoft and Lee Kuan Yew School of Public Policy. (2014). Business Process Outsourcing 

in the Philippines. Manila: Microsoft Case Studies. 

 

Ministry of Education. (2013). National Occupational Classification of Trinidad and Tobago. 

Port of Spain: Government of the Republic of Trinidad and Tobago. 

 

Nordicity. (2010). Economic Profile of Ontario’s Computer Animation and Visual Effects 

Industry in 2010. Ottawa: Ontario Media Development Corporation. 

 

Nordicity. (2014). Economic Profile of Ontario’s Computer Animation and Visual Effects 

Industry in 2014. Ottawa: Ontario Media Development Corporation. 

 

Olsberg SPI. (2015). Cultural and Audience Contributions of the UK Film, HETV, Video 

Games, and Animation Programming Sectors. London: Olsberg SPI. 

 

35 
NIHERST 

February 2018 

B
ib

lio
grap

h
y 



 

 

 

 

 

 
 

Scientific Animations (2017). An Analysis of Medical Animation Industry and Market Trends 

(2016-2024). Retrieved from http://www.scientificanimations.com/medical-animation- 

industry-market-trends-2016-24/ 

 

Tholons. (2008). The Philippine Animation Industry Landscape. Makati City: Tholons. 

 
Tschang, T. and Goldstein, A. (2004). Production and Political Economy in the Animation 

Industry: Why Insourcing and Outsourcing Occur. DRUID Summer Conference, Elsinore, 

Denmark, 14-16 June 2004. 1-21. 

 

Tschang, T. and Goldstein, A. (2010). The Outsourcing of “Creative” Work and the Limits of 

Capability: The Case of the Philippines’ Animation Industry. IEEE Transactions on 

Engineering Management (March 2010). 

 

United Nations Conference on Trade and Development. (2010). Integrating Developing 

Countries’ SMEs into Global Value Chains. Geneva: United Nations Secretariat. 

 

Van Egeraat, C. et al. (2013). Social and Spatial Structures of Innovation in the Irish Animation 

Industry. European Planning Studies 21(9), pp. 1437-1455 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

36 
NIHERST 

February 2018 

B
ib

lio
gr

ap
h

y 

http://www.scientificanimations.com/medical-animation-


37 
NIHERST 

February 2018 

 

 

ACTION PLAN FOR THE ANIMATION INDUSTRY IN TRINIDAD AND TOBAGO 
 

Theme Activity Responsible Agency 

 

 

Building 

Capabilities for 

the  Animation 

Industry 

Certifying Local Studios as Authorized Training Centres for 2D & 3D Animation 

Packages 

TTAN 

Upgrading the UTT Animation Programme from Diploma to Degree UTT 

Supporting the Growth of Skills in Creative Project Management UTT, UWI, MOE 

Training Teachers to Deliver the CAPE Animation & Game Design Syllabus MOE, TTAN 

Supporting the Growth of Animation Entrepreneurship UTT (uStart Incubator) 

 

 

 

 

Positioning 

Animation as a 

Viable Growth 

Industry 

Promotion of Trinidad and Tobago as an Animation Outsourcing Destination 

 

 Inclusion of Animation Industry in T&T’s Trade Negotiation Strategies 

 Targeted Market Intelligence and Other Trade Information Services 

 Developing a Compelling Marketing Plan for the T&T Animation Sector 

TTAN 

MTI 

ExporTT 

InvesTT 

Attracting Investment in Local Animated Content 

 

 Sourcing Funding for Pilot Episodes of Animated TV and Web Series 

 Promoting Crowdfunded Animation Projects to the T&T Diaspora 

 Commissioning of Animated TV Series and Films 

 Negotiation of Bilateral Treaties that Treat the Provision of Audio-Visual 

Co-Production Sharing Arrangements 

TTAN, InvesTT 

 

 FilmTT 

 MFCA, FilmTT 

 MPAC(TTT), 

FilmTT 

 MTI, MFCA, TTAN 
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Theme Activity Responsible Agency 

 Supporting Exhibition and Distribution of Local Animated Content 

 

 Local Content Policy 

 Public Service Broadcasting 

MPAC 

MTI 

MPAC 

 

 
Strengthening 

Institutional 

Linkages for 

Animation 

Industry 

Development 

Strengthening Data Collection on the Animation Industry 

 

 Production, Employment, Cost and Revenue Data 

 Education Data 

 Entrepreneurship 

MPD (CSO), TTAN 

 

 

