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Think of this section as a behind-the-scenes look at creative education’s ongoing effort 
to keep pace with an industry that does not stand still.    

It presents the institutional perspectives behind the report’s educational fi ndings. Gathered across 
Europe during 2025/2026 as part of the AVENUE Research initiative, these accounts bring together 
educators and programme leads from institutions working across animation, gaming, XR, virtual 
production, and visual storytelling.  

CHAPTER 13

Educational Refl ections on Emerging Skill Needs 
and Curriculum Alignment Across Ecosystems 

SECTOR OVERVIEW: EDUCATIONAL REFLECTIONS
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Educational Challenges and Training Needs 
in Response to Emerging Skills in the Games 
Industry  
Author: Buendia A., Derolez A., Elahee D., Elahee F., Seamons M., Dupont N., 
Cnam-Enjmin, France

The rapid evolution of technologies and 
production practices in the video game 
industry is continuously reshaping the skills 
expected from graduates entering the job 
market. Educational and training institutions 
are therefore required to regularly reassess the 
relevance of their curricula in order to remain 
aligned with industry needs, while maintaining 
a solid and sustainable educational foundation. 
This report examines the extent to which current 
training programmes respond to emerging 
skill requirements, identifi es the structural and 
operational challenges faced by educational 
institutions, and outlines priority areas for 
future curriculum development, drawing on the 
experience of Cnam-Enjmin and its partners. 

This approach helps develop our students’ 
critical thinking, their ability to take a step back 
and put things into perspective, and distinguish 
what constitutes long-lasting change and what 
or a mere hype cycle. 

However, they can sometimes be unsettled 
when faced with very recent developments, 
which despite our teachings, they do react to, 
albeit in a sceptical way.  

Time constraints also play a big role in a course 
that spans three semesters. It is very diffi cult, 
to train specialists in every emerging fi eld. 
Despite this constraint, Cnam-Enjmin does call 
upon speakers for the industry who impart their 
hands-on experience and knowledge in a way 
that complements academic knowledge. In 
this way, the school stays au fait with the latest 
skills required in the industry.   Current study 
programmes provide students with an overview 
of the fi eld, all while growing their curiosity and 
adaptability, and developing their ability to 
“learn to learn”.  

Educational and training establishments must 
contend with the constant tension between 
rapid evolutions in the technological fi eld and 
the need to provide students with a solid and 
long-lasting foundation of knowledge. Recent 
trends, such as NFTs, blockchain and artifi cial 
intelligence, illustrate the danger of following 
fads too quickly.  

At Cnam-Enjmin, we favour a cautious 
approach: we raise students’ awareness of 
these different innovations, presenting them 
as tools and defi ning their realistic uses, while 
avoiding turning each new development into a 
short-lived speciality. 

INTRODUCTION  

ALIGNING CURRICULA WITH 
INDUSTRY’S EMERGING SKILLS NEEDS 
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Our programmes are developed to sharpen 
critical thinking and independent learning 
with perspective and structured thinking. 
Cnam-Enjmin therefore delivers both a solid 
foundation of technical knowledge and the 
necessary intellectual skills in a changing world. 
Moreover, the real strength of our courses lies 
in the collaborative approach. There is a strong 
synergy between the six tracks, and group work 
on joint projects throughout their programme 
to prepare students for a multi-disciplinary 
professional environment.  

It is important to acknowledge, however, that 
certain needs in the industry are still not fully 
covered. For example, our industry partner, 
Ubisoft, has highlighted that Quality Assurance 
(QA) functions remain unseen in current training 
programmes, and that more needs to be done 
to provide students with marketing skills.  

CHALLENGES IN ADAPTING CURRICULA 
TO EMERGING SKILL NEEDS 

In order to continually meet industry needs, 
particularly in rapidly evolving sectors such 
as video games, audiovisual education 
establishments like Cnam-Enjmin are facing 
many challenges when it comes to updating 
their study programmes. These challenges, 
which appear at different levels, are outlined 
below.  

