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2. Background 

 

In late 2019, the Jamaica Promotions Corporation (JAMPRO) was selected by the Cultural and Creative 

Industries Innovation Fund (CIIF) for an enabler grant award to develop a cooperation business model for 

the regional animation sector, to be executed from 2020 – 2021. 

 

The Jamaica Promotions Corporation (JAMPRO) is the agency of the Government of Jamaica that 

promotes business opportunities in export and investment to the local and international private sector.                       

Film Jamaica, the country’s film commission and creative industries agency, is the executing body for this 

project. 

 

The Cultural and Creative Industries Innovation Fund (CIIF) was launched in December 2018 with an initial 

US$2.6 million in capitalisation from the Caribbean Development Bank (CDB). It is a multi-donor Fund that 

supports the development of the Creative Industries across the Caribbean. The Fund invests in regional 

projects that encourage innovation, job creation and improved enterprise sustainability by providing grant 

financing and technical assistance to creative/cultural entrepreneurs, micro, small and medium-sized 

enterprises, business support organisations and academia, which support the creative industries in the 

CDB’s Borrowing Member Countries (BMC).  

 

The scope countries selected for this project are Jamaica, Barbados and Trinidad and Tobago; once tested, 

finalised and published, the intent is to introduce the Caribbean Animation Business Model to the rest of 

the Caribbean’s animation studios and professionals.  
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3. About the Project 

 

The Caribbean Animation Business Model is intended to facilitate Caribbean studios working together to 

increase their chances of attracting international contracts, thereby potentially establishing a Caribbean 

hub for the outsourcing of 2D and 3D animation and VFX projects. The model is also intended to increase 

the potential for Caribbean studios to work together in a streamlined and collaborative approach, in order 

to develop, produce and release content based on original IP. 

 

The model proposes a new way of working for Caribbean animation studios, which are rarely able to hire 

more than 3 - 5 full-time staff members due to the inconsistency of available contracts for local, regional 

and international projects. Often, due to size, they may not qualify to bid for projects; depending on the 

opportunity, some may opt to temporarily expand their workforce with freelancers based on the needs 

of a specific project.  

 

Based on a recently-conducted stakeholder survey of professional animation studios and freelancers in 

Jamaica, Barbados and Trinidad and Tobago, out of 32 studios surveyed, only 1 (3%) had 10 or more full-

time employees; 22 (69%) had between 1 and 9 full-time employees, and 9 (28%) had 0 full-time 

employees1. With the introduction of the option to use a cloud-based, tailored platform to seamlessly 

connect to and work with other studios outside of geographic constraints, and to expand skillsets, 

workforce and opportunities through the Caribbean Animation Business Model, there is significant 

potential to grow the regional industry through this project in a measurable way. 

 

In order to increase the likelihood that Caribbean animation studios would consider using the Caribbean 

Animation Business Model for relevant opportunities, and to ensure that the real-world considerations of 

animators are addressed, this project included an exercise to test the model with three working animation 

studios based in each of the initial scope countries: Jamaica, Barbados and Trinidad and Tobago. Through 

their feedback and experience using the model to create a 1-minute 3D animated video, we have gathered 

some lessons for studios to consider, as this way of working is atypical for Caribbean animators. The case 

study is examined in Section 13.  

 

This report also provides information on how animation professionals across the region can utilise local 

and regional incentives and benefits to potentially add value to both contracted and original-IP Caribbean 

projects.  

 

Finally, a website has been established as the primary information resource for the Caribbean Animation 

Business Model. At www.caribbeananimation.com, studios will be able to find information on the model, 

and on local and regional incentives and benefits that they can potentially apply to their projects; studios 

can also expand workforce capacity by connecting to and contracting with other studios, freelancers and 

interns outside of their geographic location. Potential clients would be able to use the website to find 

 
1 Caribbean Animation Business Model Stakeholder Survey – August 2021 

http://www.caribbeananimation.com/
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studios in the region. It will be the portal through which the Caribbean Animation Business Model moves 

from the report page to practical reality, and can potentially impact the sector to the benefit of all 

stakeholders. 

 

4. Project Objectives 

 

The objectives of this project are: 

 

• To design, test, and publish a Caribbean Animation Business Model that facilitates collaboration 

and increased workforce capacity for Caribbean animation studios, and contributes to the 

development of the Caribbean animation industry 

 

• To encourage studios to use the Caribbean Animation Business Model to potentially increase 

outsourcing contracts for international IP, and investment opportunities for local IP 

 

• To facilitate and encourage regional business-to-business collaboration in order to advance 

revenue-generating projects in the Caribbean animation industry 

 

• To encourage studios to leverage local benefits and incentives, the Caribbean Single Market 

Economy (CSME) and existing trade agreements by compiling and presenting the various 

incentives and resources across our countries 

 

• To increase the current pool of data available on the Caribbean animation industry. 
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5. Regional Partners 

 

In order to ensure regional representation in the project’s development and execution, and to ensure 

effective regional stakeholder inclusion and communication, JAMPRO engaged four key partners: 

 

• Jamaica Animation Nation Network (Jamaica) – The Jamaica Animation Nation Network 

(J.A.N.N.) is the association that represents all stakeholders of the animation industry in Jamaica. 

It is a membership-based association run by volunteer members. J.A.N.N.’s goals are to promote 

members’ talents locally and internationally, to support studios’ demand for creatives and 

training institutions’ needs for placement and improved education, and to advance the 

Government’s policy development for the animation sector. 

 

• National Cultural Foundation (Barbados) – The National Cultural Foundation (NCF) is a statutory 

body established by an Act of Parliament in 1983. Its mandate is to oversee the cultural landscape 

of Barbados. The NCF’s role revolves around the preservation of cultural heritage and promotion 

of all forms of art and culture, both tangible and intangible, through developmental and 

commercial programmes and products; this includes responsibility for the staging and execution 

of major governmental and national events. The animation sector falls under the NCF’s purview. 

 

• Trinidad and Tobago Animation Network (Trinidad and Tobago) – The Trinidad and Tobago 

Animation Network (TTAN) is a group of industry participants, including animators, illustrators, 

writers, photographers, producers, filmmakers, advertising agencies, corporate businesses and 

education institutions. They represent their industry members, create standards and best 

practices for the industry, network with artists and more. TTAN represents a growing base of 

animation professionals in Trinidad and Tobago in one accord, working towards harmonising the 

country’s efforts to produce the best quality animation, and building an active and productive 

creative hub in Trinidad and Tobago and the wider Caribbean. 

 

• Animae Caribe (Trinidad and Tobago) – Since 2001, Animae Caribe’s Animation and Digital Media 

Festival has been an important platform to raise the awareness of animation and technology in 

the Caribbean. It provides an outlet for innovative animators in the Caribbean to develop, expand 

and showcase their talents to a wider local and international audience. Anime Caribe has 

attracted top animators from studios such as Dreamworks, Aardman, Pixar, Cartoon Network and 

Nickelodeon to Trinidad and Tobago to present and host workshops for potential, novice and 

professional animators. The festival is based on information-sharing, so that participants can gain 

vital information on trends and career possibilities in this dynamic industry. 

 

These partners are jointly responsible for managing the website www.caribbeananimation.com, and for 

sharing information about the Caribbean Animation Business Model and its benefits to their stakeholders. 

  

http://www.caribbeananimation.com/
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6. Desk Research – Summary Of Findings 

 

A comprehensive review of available reports and articles has been conducted regarding the potential for 

the Caribbean animation sector to compete internationally (see Section 20 for Bibliography), and the 

systems and strategies through which successful countries have built their animation industries from the 

ground up. A summary of findings follows: 

 

• There have been varying levels of investment across the scope countries (Jamaica, Barbados and 

Trinidad and Tobago) in the last few years to boost the animation sector: 

o Jamaica has attempted the most comprehensive and strategic investment through its 

deployment of World Bank funding to establish infrastructure that animation studios, 

students and freelancers can access to grow 

o Development in Trinidad and Tobago has largely been driven by private organisations 

accessing some public sector funding, including a recent investment by the Inter-

American Development Bank (IDB) in the country’s first modern digital studio at the 

University of the West Indies 

o In Barbados, while there have been some programmes to seed an animation sector and 

to support interested stakeholders, a sustainable long-term approach to strategically 

building the sector, is not yet formalized. 