 
UTT Animation Programme 

MoE 

UTT uStart Incubator 

Intellectual Property (IP) Sensitisation for Animation Industry Stakeholders MAGLA (IPO) 
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KEY PERFORMANCE INDICATORS FOR THE ANIMATION INDUSTRY IN TRINIDAD AND TOBAGO 
 

 

Focus Area Indicator Unit of 

Measurement 

Revenue 

Generation 

Total Industry Revenue TT $ 

Revenue derived from Servicing: 

 

 Entertainment Sector21
 

 Non-Entertainment Sector 

TT $ 

Export Revenue US $ 

Production 

Levels 

Total Minutes of Animation Completed22
 # of minutes 

Minutes of Animation Completed (Original Content23) # of minutes 

Minutes of Animation Completed for Domestic Clients # of minutes 

Minutes of Animation Completed for Overseas Clients # of minutes 

 

 
 

 

 
21Animation has applications in both the entertainment (TV, film, video games) and non-entertainment (advertising, architecture, education, government, health). Local 

animators service both sectors. 
22 Output in the animation industry is measured in terms of completed frames (at the firm level), or completed minutes or completed hours of animation (at the industry level). 

Given the small size of the T&T animation industry at present, industry output would be most appropriately captured by completed minutes rather than completed hours. 
23 Original content refers to animated content for which the intellectual property rights are owned by the firm producing it. 



40 
NIHERST 

February 2018 

 

 
 

 Completed Animation projects (Original Content) # of projects 

Employment Total Industry Employment # of jobs 

Industry Employment by status: 

 

 Full-Time 

 Part-Time 

 Freelance 

# of jobs 

Operational 

Costs 

Total Industry Operating Expenses TT $ 

Expenditure per minute of completed animation TT $ per 

minute 

Expenditure per employee TT $ per 

employee 

Education Tertiary Education Graduates in Animation for the year # of graduates 

Total Enrolment in Tertiary Animation Education for the year # of students 

Number of Tertiary Animation Graduates currently employed in the Animation industry # of graduates 



 

 

 

 

 

 

 

ANIMATION INDUSTRY 

STAKEHOLDER FEEDBACK REPORT 

 

Introduction 

Commencing in October 2014, the Policy, Research and Intelligence Department (PRID) 

of the National Institute for Higher Education, Research, Science and Technology 

(NIHERST) embarked upon a Sectoral Innovation Mapping (SIM) research exercise of 

strategic sectors within the economy of Trinidad and Tobago. One of the key sectors being 

researched is the Information and Communication Technology (ICT) sector. Given the 

broad range of activities encompassed by the ICT sector, it was further broken down into 

three sub-sectors: Animation, Software Development and Web Development. 

 

The Stakeholder Feedback Report (SFR) summarises the responses generated from 

extensive consultation with stakeholders in the Animation sub-sector. For this SIM exercise, 

the methods used for collecting data were key informant interviews, semi-structured 

questionnaires, conversations via telephone with stakeholders, electronic correspondence 

and networking at animation industry events. 

 

This report reflects the input from three (3) broad categories of stakeholders. These 

categories comprise the key actors, agencies and institutions of the Sectoral Innovation 

System of the Animation Industry: 

 

 Producers: Individuals and firms1 whose main role within the Animation industry 

is to create, edit, market and distribute animated content for their own commercial 

benefit. 

 Educational and Training Institutions: Stakeholders that create a labour pool for 

the sector by producing graduates with the relevant conceptual foundation and 

practical application of skills that are needed in industry. 

 Supporting Agencies: Public and private sector organisations which play a number 

of critical roles in providing, financing, technology, legal and regulatory 

frameworks, and trade facilitation. 

 

Key informant interviews, telephone conversations and discussions at industry events were 

conducted mostly with producers – micro and small-scale firms as well as, independent 

freelance operators. Limited discussions were held with educational and training institutions 

mainly because local training in animation is conducted primarily by one institution, the 

 
 

1 As the T&T animation industry is still in its formative stages, the local animation firms in existence would all be 

classified as micro and small enterprises (MSEs) by international standards. 
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University of Trinidad and Tobago (UTT) through the Diploma course in Animation Studies. 

Communicating with supporting institutions was also infrequent. This infrequency was largely due 

to the lack of a dedicated institution with direct responsibility for supporting the animation 

industry. Presently, Animation is adjoined to the Film sector and this niche area falls under the 

remit of the Trinidad & Tobago Creative Industries Company Limited (CreativeTT2). 