On a technical level, the software used in the 
industry is continuously evolving. Frequent 
software updates mean that some features 
quickly become obsolete and that interfaces 
regularly change. This dynamic calls for 
establishments and teachers to regularly 
update their lessons and teaching materials, 
which represents a considerable workload. 

For a study programme to be efficient, 
monitoring cultural and scientific aspects in the 
field is a necessity. However, a lack of resources, 
flexibility and staff are a disadvantage in the 
long term.  

On a human level, educational establishments 
must grapple with high turnover among 
teaching staff, who are also professionals 
continuing their career in the industry. This often 
means that they have less time to prepare and 
update lessons, which runs the risk of creating 
inconsistency that is detrimental to the study 
programme. Recruitment difficulties are linked 
to several factors: academic posts are less 
attractive compared to the competitive salaries 
in the industry, complex red tape discouraging 
busy individuals, and a limited availability and 
willingness of qualified professionals from the 
corporate world.  

Furthermore, as society continues to evolve, the 
relationship between students and teachers has 
also changed which requires requiring ongoing 
and nuanced adjustments to teaching methods.  

On an industry level, collaboration between 
education, research and industry remains limited 
and too often ad hoc. The lack of sustainable 
systemic mechanisms for cooperation between 
the research community and the professional 
world reduces educational institutions’ ability 
to quickly align their content with emerging 
needs. On the corporate side, the financial and 
organisational resources needed to keep up 
with scientific and academic advances on a 
regular basis remain insufficient.  

On an institutional level, administrative and 
regulatory frameworks evolve a lot slower 
than technologies and necessary skills for the 
industry. 
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This slowness creates a structural discrepancy: 
by the time a new programme has been 
approved, market needs have already changed. 
This reality means that establishments must 
strike a balance between teaching students 
a solid foundation of skills, including “learning 
to learn”, developing their critical thinking, 
entrepreneurial spirit and general knowledge, 
and gradually integrating specialised 
techniques.  

PRIORITY TRAINING AREAS FOR 
CLOSING SKILL GAPS 

Regarding the recommendations on priority 
areas in student training, it seems necessary 
to address emerging skill shortcomings by 
insisting on both the development of technical 
skills, such as Game Programming, Game 
Design, AI applied to video games, UX/UI and 
Sound Design, and the strengthening of cross-
disciplinary skills, such as multi-disciplinary 
teamwork, project management and critical 
thinking. From a soft skills point of view, students 
would benefi t by being better prepared for 
the realities of the working world: punctuality, 
professional communication, fl exibility, emotion 
management (stress, frustration, positive 
reinforcement, etc.), as well as practising 
intercultural and non-violent communication to 
avoid confl icts.  

Observations from key academic players 
highlight the necessity of favouring creativity 
and hands-on innovation, the capacity to 
quickly produce quality content, and a greater 
agility in integrating market trends and new 
technologies. Another priority area is raising 
awareness of ethical entrepreneurship and 
market relations, including an understanding of 
marketing, fi nancial questions and operational 
realities beyond purely technical or creative 
dimensions.  

To develop these skills, student learning must 
be based upon real-life situation exercises 
which highlight the students’ needs, for instance 
through workshops and inter-disciplinary 
collective projects. In this context, failure must 
not be seen as an obstacle, but as a necessary 
stage in the learning process, provided that 
there is adequate monitoring and guidance to 
limit frustration and boost students’ confi dence.  