 

• There is some version of formal training at the secondary and tertiary levels in all scope countries 

in 2D animation, 3D animation, VFX and related disciplines. However, it remains unclear if the 

formal training offered matches the practical needs of the studios that may need to increase 

capacity to service contracts.  

 

• Despite the relatively uneven approach to strategic development of the animation sector in the 

region, there still exists a strong and unwavering stakeholder base of animation professionals and 

studios who are working to both provide services, and to develop IP for original content. Some 

studios have seen some success in attracting international service contracts, but ultimately, due 

to the relatively small scale of operations, a base primarily comprised of freelancers with few 

reputable studios, and a lack of consistent, easily-accessible training to stay current with what 

international studios need, sustainable success remains generally out of grasp. 

 

• This project seeks to create a business model to facilitate Caribbean studios pooling their 

resources to increase their chances of attracting international contracts. Research shows that the 

outsourcing model has been used by US studios since the 1960s up until today, which has formed 

the basis for the development and success of animation industries in India, Korea, the Philippines, 

and other South-East Asian countries.  
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• Particularly in the case of India, which mirrors the potential competitive offering for the 

Caribbean, the top three motivating factors for the growth of the animation outsourcing industry 

to India have been the following:  

o Lower costs 

o English-speaking population 

o High-tech studios 

 

• Research also shows that countries that started out in the 1960s and 1970s as outsourcing hubs, 

have evolved to also develop and produce content based on their own IP, deepening the maturity 

of the industries; examples include Malaysia and the Philippines. 

 

• While there is mention of collaboration, there is very little formal data available on exactly how 

studios collaborate to service projects. Based on research, anecdotal evidence and informal 

conversations, modern animation and CGI studios tend to create and maintain their own bespoke 

internal pipeline systems to manage projects, modified based on the needs of a particular project. 

 

For the Caribbean, based on geography, the primary solution to the question of how to work together to 

pool resources to bid for outsourced work seems to best lie in modern cloud-based technological 

platforms. While in a pre-COVID world, this would certainly have been the case, it is even more relevant 

now where the very notion of how people work is being deconstructed and modified across major 

industries, from oil & gas to film production to retail business. In fact, globally, the animation industry has 

been one of the best suited to pivoting to remote work models2, given the fact that a lot of the work is 

conducted on computer (stop motion animation is a key exception).  

  

 
2 “Local animation studios drawing on adaptability during pandemic.” - CBC, February 17 2021 

https://www.cbc.ca/news/canada/ottawa/ottawa-animation-pandemic-1.5915915
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7. “Studio in the Cloud” – The Core Solution for the Caribbean Animation Business Model 

 

All over the world, animation companies have been compelled to re-examine their systems and 

workflows, due in large part to the restrictions placed on physical movement and traditional collaboration 

as responses to managing the global COVID-19 pandemic. As an industry that has usually depended on 

ever-evolving technology systems to produce content, the international animation industry has perhaps 

been one of the best equipped to pivot into modified ways of working, without significant long-term 

fallout.  

 

According to a recent interview with the vice president of digital creative content at Malaysia Digital 

Economy Corporation, the government agency that manages investment and support in the ever-

expanding Malaysian animation sector, there is no evidence of companies going out of business as a result 

of the pandemic, instead having to find solutions to new challenges such as lack of air-conditioning at 

home, and new security risks3. Strong broadband infrastructure and capable handling of the pandemic by 

Malaysian authorities have allowed the sector to generally ride out the worst of the situation to date. 

 

An April 2020 survey of Ontario-based VFX, animation, and post-production companies conducted by 

Ontario Creates found that all these sectors were struggling to some degree, with an estimated economic 

impact of up to $126 million in lost employment if physical distancing lasted beyond June 2020. While the 

move to work-from-home was most difficult for post-production studios, animation service studios 

showed the least workforce impact from physical distancing, with 100% of employees working from home 

and only a 4% job loss if distancing continued past June 20204. Similar to Malaysia, there was a significant 

increase in COVID-related costs to ensure productivity from home. 

 

In the Caribbean, there is no shortage of talent, interest, and commitment to working in this fledgling yet 

high-potential sector. However, regional studios may not currently have the flexibility to be able to pivot 

as seamlessly as the Malaysian or Ontario industries, especially as it relates to attracting outsourcing 

contracts in a highly competitive field.  

 

For Caribbean countries looking to build on existing infrastructure, to leverage the growing trained 

workforce graduated by regional university programmes, and to deepen development in a potentially 

high-income sector, the current global situation presents an opportunity to consider the potential benefits 

of cloud-based workstation solutions that can allow animation studios to pool resources and talent in 

order to collectively bid for projects, and to consider prospects beyond the confines of geography.  

 

 
3 “Malaysia Focus: 5 Things You Need To Know About Southeast Asia’s ‘Quiet Giant Of Animation” – Cartoon Brew, October 9 
2020 
4 "Industry Profile Film and TV" - Ontario Creates, April 2021 

 

https://www.cartoonbrew.com/sponsored-by-mdec/malaysia-focus-5-things-you-need-to-know-about-southeast-asias-quiet-giant-of-animation-197246.html?fbclid=IwAR0SbznSGa1d_Ynq7lfwr_6Ug2YGdi7tjDQeaSV2jymIjRbJZy6Mi_xrQoA
https://ontariocreates.ca/research/industry-profile/ip-filmtv
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Such a system, termed “Studio in the Cloud”, is at the core of the Caribbean Animation Business Model, 

in order to increase collaboration among Caribbean animation studios, and importantly, to encourage 

regional operational consistency and standards.  

 

Anecdotally, we understand that regional collaboration or outsourcing work done to date have largely 

depended on cloud-based file-sharing systems such as Dropbox; Excel spreadsheets for project 

management; or on the Toonboom system (for those companies that have made the investments to adopt 

it). However, if there is intent and interest to scale up operations and capacity to meet potential 

international demand, then there are natural limitations to such approaches. In order to compete 

internationally, regional studios must be willing to collaborate and mutually agree to standardise 

operating processes, project management styles, software choices and training programmes; a “Studio in 

the Cloud” system is best positioned to facilitate a more collaborative approach. 

 

While large and long-established animation / CGI / VFX studios have developed and evolved bespoke 

production pipelines to suit their projects and their propensity to innovate (e.g. Weta Digital in New 

Zealand, best known for VFX work on a long list of high-profile film and high-end television production, 

such as The Lord of the Rings trilogy, The Hobbit trilogy, King Kong and most recently, the new live-action 

Mulan (2020); Laika Studios in Oregon, known for award-winning stop-motion work such as Missing Link 

(2019), Kubo and the Two Strings (2016), and Coraline (2009)), developing studios and regions like the 

Caribbean can leverage the existence of relatively low-cost, low investment, modular cloud-based systems 

to quickly and effectively scale up operations and capacity to meet potential demand.  

 

Based on the requirement for the Caribbean Animation Business Model to serve studios and content 

producers across the region, the core operating platform of the model is a cloud-based digital platform 

that can handle project management and production of 3D animation projects (2D project capability will 

be added soon), at all the key steps of the pipeline.  

 

Caribbean studios can choose to use such a platform to pool resources and talent, and increase their 

ability to attract commercial outsourced work from selected markets, potentially levelling the playing field 

for Caribbean commercial animators, and creating new opportunities for long-term success. Larger 

projects that require expanded workforce capacity can also create opportunities for employment by 

engaging higher numbers of freelancers, therefore broadening the potential for more regional tertiary-

level graduates of animation programmes and related disciplines to work and earn a living in their chosen 

professions.  