 

The SFR is divided into three sections. Each section features a theme of relevance to advancing 

the growth and sustainability of the Animation industry in Trinidad and Tobago. These sections 

are: 

 

 Innovating Local Animated Content 

 Building STI Capabilities for the Animation Industry 

o Developing Technical Capabilities 

o Developing Non-Technical Capabilities 

 Accessing Markets for Animation 

o Animators’ Experience of the Domestic Market 

o Requirements for Accessing the International Market 
 

Innovating Local Animated Content 

A consistent theme traversing discussions with animation industry practitioners was the need for 

an enabling environment3 that facilitates the creation of local animated content within Trinidad 

and Tobago for consumption in both domestic and international markets. Suggestions were made 

that this type of environment is possible through the introduction and enforcement of local content 

quotas4 for various types of broadcast media not excluding animated television programmes, and 

digital short films. 

 

A significant number of animation stakeholders explain given the already small size of the 

domestic market, without local content policy and/or legislation to reduce the volatility of demand 

for their services, local animators find themselves immediately at a disadvantage on entering the 

market environment. This viewpoint has also been strongly vocalised by civil society groups such 

as the Artists’ Coalition of Trinidad and Tobago. Additionally, animation practitioners based on 

their commercial experiences within T&T, expressed concern that a common perception among 

 
 

 

2  
CreativeTT is a wholly owned state enterprise created by government to “stimulate and facilitate the business 

development and export activities of the Creative Industries in Trinidad and Tobago to generate national wealth.” 

 
3 Elements of an enabling environment for Animation include, inter alia: legislation and enforcement of protection for 

intellectual property (IP), export and investment promotion, assistance in the conduct of market intelligence research, 

strategic public procurement of services from the sector, and facilitation of networking between Animation 

practitioners and international funding agencies. 
4 By definition, local content quotas refer to the percentage of air time allocated to locally produced broadcasts. There 

are three types of local content quotas: global local content quotas, genre quotas, and independent production quotas. 
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local clients is that internationally-sourced animation services are superior to those supplied by 

their local counterparts. Examples of these occurrences were shared where various international 

animation service providers secured contracts from private and public sector organisations, 

charging and collecting fees three (3) to four (4) times as much as the costs given by local service 

providers. In this context, stakeholders argued, local content policy and/or legislation would create 

a fairer competitive environment for local animators, giving them the level of market exposure 

that would allow them to build their reputations and grow their businesses over the medium to 

long-term. 

 

Animation industry practitioners express the opinion that if local content provisions are 

implemented, these provisions would create significant growth opportunities not only for 

themselves but for commercial entities in other ICT and creative industry sub-sectors. 

 

Building STI Capabilities for the Animation Industry 

To develop an animation industry capable of innovative, export-ready work, there ought to be a 

pool of available labour capable of operating at an internationally competitive level of quality in 

both technical and non-technical areas of the industry. Requisite skills once mastered can then be 

applied to meet the needs of real-world market demands. To understand the support offered to 

build capabilities for the industry, several discussions were held with the educators at UTT whose 

responsibilities inter alia include the design and implementation of local animation training 

programmes. 

 

Currently, the most comprehensive academic programme for animation in T&T is the 2-year 

Diploma in Digital Media Studies - Animation offered at UTT. According to animation industry 

practitioners, pursuing a degree in Animation abroad can be very costly, and for many students the 

diploma programme at UTT fills a significant need. Practitioners talk about the programme’s 

popularity and how much it has grown over the last eight (8) years. The diploma programme in 

Animation has become so popular that there is a strong demand for it to be offered on a part-time 

basis, particularly to accommodate the working student. As observed, this demand is especially 

strong among graphic designers and web developers who are keen to expand their skills further. 

Educators tell that UTT is currently undertaking a significant review of its existing academic 

offerings and, given  the high demand  for the expansion of the Animation programme, an 

opportunity may exist to fill the gap. In May 2016, educators at UTT spoke of plans to develop the 

part-time delivery programme for the Diploma in Animation. Many freelance animators expressed 

the view that this undertaking would have a catalytic effect propelling the industry forward, if this 

programme of study becomes available to those who express the greatest need for it. 

 

According to the educators, another long-term desire is to upgrade the Animation programme from 

a Diploma to a Degree programme. They anticipate that this effort would expand both the range 

and depth of the course offerings in Animation, as more courses could be delivered over a three- 
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year period. It appears that the expansion from a Diploma to a Degree programme is receiving 

much support from both faculty and alumni of the UTT Animation programme. 