Finally, in a context where there are increasingly 
more specialisations and multi-function 
profi les are becoming more common, it is 
recommended to provide students with tools 
that allow them to take a step back and put 
things into perspective. For example, self-
assessments and positioning tools in relation to 
video game professions, access to knowledge 
databases, scientifi c and cultural monitoring, 
and critical refl ection documents. At Cnam-
Enjmin, we believe that combining regularly 
updated technical skills with soft skills training 
would constitute a balanced and long-lasting 
approach that prepares graduates to adapt to 
the changing needs of the industry.
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Future-proofing Animation Education:  
From Craft Excellence to Cross-ecosystem
Innovation 
Author: Katrine Broe Møller Sørensen, The Animation Workshop, VIA University College 

INTRODUCTION  TAW PROGRAMMES  

The Animation Workshop/VIA University College 
(TAW)is internationally recognized for its strong 
industry orientation and excellence in animation, 
games, and visual storytelling. As Denmark 
undertakes a national reform of professional 
bachelor’s programmes, TAW faces a pivotal 
moment in which long-standing pedagogical 
traditions, industry expectations, and rapidly 
evolving technological conditions intersect. This 
report examines the structural, technological, 
and curricular challenges shaping TAW’s 
future development, with particular emphasis 
on graduate employability, the accelerating 
impact of emerging technologies such as 
generative AI, and the evolving competency 
demands within the Digital Visual Industry. By 
analysing knowledge gaps, sectoral trends, 
and institutional needs, the report outlines 
strategic considerations for sustaining TAW’s 
artistic identity while ensuring relevance in an 
increasingly dynamic and interdisciplinary 
professional landscape.  

The Animation Workshop/VIA University College 
(TAW) enjoys a strong and wide reputation 
due to high-quality programmes it provides 
for the international animation, game, and film 
industries. TAW ranks as the 2nd best animation 
school in Europe, and 3rd best worldwide in The 
Animation Career Review 2025 and 9th best 
among Top Creative Schools within production 
Excellence 2D Animation by THE ROOKIES in 2024 
(Animation Career Review (2025); The ROOKIE 
(2024).  

TAW offers two bachelor’s degrees: Character 
Animation (with two specialisations: 
Character Animation and Computer Graphic 
Art) and Graphic Storytelling. Across these 
specialisations, the programmes aim to qualify 
graduates to independently and creatively 
manage idea development, design processes, 
and execution of complex animation tasks in 
the film, media, games, dissemination, and 
communication industries within the wider visual 
creative industries, the experience industry, and 
in broader professional contexts, nationally and 
internationally. The program enables students 
to assess and apply relevant methods and 
processes, including the latest technologies, and 
are designed to develop the student’s ability to 
exercise professional judgment in all aspects of 
the field. 

Image by The Animation Workshop 
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STRUCTURAL FACTORS AND CURRENT 
CHALLENGES  

In the coming years, The Animation Workshop 
will undergo an extensive reform process as 
part of a national restructuring of professional 
bachelor’s programmes in Denmark. This 
reform seeks to modernise curricula, strengthen 
professional relevance, and align educational 
offerings with emerging industry needs. 
However, the process introduces uncertainty 
regarding the future structure, content, and 
governance of TAW’s programmes. A key 
element of the reform is that every professional 
bachelor’s degree program in Denmark will be 
shortened by approximately three months. The 
overarching challenge for TAW will therefore 
be how to maintain and improve the quality of 
training and teaching, particularly in relation to 
the challenges identified in this report, within a 
shorter timeframe.  

Another central focus will be increasing 
flexibility within curricula to make programmes 
more adaptable to technological change 
and to the implementation of new knowledge 
generated by research and development 
projects. Consequently, institutional planning 
and strategic development must balance the 
demands of reform with the need to preserve 
TAW’s distinctive artistic and industry-oriented 
profile.  

Within the industry, TAW is known and 
appreciated for educating technically skilled, 
creative graduates who excel in collaborative 
work. Graduates can act independently 
and entrepreneurially, pursuing careers 
as freelancers or in other self-employed 
capacities, while also being capable specialists 
in production environments both within and 
beyond the Digital Visual Industry sector. 