 

Not only could it potentially increase collaboration among Caribbean animation studios, it would facilitate 

quality and process improvements for users and their outputs, by allowing them to work collectively on a 

universal bespoke animation production platform. 
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8. “Studio in the Cloud” Supplier – LoUPE By Tangent Labs 

 

Based on the agreement of the approach for the business model, a period of research led to the discovery 

of a company that could provide all the key requirements for Caribbean studios to access a robust, reliable 

and affordable “Studio in the Cloud” system. 

 

LoUPE by Tangent Labs is a fully integrated production pipeline tool that is designed to help regionally- 

diverse groups of creative talent to collaborate more efficiently, while removing the requirement to use 

multiple disparate tools to manage a production pipeline. Through a cloud-based system, LoUPE enables 

the cooperative collaboration of regional artists and companies, forming the essence of a larger studio 

network and subsequent economies of scale. Enabled by the seamless integration of LoUPE’s 5 key 

components (Asset Management, Project Management, Review & Collaboration, Render Management 

and Reporting & Analytics), the production hub of the Caribbean Animation Business Model will have an 

increased and more efficient production output, which will attract more outsourced material as well as 

more local artistic talent.  

 

The LoUPE application and underlying resources are hosted on AWS (an Amazon technology company). 

The LoUPE architecture follows the AWS Well-Architected Best Practices and is subject to regular review 

with AWS. The web application is multi-tenant by default; however, individual clients are automatically 

provisioned with storage and resources isolated in their own sub-account for security purposes.  

 

LoUPE by Tangent Labs provides the most complete and cost-effective solution to fostering meaningful 

collaboration and measurable animation sector growth for the Caribbean5. Tangent Labs is a technology 

company based in Toronto, Canada that was built by dedicated artists and developers with decades of 

combined experience in building asset and production management pipeline software for Animation and 

VFX. In 2018, while working on the production of Netflix's feature-length animated film NextGen, Tangent 

Labs developed LoUPE, a SaaS-delivered cloud-based production pipeline for the animation industry. 

Tangent Labs is a Tangent Studios company, alongside Tangent Animation and Tangent Interactive. 

 

  

 
5 Although the Caribbean Animation Business Model project began its content testing with Loupe by Tangent Labs as the service provider, due 
to changes to Tangent Lab’s business structure in 2021, the project completed its content testing with another AWS partner rendering service 
provider – Conductor Tech.  
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9. The Caribbean Animation Business Model 

 

The Caribbean Animation Business Model is proposed to be a series of steps that animation studios can 

follow if they want to do the following, for either outsourced projects, or regional collaborative projects: 

 

• Standardise project management, pipeline management and quality control for a project 

produced by multiple studios in different geographical locations 

• Expand workforce capacity to meet the needs of a project by accessing an up-to-date list of 

regional animation professionals on the project website, both studios and freelancers 

• Access a comprehensive list of incentives and benefits for the animation sector on the project 

website; incentives can position the region as more attractive and competitive to potential 

international clients  

• Provide opportunities to interns to work on projects by hiring them from the project website 

• Become more internationally competitive as a reliable studio/hub for outsourcing 

 

The following table illustrates the steps in the process.  Note that this process for the Caribbean Animation 

Business Model assumes that the studios are aware of the project, the platform and its potential to impact 

their business. This process also primarily focuses on the steps that studios could follow for seeking 

outsourcing contracts. 

 

STAGE 1: INTERNAL ASSESSMENT AND MODEL REVIEW 
review decision - internal gap assessment model investigation outreach 

Studio conducts 
internal 
assessment of 
its goals, vision 
and 
performance to 
determine if 
expansion is 
possible.  

Studio decides to 
expand its operations 
to seek outsourced 
work  
 

Studio conducts forensic 
assessment of staff skills, 
gaps and strengths, to 
determine the resources 
that partner studios 
must have in order to 
complement them and 
fill gaps for future 
projects 

Studio reviews 
Model: 
• Read report 
• Review 

incentives 
• Review 

production 
directory 

• Contact JAMPRO 
• Chat with test 

studios 
• Review LoUPE 

website for 
"Studio in the 
Cloud" details 

Studio uses 
network and 
web portal to 
find a few 
studios and 
conducts 
preliminary 
discussions 
on 
collaborating 
on future 
work; 
establishes a 
few potential 
studio 
partners, has 
information 
on skills and 
strengths. 
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STAGE 2: FIND THE PROJECT 
research + pitch project + partner build the team LoUPE training prepare  

Studio assigns 
internal 
resource to 
develop pitch 
presentations 
based on 
expanded 
capacity with 
potential 
partner studios; 
develop process 
to pitch for and 
apply for 
international 
projects. 
 
Studio arranges 
review of 
Model with 
JAMPRO/ 
partners, and 
demo with 
LoUPE, to fully 
understand 
capabilities. 

Studio contracts 
outsourcing job based 
on expanded capacity.  
Before finalising 
contract with partner, 
have open discussion 
about their plan to 
work together, 
considering: 

• Constraints of fully 
remote work 

• Staff training or 
upskilling required  

• Software/hardware 
investments 

• Time/HR resource 
allocations, etc. 

• Internal 
communication 
strategies 

Agree on human 
resources from each 
studio to be assigned to 
project. 
 
If needed, use 
production directory to 
hire freelancers. 
 
If there is opportunity, 
use production directory 
to hire intern. 

Arrange LoUPE 
licenses for working 
team. 
Ensure there is a 
defined period for 
training on LoUPE 
platform, upskilling 
on the software 
needed for the 
project for relevant 
staff, and 
purchase/preparation 
of machines, 
hardware etc. 

Ensure all key 
elements are 
in place 
before 
starting Stage 
3, including: 
 
Project brief 
Project assets 
from client (if 
any) 
LoUPE 
licenses 
Trained team 
Software and 
hardware 
Preliminary 
project 
schedule 
Anything else 
the project 
requires for 
success. 
 

 

STAGE 3: DEVELOPMENT AND PRE-PRODUCTION 
project roles development  development pre-production pre-

production 

Assign project 
roles: 
Administrators 
Project 
Manager 
Creative 
Director 
Artists 
Quality Control 
Etc. 

 Set up basic LoUPE 
project infrastructure; 
assign teams and 
access levels.  
 
Establish file and folder 
structure on LoUPE for 
all project files. 

Develop/expand/finalise/ 
receive story idea 
(depending on the 
client’s requirements). 
 
 

Develop storyboard 
and script; refine for 
approval. Use 
approved storyboard 
and script to design 
characters etc. for 
approval. 

Will all 
preliminary 
approvals, 
build out 
complete 
project 
pipeline using 
LoUPE 
system and 
assign 
resources 
accordingly. 
 

 

STAGE 4: PRODUCTION USING LOUPE DIGITAL PRODUCTION PIPELINE 
project 
management 

asset management review + collaboration render management reporting + 
analytics 

Finalise project 
management 

Develop and store all 
project assets. 

Produce work. 
 

Complete work. 
 

Produce 
reports. 
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system; ensure 
team is aware 
of processes. 

 
Start production 
process with assets and 
other requirements. 
 

Review, collaborate, 
approve, etc. 
 

Render (cloud and/or 
in-house). 
 

 
Deliver final 
project to 
client. 
 

 

STAGE 5: PROJECT ASSESSMENT AND CLOSEOUT 
post-mortem post-mortem administration closeout  

Conduct post-
mortem with 
team, honest 
assessment of 
all aspects of 
project 
management, 
processes and 
delivery. 
Produce report 
for future 
reference. 

Conduct post-mortem 
with client, get 
feedback on 
performance for future 
reference. 
 
Document 
collaboration process 
and add to report for 
future reference. 

Ensure all parties are 
paid. 
 
Ensure all contracts and 
commitments are 
fulfilled. 
 
 

Ensure all project 
files and archived 
appropriately and 
safely. 
 
Conduct any other 
closeout processes. 