 

Developing Technical Capabilities 

Developing Capabilities at the Secondary Level of Education 

A significant development towards legitimising and mainstreaming animation at the secondary 

level of education is the Caribbean Examination Council (CXC)’s adoption of the CAPE Digital 

Media Studies curriculum5 within Caribbean territories. This development is observed especially 

in Barbados, Jamaica and Trinidad and Tobago. Digital Media is ubiquitous in the global economy, 

and encompasses an extremely broad range of skills. Local practitioners who contributed to the 

development of this curriculum therefore emphasised the need for secondary students with an 

interest in this discipline, to be exposed to learning that facilitates a smooth transition into Digital 

Media studies at the tertiary level. 

 

While the CAPE Digital Media curriculum covers a wide range of topics, it features a deliberate 

and significant emphasis on Animation. In fact, students are exposed to a body of knowledge that 

describes and explains different animation techniques in use by industry. Educators involved in 

developing the curriculum have explained that the syllabus covers techniques such as “stop motion 

animation, motion graphics, animated logo design, animated advertisements, animatics / pre- 

visualisation, storyboarding, 3D product design, modelling, [and] character design.” (CXC, 2013: 

10). The syllabus also alerts students to the types of firms that exhibit a high demand for animation 

skills, including Advertising Agencies, Animation Firms/Studios, Mobile App Developers, Game 

Developers and Publishing Houses. 

 

If the CAPE Digital Media curriculum is made readily available to schools in Trinidad and Tobago 

(as well as in the wider Caribbean), and is successfully implemented for students, the UTT 

programme would have greater freedom to add more specialised, industry-focused and advanced 

courses on to the curriculum. However, one critical problem raised is the paucity of teachers 

equipped to teach the programmes. 

 

Developing Technical Capabilities at the Tertiary Level of Education 

At present, the UTT Animation curriculum includes courses on Scriptwriting, Character 

Development, Character Design, Layout, Entrepreneurship, 3D and 2D Animation, and Cultural 

Conceptualisation. The latter course was deemed of utmost importance because of the need to 

create a unique Caribbean visual and graphical identity where storylines and characters reflect 

Trinbagonian attitudes, opinions, ideas, values and artistic creativity, as opposed to simply 

replicating the more widely-known styles and graphics that come from the United States and Japan. 

 
 

5 CAPE Digital Media curriculum is divided into two (2) units. Unit 1 focuses on Digital Media Fundamentals and 

Unit II focuses on Applied Digital Media. Upon completion students would have acquired skills in areas such as digital 

media conceptualisation, design and development. 
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From both a cultural sovereignty/identity and a marketing/public relations standpoint, this course 

was thought to be an important component of the curriculum. At the end of the two years, students 

are required to produce a very short film. Students are trained to animate using ToonBoom6 

software, an internationally-recognised product for 2D animation. 

 

In a desire to maintain relevance with respect to industry trends, the UTT Animation programme 

comprises new features that focus on game design elements. If a student wishes to produce an 

animated game to fulfil the requirements of their final project, they can do so as it includes 

animation. Freelance animators, graduates of the UTT Animation programme confirmed that game 

design has become increasingly important globally in recent years. Many animators have also built 

some experience in game development - mostly for mobile platforms such as Android and iOS - 

either as a hobby or for commercial release, though no significant commercial successes have yet 

emerged from this market niche. 

 

A significant achievement of the UTT programme relates to how it has overcome the difficulties 

many of its students had in assimilating and applying mathematical concepts to the field of 

animation. Initially, the programme featured a traditional ‘chalk and talk’ teaching methodology 

for imparting the required mathematical knowledge7. Using the traditional method of teaching 

mathematics, up to 80% of students failed the Animation programme on account of failing their 

core mathematical courses. To correct these failures, the Animation department developed and 

eventually implemented an interactive, applied mathematics module utilising the available 

technology. Following this, educators explained that they saw a marked improvement in test scores 

from 80% fail to 80% pass. 

 

While the delivery mechanism for mathematical learning appeared to be one obstacle eliminated 

in the Animation programme, both students and instructors continue to face other significant 

challenges to this discipline. Such challenges as many practitioners tell include traditionalist 

viewpoints that downplay or fail to recognise the aesthetic, cultural and economic significance of 

Animation as an art form and as a viable industry. 

 

In addition, educators explain that the structure of some academic programmes at the secondary 

level create barriers for those students preparing to enrol in Animation at the tertiary level. Within 

the existing school system in Trinidad and Tobago, it is difficult to ‘mix’ subjects from different 

categories. Seldom would a student be given approval to mix physics, which falls under the broad 

category of ‘natural sciences’, and visual arts which falls under the broad category of ‘arts and 

humanities’. Nonetheless, the current job market requires such interdisciplinary skills. To drive 

home this point, one stakeholder remarked “In the past, you couldn’t study both physics and arts. 