However, over the past decade, the industry has 
undergone a significant cultural transformation. 
Outdated structures are being dismantled, 
and there is increasing focus on diversity, 
equality, inclusion, and sustainable working 
environments. At the same time, the field is 
experiencing rapid technological and cultural 
development. Technological advances affect 
not only the tools used to create traditional 
content but also the media and channels 
through which communication now occurs. 
Graduate unemployment and the pace of 
technological development currently represent 
the most significant challenges for TAW. These 
will be elaborated below.  

Graduate Unemployment  

Several studies indicate that graduates 
generally struggle to gain a foothold within the 
digital visual industry (DVI), and unemployment 
rates are high compared to the national average 
for graduates across all educational programs. 
The animation industry in Denmark and abroad 
is highly sensitive to economic fluctuations, and 
in general it is difficult for recent graduates to 
secure permanent positions. As a result, many 
graduates typically rely on unemployment 
benefits in between short-term contracts.  

The industry is also characterized by project-
based workflows: candidates are employed 
on seasonal project jobs that end when a 
production wraps up, since very few studios can 
afford to maintain a large permanent staff when 
they are not in production. Many graduates, 
particularly at the start of their careers, which is 
also the period when graduate unemployment 
is measured, will therefore face an unstable job 
situation, experiencing periods without steady 
income. 
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According to the national report 
“Arbejdskraftanalyse af den digitale visuelle 
industri”1 recent graduates struggle to gain a 
foothold in the digital visual industry labour 
market. This is a general trend that also applies 
to graduates from the BA in Animation. The 
same view is echoed in the Digital Visual Industry 
20222 report, which states, among other things, 
that “(..) it is becoming harder and harder to 
find entry-level jobs for graduates and junior 
professionals. (The Animation Workshop/VIA 
University College. (2023))3.”   

The question is therefore how we can adapt 
the program to best support our students and 
graduates in getting a good start to their careers.   

Technological development is accelerating. 
The widespread introduction of AI in animation, 
special effects, and game production has 
made it increasingly clear that technological 
advances fundamentally shape the industries in 
which animation graduates seek employment. 
As an educational programme, responding 
quickly to these rapid changes is challenging. 
Key questions arise, such as how can instructors 
remain up to date, and how do we determine 
which trends the programme should adapt 
to? Additionally, the industry emphasises 
that learning specific software is insufficient. 
Students must build the capacity to learn 
new technologies and develop strong digital 
adaptability.  

These developments extend far beyond AI. New 
production methods are emerging constantly, 
transforming the industry in both small and 
large ways. 

The fast pace of technological 
development and TAW’s ability to adapt   

As one respondent put it in the Digital Visual 
Industry report: “Technology is changing the 
landscape faster than expected. So many 
workflows are quickly getting outdated. Things 
that were hard to produce 3 years ago are today 
easier and almost real-time1. ‘‘ 

This presents several challenges for TAW. The 
institution is structured around instructors with 
strong professional experience in the subjects 
they teach. Cutting-edge technologies, by 
definition, are new and often disruptive, making 
it difficult to find instructors with both credibility 
and deep, hands-on expertise. Additionally, as 
a highly specialised educational environment 
with limited financial resources, TAW must 
carefully prioritise investments in hardware, 
software, and faculty competence development 
to remain up to date. In other words, TAW must 
determine how to integrate new technologies 
and technological understanding into teaching 
in ways that do not depend on instructors having 
many years of direct experience with each new 
tool.  

Image by The Animation Workshop
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IT-driven Technology and Generative AI  

Questions about knowledge gaps raise     
important   dilemmas regarding the future 
direction of the programmes. Should the 
curriculum be redesigned so students are better 
prepared for industries that are less vulnerable 
to economic fluctuations? Should internships, 
career guidance, and skill development 
emphasise broader competencies such 
as interdisciplinary innovation or effective 
communication to help graduates develop 
unique career pathways or transition into 
adjacent sectors?  

