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 Digital Animation Industries
Digital Media and Animation have become two of the 
fastest growing industries in the world. They currently 
represent 43.8% of the total global revenue for all 
forms of commercial and industrial computer graphics. 

As the graph below indicates, it is estimated these 
areas will generate an additional US$46 billion in 
worldwide revenue by 2010, creating unprecedented 
demand for qualified professionals and skilled content 
creators with specialised training in this field. 

In a recent report entitled ‘Digital Industry Action 
Agenda: Unlocking the potential’, Australia’s Federal 
Government identified the Digital Content Industry as 
the fastest growing sector globally. It has an estimated 
value to the Australian economy of A$21 billion, 
contributes 3.5% to Australia’s GDP and employs 
300,000 people.  

To secure a key slice of this burgeoning market, the 
report clearly outlines the need for Australia to support 
and educate creative talent in this field and most 
importantly, to produce industry-ready students who 
are able to contribute to the creation and management 
of superior content, and to the Federal Government’s 
projected goal of achieving a sustainable and 
internationally competitive Digital Content Industry 
with a value of A$42billion by 2015. 

The project-inspired curriculum, superior technology 
and unique practical integration programme 
experienced by the JMC Academy’s 3D Animation 
and Digital Media students ensures without question 
our readiness and ability to help government and 
industry meet this challenge. 

Digital Animation at the JMC Academy
The JMC Academy’s Digital Animation post 
production oriented courses are at the leading edge 
of entertainment technology training. They offer 
students extensive instruction in the fundamentals of 
2D and 3D animation, screenwriting, web and graphic 
design, interactive games, special effects, project 
management and the integration of sound and vision 
for the Website, CD ROM and DVD. 

All courses aim to explore key technical, theoretical 
and cultural issues in the creation, production, and 
distribution of digitally animated television, film and 
new media. The courses reflect the world wide trend 
in convergence of traditional and new media into 
the unified digital experience that entertainment has 
become.

Year one introduces the student to the foundational 
skills and tools essential for a career in animation. The 

“	The vision (for Australia) is 

to achieve a sustainable and 

internationally competitive 

Digital Content Industry 

which doubles in value to 

A$42 billion by 2015.”

	 Digital Content Industry Vision   

Federal Government of Australia.

“The Australian games 

development industry  

is projected to triple in  

size over the next five  

to ten years.” 

	 Adam Lancman

	 Former President of the Games 

Developers Association of Australia.
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Application 2005
$ billions

2010
$ billions CAG 3D 

CAG

CAD/CAM $23.4 ($13.6) $29.9 ($21.9) 5% 10%

Art/Animation $12.4 ($9.1) $20.9 ($15.3) 11% 11%

Multimedia/  
Desk-to-Video $45.0 ($14.6) $72.4 ($30.7) 10% 16%

Realtime Simulation $1.7 ($1.7) $2.4 ($2.4) 7% 7%

Scientific Visualisation $10.7 ($3.2) $17.2 ($6.4) 10% 15%

Graphic Arts $19.7 ($9.9) $36.2 ($22.7) 13% 18%

Virtual Reality $2.8 ($2.8) $5.2 ($5.2) 13% 13%

Other $14.7 ($5.2) $23.7 ($10.9) 10% 16%

TOTAL $130.4 ($60.1) $207.9 ($115.5) 9.8% 14%

Source: Machover Associates Corp. ©2005 CMachover (at) aol.com

The dollar figures on the top row of each column represent 2D and 
3D forecasts for worldwide suppliers combined. The dollar figures 
below these in parentheses, represent 3D only. 
CAG = compound annual growth. Amounts are in US Dollars.
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