 
 

 

6 Toon Boom Animation is a leading supplier of animation and storyboard software for animation studios and media 

publishers. 
7 A sound understanding of geometry and physics is an essential component of the animator’s knowledge base, as it 

is required for producing realistic characters, models, lighting and motion. 
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It was either one or the other, whereas today they go hand in hand. However, the education system 

at present fails to acknowledge this. We have to find ways to build the system in a way to adapt to 

modern day technologies, skills and jobs. There is a huge gap and if we do not try to close it [the 

gap] will continue to grow.” 

 

Developing Non-Technical Capabilities 

While technical capacity is essential to the growth and development of firms within any sector, 

there are a variety of non-technical capabilities that firms must also possess if they are to fully 

realise their potential. An admission made by freelancers and firms in the industry is that not all 

animators have a desire to be neither entrepreneurs nor business administrators. The reality tells 

that for firms to effectively operate, they require a variety of these skills, including business 

planning and administration, project management, finance, accounting, market research, 

networking, marketing and export promotion, and intellectual property (IP) management. Given 

their small size, these firms do not have dedicated staff with business expertise needed to move 

forward in a globally competitive environment. 

 

Accessing Markets for Animation 

Animators’ Experience of the Domestic Market 

Within the domestic market (and to some extent, the regional market), Animators have reported 

very low levels of client-side technical sophistication. According to stakeholders, clients 

frequently do not fully know or understand what they require of the Animators, they do not have 

a clear vision of the artistic or technical details of work that they are requesting, leading to frequent 

misunderstandings and difficulties in setting realistic timelines for the conceptualisation and 

completion of work, as well as the costing of deliverables. To a significant degree, lots of ‘hand- 

holding’ must be done by the Animators with their clients in order to shape mutually beneficial 

solutions. One stakeholder summarised it as such: “time is the key issue; local clients do not value 

it and local producers do not have it.” 

 

Despite the frequently low quality of interactions between Animators and their clients, the level of 

demand for their services was reported as being relatively high. Those studios that have been in 

business for over five years reported “no problems with getting work.” Moreover, the experienced 

Animation studios have fostered strong trust-based relationships with each other. Some studios 

also have identified and developed small local niche markets including Visual Effects (VFX) and 

Architectural Visualisation and markets, supplementing their traditional client-based work. The 

need for strong networking with advertising agencies was also highlighted as a requirement for 

survival, among studios and freelancers alike. 
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Requirements for Accessing the International Market 

The established Animation studios within T&T8, have had experience of servicing international 

clients – mostly within Caribbean markets mostly Barbados and Jamaica, and with infrequent work 

coming from the United States and United Kingdom. As observed, the largest studio has 

additionally provided outsourcing services to large international Animation studios in Europe and 

Asia. Contrasting the experience of the local studios with the domestic clients, multiple 

stakeholders reported that foreign clients are more sophisticated. They know what they want, have 

more in-house expertise to guide the project conceptualisation process, as well as the experience 

to ascertain realistic estimates of costs and delivery timelines. 

 

Most studios have also shared their difficulties in dealing with clients abroad, in respect of the 

requisite levels of technical quality, project management rigour9 and organisational resources10 to 

be successful with international client work. Moreover, the studios emphasised the importance of 

building a strong portfolio of completed work as a prerequisite to accessing international clients. 

Issues external to the firm, which are explored in more detail by the Animation SIM Report, were 

also raised as barriers to international market access. The most significant of these external issues 

included: the absence of a robust and reliable telecommunications infrastructure11, the protection 

of intellectual property (IP), the high cost of importing specialised production equipment, and the 

difficulty of accessing financing through local financial institutions12. 
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8 No freelancers who were interviewed by NIHERST reported experience of the international market. 
9 Difficulties were reported in respect of issues such as invoicing, accounting and drafting of contracts. 
10 Organisational capacity is defined here in terms of the number of staff available to a studio, the division of labour 

among specialised tasks within each project, and the available technology (in respect of both hardware and software) 

available to create the final product. 
11 Deficiencies in telecommunications infrastructure were specifically identified as relating to the speed and reliability 

of commercial broadband internet for the delivery of large volumes of audio-visual data. 
12 Of the studios that were willing to disclose such information, all reported that personal savings and investments 

from friends and family were their primary sources of startup funding. 
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