These considerations challenge the    
programme’s long-standing emphasis on 
craft-based expertise, which has been a 
defining strength for more than two decades. 
Engaging with emerging technologies and 
cross-disciplinary skills may support graduate 
adaptability, but also risks diluting the 
strong professional identity the programme 
has cultivated. Conversely, maintaining a 
narrow specialisation may leave graduates 
struggling to secure sustainable employment. 
The identification of focus areas for closing 
knowledge gaps therefore requires careful 
exploration of these tensions.  

The AVENUE team identified key cross-sector 
areas vital for training across five ecosystems: 
Artificial Intelligence, Work Environment & Soft 
Skills, Innovation & Entrepreneurship, Production 
Management, and Co-production. These 
areas are relevant in multiple ways for future 
development and educational needs at TAW. In 
particular, the need to understand AI’s current 
and future role in the Creative Digital Industries, 

its ethical and pedagogical implications, and the 
requirements for educators and professionals 
to continually adapt curricula and skill sets is 
especially pressing.  

One of the focus points for the coming years 
will be mapping industry usage of technology. 
In the report mentioned above, one respondent 
described what is required of graduates 
from programs like ours: “Learning buttons/
UI means nothing, as they will change.” 
Another stated: “Being able to learn trumps 
knowledge.” Elsewhere, Johannes Saam 
(creative technologist) said, “Combining old 
and trusted with fringe technologies leads 
to magnificent creations1”. Taken together, 
this paints a picture of graduates needing to 
understand and master principles and certain 
fundamental technologies, while also having a 
meta-understanding of how technology works 
and what it can be used for without necessarily 
locking themselves into specific hardware or 
software.   

Developments in visual AI tools have left TAW 
students divided. While many recognise AI’s 
potential as an assistant for visual storytelling 
and pipeline optimisation, students also 
express significant scepticism about AI’s role 
in animation. As software such as Photoshop, 
Blender, and Houdini increasingly incorporate AI 
features, training programmes must evolve to 
teach critical evaluation, creative application, 
and responsible innovation. Continuous 
professional development is essential to ensure 
that educators and industry leaders remain 
capable of guiding students through this digital 
transformation. The core challenge will be 
ensuring that students develop strong IT-based 
technological skills while maintaining a high 

KNOWLEDGE GAPS ACROSS 
PROGRAMMES
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level of narrative and artistic competency. As noted in the 2025 European Media Industry Outlook stats4: 
“As technological advancements reshape the industry, demand for specialised skills is increasing 
across the audiovisual, news media, video game, and XR sectors. 

The integration of data analytics, AI, and digital content creation requires professionals with expertise 
that is often in short supply. Additionally, the shift towards digital distribution and monetisation 
platforms has altered traditional workflows, requiring a broader skill set among the existing workforce 
to navigate emerging industry dynamics” (p. 30)4: 

However, the report also predicts the growing demand for skills in 3D animation, computer graphics, 
and special effects, as well as storyboarding. This trend “suggests that the adoption of 3D animation 
and related skills is on the rise across the EU film and TV industry, [….] with an increasing number of 
productions embracing computer-generated imagery,” (ibid: p.71). This falls in line with the special 
traits at TAW: Storytelling, art and technology. Future challenges will emphasise the need to combine 
skills sets and make students capable of navigating in different domains simultaneously.   
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Source: Kantar Media, The skills shaping tomorrow’s media ecosystem. Findings and observations from our 2024 
Media Leaders Pulse Survey, 2024.