 



 
 
 

 

The Caribbean Animation Business Model – Final Report, December 2021     Pg 16 of 37 

10. Incentives and Benefits for Animation in the Caribbean 

 
As a developing sector in a Caribbean region that has historically based its economic dependency around 

traditional areas like tourism, offshore finance, oil and gas and services, it has been challenging to identify 

a wide range of incentives that specifically target the animation sector across the scope countries. While 

there have been varying degrees of infrastructure development in each country for animation and the 

wider creative industries (including music, film and fashion) over the years, there remain significant 

foundation gaps that stymie the consistent and sustainable development of the sector for all stakeholders. 

 

For the purpose of this project, we have compiled and present below the current incentives and benefits 

that can be applied to the animation sector, for each of the scope countries. This information also provides 

an indicator of the current development status of animation sector in each country. 

 

Jamaica 
 

In Jamaica, there are a number of initiatives across government agencies that animation practitioners can 

access; some are specific to the sector, while others are broader, covering both entrepreneurs and 

creative industry personnel. 

 

• JAMPRO promotes a number of national incentives accessible by registered companies under the 

Fiscal Incentives Act, which are accessed by various entities of government: 

o Employment Tax Credit, which reduces corporate income tax liability to as low as 17.5% 

o Capital Allowances for infrastructure 

o Double Taxation Avoidance Agreements which govern the levying of taxes by two or more 

jurisdictions on the same asset or income 

o Production Input Relief that allows persons registered under the Entertainment Registry 

to import industry-related items. 

Apart from these national incentives, JAMPRO also oversees and executes other programmes that 

are beneficial to the animation sector in Jamaica: 

o The Business of Sustainability for Studios (BOSS) Programme (2016-2019) groomed 

production studios and creative entrepreneurs to sustainably grow their animation 

businesses. BOSS was a “mini-MBA” for creative executives that covers a broader set of 

business principles beyond the technical craft of animation. The programme was funded 

by the World Bank and executed in partnership with the Office of the Prime Minister. 

o The Department maintains a catalogue of Jamaican investment-ready and commercially 

viable local content, which is made publicly available to potential investors, funders, 

distributors and producers for potential opportunities; animation projects are included. 

To apply to be considered for this catalogue, click here. 

 

https://docs.google.com/forms/d/e/1FAIpQLSc5VZVboPt_Zbp84yo1Nv6j-JxOH3hK2CKZbF1FmkmmVp56rg/viewform
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Find more information on these incentives and benefits here, and contact the Film, Animation 

and Music Department at JAMPRO here. 

 

• The CHASE Fund is a national fund that supports development in four key areas, and allocates 

15% of its resources to Arts and Culture. While the fund is primarily focused on the preservation 

of local history through archives, museums, libraries and documentation facilities, animation 

stakeholders may benefit accordingly: 

o Establishment, funding and implementation of programmes for the development of 

talents and skills in the youth of Jamaica in the areas of the Arts and Culture 

o Utilisation of cultural activities in the conveying of development objectives 

o Establishment of opportunities for cultural display and exhibitions to facilitate the show-

casing of Jamaican culture 

o Creation of opportunities for more people to attend and participate in artistic activities. 

See here for more information, and contact the CHASE Fund here. 

 

• The Jamaican Copyright Licensing Agency (JAMCOPY) provides a Cultural Fund from its annual 

revenue for creators and organisations in the literary, artistic and musical sectors. In terms of 

relevance to the animation sector, support would fall under Visual Arts, to which 20% of the fund 

is allocated. The fund supports: 

o Training to improve skills in the creation and management of copyrighted works 

o Supporting activities that strengthen creator organisations and empower creators to earn 

respect and remuneration for their works, in particular the community that JAMCOPY 

serves 

o Supporting competitions and awards to motivate and reward excellence in creative works 

and enhance appreciation for creative works 

o Supporting activities and projects for marketing and distributing Jamaican works locally 

and abroad 

o Supporting well-established national organisations and institutions that promote and 

preserve creative works. 

See here for more information on the Cultural Fund, and contact JAMPCOPY here. 

 

• The Jamaica Special Economic Zone Authority provides tax concessions for entities under the 

Special Economic Zones Act. The Creative Industries and New Digital Media is a priority area for 

the zone, identified as a sector that can provide long-term competitive advantage for Jamaica. 

See here for information on the zone, and contact the Authority here. 

 

• A COVID-19 stimulus package for the Creative Industry is currently available to individuals and 

businesses registered through the Ministry of Culture, Gender, Entertainment and Sport (MCGES). 

Registration is still available to creatives who are most vulnerable to the effects of the pandemic. 

The Registry is aimed at creating an effective information hub that facilitates the delivery and 

https://dobusinessjamaica.com/wp-content/uploads/2020/04/FAQ2019_FAM_LOCAL_PRODUCTION.pdf
https://dobusinessjamaica.com/contact/
https://chase.org.jm/about-the-fund/
https://chase.org.jm/contact-us/
http://www.jamcopy.com/phocadownload/Cultural_Fund/guideline_applicationform.pdf
http://www.jamcopy.com/contact-us.html
https://www.jseza.com/industry/creative-industries-and-new-digital-media/
https://www.jseza.com/contact/
https://www.jbdc.net/index.php/news/438-covid-19-stimulus-package-for-creative-industry
https://www.mcges.gov.jm/eregistry/mission-and-vision
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administration of the processes necessary for the development of an efficient and sustainable 

entertainment industry. Contact the Ministry directly here. 

 

• Exim Bank Jamaica provides loans for any business entity in the creative industry. While their 

primary mandate is to provide financial support to the export sector and its linkages, other 

members of the productive sector are eligible to apply. They also provide a Trade Credit Insurance 

(TCI), which protects receivables against non-payment by local and overseas buyers. The policy is 

tailored to suit specific needs, with insurance premiums at affordable rates. Contact Exim Bank 

Jamaica here. 

 

Barbados 
 

There are no current incentives and benefits in Barbados that are specifically focused on the animation. 

Incentives fall into general creative sector or entrepreneurship categories. Animation practitioners would 

therefore be competing with other sectors for the same pool of support resources. 

 

Institution Name Description Information and Contacts 

    

Barbados Ministry 
of Finance 

Arts and Sport 
Promotion Fund 

Administered by the Ministry 
of Finance, the fund is 
intended to “to assist in the 
financing of the practice of 
the arts and sport in 
Barbados”. Arts organisations 
that apply must be registered 
with the National Cultural 
Foundation. 
 

While the NCF confirms 
that the fund is active, 
there is no application 
information online. 
Communication on the 
fund should be addressed 
to the Ministry of Finance; 
call 246-535-5643 for 
more information. Link to 
Act. 
 

U.S. Embassy 
Bridgetown Public 
Affairs Section 
(PAS) of the U.S. 
Department of 
State 

Public 
Diplomacy Small 
Grants 
Programme 

Proposals are invited for 
programs that strengthen 
cultural ties between the U.S. 
and Barbados and the 
Eastern Caribbean through 
cultural and exchange 
programming that highlights 
shared values and promotes 
bilateral cooperation. 

The programme areas are 
broad. See here and 
contact the embassy for 
more information. 

http://entertainment@mcges.gov.jm
https://www.eximbankja.com/loans/
https://www.eximbankja.com/contact-us/
http://104.238.85.55/en/showdoc/cs/39
http://104.238.85.55/en/showdoc/cs/39
https://bb.usembassy.gov/education-culture/grants/
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Institution Name Description Information and Contacts 

    

National Cultural 
Foundation 

Investors The NCF invites vetted 
investors to invest in a range 
of programmes that can 
benefit practicing animation 
stakeholders, including:  

• Invest in the Cultural 
Industries Development 
(CID) Fund. 

• Invest privately in a 
Cultural Practitioner, 
Cultural Entrepreneur or 
Cultural Organization. 

• Invest in an Approved 
Cultural Project. 

See information on 
investing here, and 
contact the NCF for more 
information. 

National Cultural 
Foundation 

Cultural 
Industries 
Development 
(CID) Fund  

The NCF manages the CID on 
behalf of the Government. It 
is designed to fund creative 
projects and programmes, 
train entrepreneurs in the 
creative industries, and 
provides grants for 
international markets and 
conferences.  

See information on the 
Cultural Industries 
Development (CID) Fund 
here, and  contact the NCF 
for more information. 

Technical and 
Vocational 
Education and 
Training  

CARICOM Skills 
Certificate 

Enables persons or their 
companies to work for or hire 
companies in the Caribbean. 
Relevant to this project 
where studios are seeking to 
expand workforce capacity 
using the model. 

More information on the 
CARICOM Skills Certificate 
for Barbadian citizens 
here, and contact the 
Barbados Accreditation 
Council here. 

Barbados Ministry 
of International 
Business and 
Industry 

Foreign Tax 
Credit Act 

The Act gives provisions for 
companies who make 100% 
of their annual income from 
international companies – 
could be applicable to studios 
that increase their 
outsourcing contract. 

More information here. 
Contact the International 
Business Unit. 

https://ncf.bb/investors/
https://ncf.bb/contact-us/
https://ncf.bb/cultural-industries-development-fund/
https://ncf.bb/contact-us/
https://bac.gov.bb/caricom-skills-certificate/
https://bac.gov.bb/contact-us/
https://internationalbusiness.gov.bb/forms/
https://internationalbusiness.gov.bb/contact-us/
https://internationalbusiness.gov.bb/contact-us/
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Institution Name Description Information and Contacts 

    

National Cultural 
Foundation  

Duty-Free 
Concessions 

The NCF facilitates access to 
duty-free concessions for 
“tools of trade” to be used by 
a creative entrepreneur, 
cultural practitioner or 
government entity. Includes 
audio-visual and technical 
equipment. 

See the list of duty-free 
items here, and contact 
the NCF for more 
information. 

 
 

Trinidad and Tobago 
 
Similar to Jamaica, Trinidad and Tobago has a range of incentives and benefits across different sectors, 

which animation practitioners can directly access. 

 

• FilmTT manages a Production Expenditure Rebate Programme on behalf of the Government that 

can be applied to animated content that is 30+ minutes in length. The rebate can be accessed by 

both local and international animation studios; incoming productions must contract with a local 

production company. For international productions, the rebate is offered in three tiers: 

o 12.5% cash back on qualifying expenses for budgets US$100,000 – US$499,999, plus 20% 

cash back for hiring local labour 

o 15% cash back on qualifying expenses for budgets US$500,000 – $999,999, plus 20% cash 

back for hiring local labour 

o 35% cash back on qualifying expenses for budgets US$1,000,000 – $8,000,000, plus 20% 

cash back for hiring local labour 

For Trinidad & Tobago producers, the rebate offers: 

o A flat 35% cash back on qualifying expenses for budgets US$15,000 – US$8,000,000, plus 

20% for hiring local labour 

See here for more information on the Production Expenditure Rebate Programme, and contact 

FilmTT here. 

 

• The Ministry of Finance offers a range of investment incentives, for which animation producers 

could be eligible: 

o Tax deduction for Sponsorship of Audio, Visual and Video Production – companies that 

sponsor such works are allowed up to 150% deduction of the expense incurred up to 

TT$12 million in a calendar year (updated in 2020/2021 budget, page 4). 

o Tax deduction for artistic works – companies that incur expenditure in creating artistic 

work are allowed a deduction of the expense incurred up to TT$3 million in a calendar 

year. 

https://ncf.bb/2nd-schedule-duty-free-item-list/
https://ncf.bb/contact-us/
https://ncf.bb/contact-us/
https://filmtt.co.tt/rebate/
https://jamprocorp-my.sharepoint.com/Users/nnekaluke/Google%20Drive/Work%20Projects/2021/JAMPRO%20Project%20-%20Sept%202020%20-%20July%202021/Deliverables%20-%20Execution%20Phase/CABM%20report%20for%20publication/info@filmtt.co.tt
https://www.republictt.com/pdfs/national-budget/2020-2021-Budget-Highlights.pdf
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o Tax deduction for production company – production companies that incur expenditure in 

creating its work can access an allowance equal to 150% of the actual expenditure 

incurred in making such productions up to a maximum of TT$12 million (updated in 

2020/2021 budget, page 4). These production companies can also claim an aggregate 

allowance of up to a maximum of TT$2 million with respect to sums paid to finance 

sporting activities and artistic works not related to its own business. 

o Customs duty exemptions – companies involved in the film industry are allowed duty-free 

concessions on machinery, equipment and materials required for the production of 

content. 

See more information here, and the last page of the document for contact information for the 

relevant ministries and agencies for the latest information. 

 

• Tamana InTech Park Animation Studio – a modern 50-60 seat animation studio was recently 

launched at the Tamana InTech Park campus of the University of Trinidad and Tobago. Apart from 

providing training space for the UTT’s under graduate degree in Digital Media Studies – Animation, 

the space is also intended to provide technological and outsourcing support for the industry:  

o A pool of creative staff  

o Project management teams  

o Fully equipped studios  

o Leasing space  

o Leasing equipment  

Contact InvesTT for more information here. 

 

• The Ministry of Tourism, Culture and the Arts maintains an Artist Registry; registered artists 

receive a certificate that they can use to approach companies to invest in their work through the 

corporate sponsorship allowance. While not specific to animation, the benefits of the Artist 

Registry cover a wide range of creative practitioners in Trinidad and Tobago. Contact the Culture 

Division here. 

 

• ExporTT offers a Grant Fund Facility to a range of sectors, including the Creative Industries. SMEs 

that currently earn revenue less than TT$15 million annually and have been in operation for a 

minimum of two years can access 50% of the cost of new capital requirements or expenditure. 

Applicants will be required to meet at least 50% of the cost of the acquisition and the Grant is 

capped at TT$250,000. Contact ExporTT here. 

 

• InvesTT manages a number of ICT incentives that can be applied to the animation sector: 

o A tax allowance set at 150 percent up to $3 million provided to businesses that invest in 

tech start-ups and new tech businesses 

o A tax allowance set at 150 percent up to $3 million provided to businesses that engage in 

technology solutions and digitalization. 

https://www.republictt.com/pdfs/national-budget/2020-2021-Budget-Highlights.pdf
https://www.republictt.com/pdfs/national-budget/2020-2021-Budget-Highlights.pdf
https://www.finance.gov.tt/wp-content/uploads/2017/08/MOF-Investment-Incentives-in-Trinidad-and-Tobago-web.pdf
http://www.investt.co.tt/industries-and-opportunities/animation-studio/
https://jamprocorp-my.sharepoint.com/Users/nnekaluke/Google%20Drive/Work%20Projects/2021/JAMPRO%20Project%20-%20Sept%202020%20-%20July%202021/Deliverables%20-%20Execution%20Phase/CABM%20report%20for%20publication/info@investt.co.tt
http://www.culture.gov.tt/wp-content/uploads/2017/07/ARTT_Digital2017_FAW.pdf
http://nationalregistrytt@gmail.com
https://exportt.co.tt/grant-fund-facility/
https://exportt.co.tt/contacts/
http://www.investt.co.tt/why-invest/economy/government-incentives-to-/
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o A tax allowance set at 150 percent up to $3 million provided to businesses that create 

employment in the technology industry, particularly for young people. 

o All taxes on mobile and digital equipment, mobile phones, software, computer 

accessories and peripherals removed. 

Contact InvesTT here. 

 

Regional/International 
 

From a regional perspective, there is a short list of incentives or benefits that could be useful to animation 

sector practitioners; similar to the situations in the individual territories, there needs to be more 

consistent focus on the infrastructure needs of the sector in order to increase sustainability and 

competitiveness. 

 

• CaribExport is offering a Direct Support Grant to companies operating within CARIFORUM 

countries. Applicants can receive a non-reimbursable grant valued between €5,000 – €15,000 to 

retool their businesses due to the impact of COVID-19, to take advance of benefits gained from 

the EPA, business continuity, or to facilitate digital transformation. More information here and 

contact Carib Export directly here. 