Main upcoming skills gaps in the media sector

% who view these 
skills, expertise & 
experiences as 
being very 
important to your 
organisation 

Communication skills and storytelling

Data analysis and interpretation

Ability to explain complex techniques

Ability to connect data sources

Data visualisation

Diverse experiences & new 
perspectives

Research expertise

Data science skills - current importance

Handling big data - current importance

Experience using AI - current importance

Experience using AI - 
future importance

Data science skills - future importance

Handling big data - future importance

% who expect 
importance of 
this skill to 
significantly 
increase in the 
next three years
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Implementation of critical (Design) thinking in creative production   

New technological developments such as 
generative AI also present a challenge in training 
the professional and creative judgement 
for students in animation. AI fundamentally 
changes how students approach cognitive 
work, as AI will be used for routine work and thus 
make students less prepared for unexpected 
tasks that require independent judgement5. To 
address this, educational offers in animation 
must design learning environments “that 
encourage ‘cognitive friction’, an intentional 
complexity and ambiguity that resist passive 
acceptance of AI outputs” (ibid.). 

The professional judgement of TAW students has 
already proven to be highly evaluative, critical, 
and reflective. However, students must still 
learn how to tell ‘good’ technology use (re. AI) 
apart from ‘poor’ use. The ambition is to develop 
students’ competencies in communication 
and reflection, so that their profession expands 
beyond craftsmanship alone, enabling 
graduates to collaborate and exert influence in 
a broader context both within and outside the 
DVI industry.  

Implementing critical design thinking 
throughout the animation pipeline encourages 
students to question established workflows, 
aesthetic norms, and narrative assumptions. 
Integrating reflection, iteration, and critique 
into each stage from concept development 
to post-production supports more innovative, 
inclusive, and contextually aware outcomes. 
This strengthens problem solving, collaboration, 
ethical awareness, artistic integrity, and 
production efficiency.  

Related mapping within the PANEURAMA 
project emphasises “the critical importance 
of nurturing human skills within educational 
settings, as teamwork, adaptability, resilience, 
and communication are indispensable in 
the digital workplace. In the creative visual 
industry, effective communication and robust 
collaboration are essential for the successful 
execution of complex projects requiring 
collective effort. Similarly, adaptability and 
flexibility are vital, given the frequent shifts 
in project direction and the necessity of 
embracing new ideas. Moreover, the ability to 
solve problems is crucial for addressing the 
technical and creative challenges that regularly 
emerge in digital production.” (PANEURAMA 
project (2024))6.   

The question remains, how can TAW as an 
educational institution maintain high levels of 
craftmanship while building on critical thinking 
and resilience to marked change?  

Image by The Animation Workshop
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Animation as a cross-disciplinary field  

Developing students’ professional judgment 
and implementing design-based didactics 
will further support their ability to navigate 
applied animation. Applied animation refers 
to the strategic use of animation techniques 
beyond entertainment, including in education, 
communication, healthcare, research, and 
social engagement. 

By combining artistic expression with functional 
goals, applied animation demonstrates the 
medium’s capacity to inform, persuade, and 
innovate across diverse contexts. A challenge 
for TAW is therefore expanding students’ 
understanding of how animation workflows and 
outputs can be used beyond film and graphic 
storytelling.  

In recent years, however, students have 
increasingly moved toward the game industry, 
applying their creative and production skills 
within game development pipelines. Animation 
in games brings characters, environments, and 
interfaces to life, supporting narrative, gameplay 
mechanics, and user experience through 
movement, timing, and visual feedback. It also 
shapes environmental dynamics, visual effects, 
and interactions. The competencies identified 
by the AVENUE project for game education 
therefore apply directly to TAW: mastery of 
game engines such as Unreal, Unity, and Godot; 
creativity in design and storytelling; and the 
ability to integrate emerging technologies 
like AI, VR, and AR. Continuous professional 
development, collaboration, and effective 
project management are essential to ensuring 
quality, efficiency, and adaptability in production 
environments.

Innovation and entrepreneurial skills  

Recent mappings of TAW and other Creative 
educations indicate that students lack 
competences in business development, sales, 
and marketing of creative IPs and creative 
entrepreneurship. These competences are 
broadly underrepresented in the Danish 
educational systems within creative educations 
or degrees targeted the creative industries2. Thus, 
TAW is investigating formats to support student 
entrepreneurship and career development. 