 

• The Compete Caribbean Partnership Facility (CCPF) is a Private Sector Development Programme 

that delivers solutions to stimulate economic growth, increase productivity and foster innovation 

and competitiveness across the Caribbean. Its implementation of projects across the region could 

prove useful to the future growth of sector in the region, as one of their sub-projects was a few 

years ago. The “Caribbean Cluster Initiative for Animation Outsourcing and Intellectual Property 

Development” (listed on UNESCO’s website) was launched in 2016, with the objective of building 

the capacity of the Caribbean Animation Cluster to deliver world-class animation services, in order 

to establish the Caribbean as a competitive supplier of animation production and post-production 

services.  

 

Compete Caribbean is a development program that provides technical assistance grants and 

investment funding to firms and entrepreneurs to take a chance on an innovative, risky business 

idea to improve the revenue performance and competitiveness of the firm. It is funded by the 

Inter-American Development Bank (IDB), the United Kingdom Department for International 

Development (DFID) and the Government of Canada. Although there are no active projects 

related to animation on their website at this time, the services that they offer could prove 

beneficial to the growth of the Caribbean’s animation industry development in the future.  

 

• Since 2008, the ACP-EU (African, Caribbean, Pacific to European Union) Cultural Programme has 

provided funding and technical assistance to the African, Caribbean and Pacific regions to 

specifically support culture and creativity in the ACP countries. Implemented by the Secretariat of 

http://www.investt.co.tt/contact/
https://www.carib-export.com/export-development/direct-support-grants-programme/
http://dsgpinfo@carib-export.com
https://www.competecaribbean.org/our-pillars/
https://en.unesco.org/creativity/policy-monitoring-platform/caribbean-cluster-initiative
https://www.acp-ue-culture.eu/en/about/
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the ACP Group of States and funded by the European Union, the “ACP-EU towards a viable cultural 

industry” programme (ACP-EU CULTURE) intends to boost the potential of the cultural and 

creative sector and its contribution to the social and economic development of the ACP countries. 

With a budget of 40 million € for the period 2019-2024, the programme aims at: 

o Encouraging entrepreneurship and cultural innovation, as well as the participation of the 

youth 

o Creating new jobs and increasing artists’ and cultural professionals’ revenues 

o Raising the quality of the ACP cultural productions, 

o Valorising the cultural productions and artists from the ACP countries on international 

markets. 

Within the Caribbean region, citizens from 16 countries are eligible to apply for the programme. 

For the 2019-2024 programme, it is being administered through two support mechanisms. 

1. ACP-EU Audiovisual Co-Production Funds – there are three programmes: 

a. Fonds Images de la Francophonie (OIF): The Fonds Images of the Organisation 

internationale de la francophonie (OIF), in partnership with the Film Industry 

Support Fund (FONSIC) of Côte d’Ivoire have set up the CLAP-ACP scheme with 

the financial contribution of the ACP-EU Culture programme. CLAP ACP aims to 

strengthen the film and audiovisual sector in the countries of the Organisation of 

African, Caribbean and Pacific States by facilitating co-production. Ultimately, the 

aim is, among other things, to increase the volume of co-productions and 

optimise their efficiency and dissemination. More information here. 

b. Fonds de la Jeune Creation Francophone (CNC): The Fonds pour la Jeune Création 

Francophone supports film projects (short and feature-length films), audiovisual 

series and web content through the allocation of selective aid that can intervene 

at the development, production and/or post-production stage. Thanks to the 

involvement of broadcasters in the scheme, the fund also makes it possible to 

assess the distribution potential of projects as soon as they are selected. Within 

the framework of the ACP-EU Culture programme, the DEENTAL-ACP action will 

enable projects receiving production support from the Fund for Young 

Francophone Creation to obtain additional support (called “Bonus”). More 

information here. 

c. World Cinema Fund: The World Cinema Fund (WCF) has launched the WCF ACP 

programme, which offers an additional funding opportunity for projects in the 

WCF and ACP regions. It will supplement the funding of projects whose financing 

has been recommended by the WCF or WCF Africa jury to potentially double or 

even triple the production funding granted to these projects. More information 

here. 

 

2. Support for the Cultural and Creative Sectors in ACP Countries –  In the 

Caribbean, UNESCO, the University of the West Indies and Caricom have joined forces to 

https://www.imagesfrancophones.org/
https://www.acp-ue-culture.eu/wp-content/uploads/2021/03/AUDIOVISUAL-CO-PRODUCTION-CLAP-ACP-web.pdf
https://www.cnc.fr/professionnels/aides-et-financements/multi-sectoriel/fonds-pour-la-jeune-creation-francophone_1151039
https://www.cnc.fr/professionnels/aides-et-financements/multi-sectoriel/fonds-pour-la-jeune-creation-francophone_1151039
https://www.acp-ue-culture.eu/wp-content/uploads/2021/03/AUDIOVISUAL-CO-PRODUCTION-DEENTAL-ACP-web.pdf
https://www.berlinale.de/en/world-cinema-fund/funding-programmes/production-support/wcf-acp/wcf-acp.html
https://www.acp-ue-culture.eu/wp-content/uploads/2021/03/AUDIOVISUAL-CO-PRODUCTION-WCF-ACP-web.pdf
https://en.unesco.org/fieldoffice/kingston
https://www.uwi.edu/
http://www.caricom.org/
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organise support for operators in the cultural and creative sectors in the region. This 

regional support action targets the main constraints to the growth of cultural and creative 

industries in the Caribbean: obstacles related to obtaining financing, capacity building and 

market access. Furthermore, although Caribbean artists enjoy broad freedom of 

expression, there is a need to strengthen policies and measures to promote social and 

economic rights as set out in the UNESCO Convention on the Protection and Promotion 

of the Diversity of Cultural Expressions. More information here. 

See here for calls for proposals for each of these support mechanisms. 

 

• The Economic Partnership Agreement signed in 2008 between the countries of the European 

Union and CARIFORUM (which pioneered North-South regional trade agreements designed to 

redress asymmetric exchanges in trade) includes a section entitled " The Protocol on Cultural 

Cooperation". The Protocol sets out a framework dedicated to facilitating cultural and creative 

exchange between the country groups in the audiovisual sector, that also includes the animation 

sector. The framework allows for the 9imporived exchange and flow of audiovisual products and 

services between CARIFORUM countries and EU countries. To date, there is no published evidence 

of companies successfully activating the terms of the Protocol.  

 

 

 

 

  

https://www.acp-ue-culture.eu/wp-content/uploads/2021/03/Me%cc%81canisme-re%cc%81gional-EN-THE-CARIBBEAN-web-1.pdf
https://www.acp-ue-culture.eu/en/calls-for-proposals/
https://ec.europa.eu/assets/eac/culture/policy/international-cooperation/documents/cultural-cooperation-protocol_en.pdf
https://ec.europa.eu/assets/eac/culture/policy/international-cooperation/documents/cultural-cooperation-protocol_en.pdf
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11. Deploying The Model – Possible Approaches  

 

Apart from the technological facilitation of a “Studio in the Cloud”, key to the development of the 

animation business model is the consideration of how it would be deployed, and who would be 

responsible. While JAMPRO and its partners have committed to producing a business model for their 

stakeholders, at this time there is no commitment for these parties to manage the deployment of the 

model within the current scope of this project, or once the project has been completed. 

 

Exploring these possibilities and agreeing on the best approach for the Caribbean would be important to 

determine. At this time, there are three possible approaches to the question of how to deploy the model, 

which are offered for discussion and further exploration: 

 

a. An anchor studio in each territory – This is a self-regulated system, leaving it to the private studios 

to use the model according to its guidelines. It is recommended that JAMPRO and the project 

partners commit to the proactive promotion of the model to their stakeholders once the project 

is completed, incorporating the generation of the model and its benefits at relevant opportunities. 

For example: 

• Build into regular messaging platforms, such as e-newsletters, or social media posts 

• Connect to education or funding programmes, offering the model as an option for 

consideration to execute related projects 

• Incorporate into public presentations to stakeholders, such as at meetings, festivals, 

markets etc. where stakeholders are present 

• Incorporate the website www.caribbeananimation.com into ongoing marketing plans. 

 

Keeping in mind that all animation studios in the region are private for-profit entities, and that 

resources and work at this time are generally tight, at least one studio in each territory must 

commit to: 

 

• Assign staff to manage the model and how it is used 

• Be trained on the “Studio in the Cloud” system, and investing in required 

software/hardware etc as needed 

• Manage the agreed standards necessary for the collaborative pitching for projects  

• Work regularly with anchor studios in other countries to proactively pitch for 

international projects—facilitated by markets, opportunities presented by network 

contacts, future opportunities presented by government agencies like JAMPRO, etc. 

• Take turns as lead studio for pitching and overall project administration 

• Actively hire from registered list of freelancers (refer to production directory on 

www.caribbeananimation.com for most complete list of animation freelancers in the 

region) to increase employment opportunities. 

 

http://www.caribbeananimation.com/
http://www.caribbeananimation.com/
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b. A regional agency established to drive development of the animation sector, and deployment of 

the model – This is a centrally-regulated system, placing responsibility for managing the model, 

maintaining the standards, and driving use of it to attract outsourcing work to the region, onto an 

agency that works on behalf of the studios to bring them work, but also on behalf of the 

governments to grow the collective industry, increase employment, and take a collective 

approach to raising the profile of the Caribbean animation sector directly to its target markets. 

Such a regional agency does not currently exist, but is recommended for consideration or 

incorporation into future planning. 

 

c. Each of the partners of the current project commit to working together to deploy and manage the 

model – This approach leverages the fact that each of the project partners already has a focus on 

the animation sector, either from an industry development perspective (JAMPRO, NCF, Animae 

Caribe) or from a training/ lobbying/ organising/ stakeholder perspective (JANN, TTAN, Animae 

Caribe); they are therefore already invested in the success of the industry. Each of the partners 

would be charged with integrating management of the model into their operations, and would be 

responsible for deploying it to interested studios, and maintaining the standards laid out in the 

model. 

 

For the foreseeable future, all the information regarding the Caribbean Animation Business Model will be 

stored on the web portal www.caribbeananimation.com, which is managed by the regional project 

partners. Project Sponsor JAMPRO will also continue to be a primary source of information and guidance.  

http://www.caribbeananimation.com/
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12. Potential Barriers to Success of the Caribbean Animation Business Model 

 

As a new way of working in animation for this part of the world, some consideration must be paid to 

the potential barriers for the introduction of a system that calls for significant levels of collaboration 

and compromise. In the course of developing their businesses in a sector where there are still 

foundational gaps in the infrastructure, it is understandable that animation studios would develop 

their capacity, expertise and internal processes according to their unique and individual 

considerations.  

 

To best leverage the potential benefits of the Caribbean Animation Business Model, a studio must 

first conduct an objective assessment of its organisational goals, determine/re-focus on the vision for 

its growth and evolution, and decide on how the model could be a key tool in the process; this is 

addressed in the first stage of the model in the flow chart in Section 9.  Here are some other potential 

barriers to success of the model in the Caribbean: 

 

• Latency – For each of the “Studio in the Cloud” systems, the latency (the lag or delay in 

communication over a network, relevant here for the high-speed processing and rendering 

required for animation projects) will have to be considered, as this will directly affect the 

region’s performance and reliability as a service provider. LoUPE by Tangent Labs, the 

selected supplier for the “Studio in the Cloud” system, would be key to addressing any latency 

issues for the Caribbean, leveraging their relationship with technology giant AWS (which 

provides the data centres) to expand and maintain capacity to consistently service the 

Caribbean. 

 

• Lack of trust informed by past experiences – Based on anecdotal evidence, and given the 

nature of inter-personal relationships, it is a real concern that lack of trust based on past 

challenges could be a barrier to persons wanting to commit to work together in a long-term 

manner with studios and freelancers outside of their usual circle in order to pitch for and 

collaborate on outsourcing projects. There could be a natural preference for a studio to 

maintain its usual way of operating, even if that means staying small. To increase the potential 

for model adoption and project success, this is an issue that would need to be directly 

addressed by the studio heads, connecting to the earlier point about defining the growth path 

for the studio, and the role to be played by the model. 

 

• Inconsistency of training on software in demand by potential international clients – At this 

time, as far as we are aware, there does not seem to be consistency among regional tertiary 

institutions in terms of what they teach in animation programmes, resulting in potential gaps 

between what students are learning, and what studios and potential clients require according 

to best practice and industry trends. In addition, based on the stakeholder survey and on the 

experience of the three studios that participated in the model testing exercise, persons are 
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trained on a range of software options that may initially prove to be incompatible to a more 

collaborative process.  

 

• Inconsistency of project rates across the Caribbean – At this time, there is no consistency for 

rates quoted for outsourced jobs. Rates are informed by demand for work, cultural and 

economic norms within each territory, and real or perceived brand value of a studio. In order 

for the region to effectively collaborate on outsourcing projects, there must be a consistent 

agreed rate schedule applied to all such work. This is an undertaking that is recommended for 

consideration by the project partners, who are in direct contact with the majority of 

animation stakeholders in the scope countries. As a form of industry growth and maturity, it 

is recommended that the partners collaborate on a project to establish project rates that can 

be published and promoted on www.caribbeananimation.com. Not only can such an 

approach create more transparency, trust and confidence in the relatively untested Caribbean 

region for outsourcing, but it also starts to level the playing field among the studios.  

http://www.caribbeananimation.com/
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13. Testing the Caribbean Animation Business Model – A Case Study 

 

As mentioned, testing the Caribbean Animation Business Model has been a critical part of the overall 

project. This was deemed necessary in order to increase the likelihood that, once published, regional 

animation studios would be able to learn from the experience, and incorporate these experiences into 

their considerations for adopting the model in their own operations.  

 

Animation studios from Jamaica, Barbados and Trinidad and Tobago were invited to apply to participate 

in the testing process. One studio from each scope country was selected based on scored criteria; the 

review committee was comprised of project partner representatives from each scope country.  

 

The studios selected were: Liquid Light Digital (Jamaica), BounceHouse Creative Studio (Barbados), and 

EyeScream Animation (Trinidad and Tobago). Over the last several months, the three selected studios 

have been collaborating virtually from their home locations on the development and publishing of a one-

minute 3D animation piece, using the Caribbean Animation Business Model. The studios have been 

working together on all aspects of the development, creation and project management of this piece of 

content.  

 

It is worth bearing in mind that the studios were confined to the terms of the testing exercise, and 

therefore the experience would not exactly match that of a commercial studio process. However, the 

development and production processes are similar enough to be able to document some key learnings 

for future use. 

 

The following is a summarised timeline of the activity process undertaken by the studios to complete the 

exercise.  

 

Administration 

• After completion of the administrative and contracting process, the studio representatives met 

the project partners for a discussion about the overall project, expectations etc.  

 

• In a separate session, the studios were also provided with a demo of the LoUPE platform by the 

company personnel. 

 

• A WhatsApp group was then set up for the working members of the team. This has been the 

primary form of communication for the studio representatives, with meetings scheduled as 

needed over the course of the project. The group has not only provided a record of the process 

for the team members, but also has been the primary space to share ideas, designs, images for 

quick feedback, discussion and resolution. If an issue was unable to be resolved via that medium, 

then a working meeting would be scheduled. 
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• Roles were assigned within the team for Project Manager (Wendell Murphy, EyeScream 

Animation), Creative Director (Adrian Lopez, Liquid Light Digital), Pre-Production Designer (Tristan 

Roach, BounceHouse Studios). Both EyeScream and Liquid Light provided animators from their 

studios to work on production aspects over the course of the project. 

 

Development 

• The studio representatives were added to a Google Drive folder with all the project files for the 

Development stage. This was used as a placeholder for files until the team moved over to the 

LoUPE platform. 

 

• At the first development meeting, the studios reviewed the project ideas that they had each been 

asked to bring to the table; they had been advised early on that they would have to unanimously 

select an idea to develop for the video. The group decided quite quickly to work on an idea 

submitted by EyeScream Animation, and began the process of expanding on the story idea.  