The Avenue project emphasises the role of co-
production and entrepreneurship in driving 
innovation and fostering collaborative ventures 
across borders and disciplines: “To ensure better 
co-production practices in creative digital 
industries, there is a demand for more agile, 
networked, and entrepreneurial approaches to 
content creation and distribution”. Introducing 
a new scheme with 25% refund on eligible 
production costs incurred in Denmark, skills 
in international co-production and financing 
becomes imperative7. However, mapping 
suggests that, despite a rich diversity of program 
formats for entrepreneurship, students tend to 
miss out gaining entrepreneurial skills before 
graduating, as programmes are optional and 
based on self-selection, reaching only a small 
fraction of the student body8.   

To accommodate this challenge, TAW needs 
to enhance industry collaboration, introducing 
mentorships with industry professionals and 
introduce training formats that emphasise skills 
within media business economics, creative 
management, organisational analysis and 
training methods and production studies9. 
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As a university of applied sciences, VIA UC will 
continue to focus on professional training and 
practice-based learning. Questions regarding 
how to support the growing need for student 
production experiences and portfolio building 
will be a focus point for TAW in the coming years, 
as the importance of being able to showcase 
your experiences as an animator becomes more 
crucial in industry recruitment processes2. How 
to improve graduate employability within the 
industry will be a theme for TAW in futureproofing 
its educational offers.        

Organisational (within the creative studio 
or production team)  

Industry (across different organisational 
contexts)  

Political (overall educational and 
governance level)  

Capacity building and professional training at 
TAW thrive when collaboration extends beyond 
the classroom to engage the surrounding 
practice ecosystems. TAW has a strong 
tradition of industry led teaching, drawing 
on professionals from both the national and 
international animation industries. In the coming 
years, the institution aims to maintain this 
industry-led approach and continue building 
strong connections across local, national, 
and international innovation ecosystems. 
In addressing the identified challenges and 
knowledge gaps, TAW proposes several levels 
of implementation and training formats across 
organisational, industry, and political contexts:

•   Self-training trend. 
•   Peer-to-peer learning. 
•   Remote work and creative management   	
     incentives.

•   Improved vocational training. 
•   “Jams” and “Match making activities”. 
•   Innovation Labs / Ideation Weeks. 
•   Mentorships. 

•    Improving flexible and agile curriculum  	
      frameworks. 
•    Implementation of Microcredentials. 
•    Bridging education and research. 

SUGGESTED PRACTICE LEVEL
IMPLEMENTATION  

Image by The Animation Workshop
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TAW faces major structural challenges as 
Denmark’s national reform of professional 
bachelor’s programmes seeks to modernise 
curricula, shorten programme duration, and 
enhance industry relevance. While TAW is 
recognised for producing technically skilled 
and creative graduates, it must now navigate 
high graduate unemployment and rapid 
technological change, particularly the rise of AI 
in animation, games, and digital media. These 
developments demand increased curricular 
flexibility, ongoing faculty upskilling, and stronger 
integration of technological adaptability and 
critical thinking into teaching.  

TAW must also balance its longstanding 
emphasis on craftsmanship and artistic identity 
with the growing need for interdisciplinary 
competencies, applied animation practice, and 
entrepreneurship. Knowledge gaps have been 
identified in areas such as AI literacy, production 
management, innovation, and coproduction, 
prompting TAW to reconsider how it structures 
training to support both creative and 
business-oriented career paths. Strengthening 
collaboration with industry through mentorships, 
innovation labs, and international networks 
will be essential for preparing graduates 
for increasingly dynamic and project-
based creative industries. Ultimately, TAW’s 
reform strategy seeks to preserve its artistic 
distinctiveness while aligning education with 
evolving professional, technological, and 
societal demands.  

CONCLUSION   

Image by The Animation Workshop