 

• The team spent several weeks working on developing the story idea, and producing a basic script.  

 
Pre-Production 

 

• Once the story idea was locked, BounceHouse Studio was tasked with designing the characters 

and environment for the video.  

 

• When the design was tweaked and approve by the team, BounceHouse developed a storyboard 

for the video. 

 

Production 

 

• At the start of the Production Phase, the team’s work moved over to the LoUPE platform, where 

the rest of the project would be managed, assets uploaded, and production and post-production 

conducted. 

 

• EyeScream worked on the 3D layout and modelling, and the creation of assets for uploading to 

LoUPE for the rest of the production phase. 

 

• As the assets are uploaded, Liquid Light is creating the animation using Blender and the LoUPE 

platform.  

 
Post-Production 

 

• Post production and rendering is currently underway.  



 
 
 

 

The Caribbean Animation Business Model – Final Report, December 2021     Pg 31 of 37 

 
 

 

Key Learnings from the Studio Testing Exercise  

 

• There is great potential for this way of working among studios to be adopted more frequently in 

the future by Caribbean studios. While there were some delays to the project and some 

challenges to be solved along the way, the participants were committed, professional, interested, 

passionate about what they do, and exhibited real talents in their chosen professions. 

 

• Front-load conversations about the expectations, that each studio has, the expected objectives 

and outcomes of the project, and the skill sets that each studio can bring to a project before 

making a commitment to work together. Working out these key issues well ahead of time would 

be key to a smoother working process as the work progresses. 

 

• Given that there would be multiple schedules to navigate, as well as a requirement to deliver the 

project on time, set a project schedule well in advance of execution, and set realistic timelines 

and deadlines for each phase of the work. This is particularly important if the studios have not 

worked together before; building in time to figure out issues as the work progresses would be a 

key to success. 
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14. Profile of Animation Personnel in Jamaica, Barbados and Trinidad and Tobago 

 

A key part of this project was updating our understanding of the current skills, experience and capacity of 

the participants in the animation sector in Jamaica, Barbados and Trinidad and Tobago. A stakeholder 

survey was conducted in August 2021, directly targeting the memberships and stakeholder contacts of 

the four regional partners: Jamaica Animation Nation Network (Jamaica); National Cultural Foundation 

(Barbados); Trinidad and Tobago Animation Network (TTAN) and Animae Caribe (both in Trinidad and 

Tobago). The survey was addressed to three key groups: Professional Studios and Freelancers; Business 

and Project Administrators; and Interns. Each group was given the option to opt-in to creating a public 

profile on the website www.caribbeananimation.com (an overwhelming 95% of respondents opted in to 

the web portal profile). 

 

It was important to distinguish among these groups, because the building of such a dynamic industry 

requires the inputs of different skill sets at different levels: 

 

• Professional Studios and Freelancers: The creative drivers of the sector; we targeted persons with 

at least three verifiable paid commercial credits. Within this group, certain questions were 

assigned to studios, while others highlighted freelancers. There is an opportunity here to connect 

more freelancers to studios to expand workforce capacity without the costs and processes with 

hiring permanent staff, allowing studios to ramp up on a project-by-project basis. 

 

• Business and Project Administrators: Persons who provide non-creative support services to the 

sector. It is well documented that there is a gap in administrative management roles across 

creative fields in the Caribbean, so it is important to highlight and encourage the expansion of 

persons specialising in these roles for the creative industry: project management, law, accounting, 

non-creative production support, etc.  

 

• Interns: The next generation of professional animation creatives. Often in the region, the path 

from school to professional service provider for animation and other creative sectors is unclear. 

We addressed part of the survey directly to self-taught persons, students or recent graduates of 

university animation or digital arts programmes, who have solid foundations in 2D animation, 3D 

animation and/or VFX. Offering a pool of interns willing to work and learn on live projects not only 

widens the workforce capacity for the professional studios, but also potentially increases the 

number of early-stage entrants moving into full-time adoption of the profession. 

 

Overall, there was a total of 80 responses across the scope countries, with 56% of respondents based in 

Trinidad and Tobago, 38% in Jamaica, and 5% in Barbados. In addition, 67% of respondents fell into the 

Professional Studios and Freelancers category, 24% identify as Interns, while 9% of respondents were 

Business and Project Administrators. This latter breakdown bears out the fact that while there is no 

shortage of creative talent, there is a dearth of administrative talent; it is recommended that agencies like 

http://www.caribbeananimation.com/


 
 
 

 

The Caribbean Animation Business Model – Final Report, December 2021     Pg 33 of 37 

JAMPRO consider future programmes to unearth creative managers and administrators to service these 

industries, or to encourage existing talent that operate in finance, telecommunications, retail and other 

more traditional sectors, to consider applying their skills and talents to animation and other creative 

industries. 

 

In terms of age ranges, the overall results indicate significant participation from and interest by young 

people in this developing sector. Among potential Interns, 90% of those surveyed are between 19-30 years 

old. For Professional Studios and Freelancers, 44% are between 19-30 years old, while 50% of those 

surveyed are between 31 – 49 years old. Conversely, among Business and Project Administrators, 86% of 

respondents are over 30. These numbers bear out the interest that the partners would note from young 

persons in this industry. From a macro-economic perspective, this data highlights the potential for 

regional governments to create employment opportunities for young people in the animation and other 

creative sectors through reliable, consistent investment, structured programmes, and connecting them 

to the international industry. As traditional forms of income stagnate, investment in people and their 

creative potential remains a sure bet. 

 

It is also instructive to examine how people have entered the field in terms of their training. 42% of Interns 

and 35% of Professional Studios and Freelancers are self-taught; of the Professional group, 46% have a 

university diploma or degree. This speaks to the range of ways in which persons find this profession, and 

the need to ensure that there are clear paths to professional work, whether self-taught or formally 

educated. 

 

In terms of skill sets, professional expertise in the Caribbean primarily lies in Motion Graphics and 2D 

animation, with 3D animation skills just behind. This is where it would be key to note the skills that the 

international industry is looking for, in terms of potential outsourcing, and ensuring that future upskilling 

is meeting the needs of clients. 

 

Finally, Professional Studios and Freelancers are most proficient in Adobe Illustrator, After Effects, 

Premiere and Photoshop, with lower numbers of proficiency in the industry-standard 3D software such 

as Blender and Maya. 

 

In order to continue to build a measurable picture of progress in the regional animation sector, it would 

be important for data to be gathered on an ongoing basis. It is recommended that the information 

gathered by this survey be used as a baseline for decision making by the regional partners, to try to 

continue to close the gap between what is produced and what clients require. As part of this effort, this 

stakeholder survey is included on the Caribbean Animation website, completion of which will be a 

requirement for persons applying for a profile on the site. The efforts to establish reliable data on the 

sector should be collective and consistent.  
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15. Companion Project – Caribbean Animation Web Portal 

 

A vital companion project to the Caribbean Animation Business Model is the Caribbean Animation web 

portal. As previously mentioned, the portal was developed jointly by the project partners and serves as 

the primary location to find information on the Caribbean Animation Business Model. In addition, the web 

portal will host an animation production directory, where studios, freelancers, interns and other support 

services can find each other, expand workforce capacity and engage in employment opportunities; all 

users can find information on the available incentives in the Caribbean for this sector; and potential 

regional and international clients can find resources in the Caribbean in one place.  

 

While the website is launched with information focused on the three initial scope countries (Jamaica, 

Barbados and Trinidad and Tobago), the goal is to continue to expand the contents of the web portal to 

be a true representation of the regional animation sector. 

 

The website can be accessed from the following link: www.caribbeananimation.com  

 

  

http://www.caribbeananimation.com/
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16. Appendix 1 – Still Shots from Explainer Video Produced by ListenMi Caribbean 
 
A companion video was produced by Jamaican animation company ListenMi Caribbean that will precede 

the launch of the Model and website. See below for a few still shots from the animated video. 
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17. Appendix 2 – Images of Caribbean Animation Website in Development 
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