Gender Bias in Generative AI in the Animation Industry: A Systematic Visual Analysis of Occupational Roles
Abstract
Introduction: The animation industry is one of the creative sectors with significant gender disparities. Joint reports by Women in Animation (WIA) and the USC Annenberg Inclusion Initiative reveal that only 3% of animation directors and less than 1% of VFX supervisors are women. Women’s share of the overall animation workforce ranges between 25% and 34%, but this proportion drops dramatically in leadership and technical positions. Meanwhile, text-to-image generative AI systems such as DALL-E 3 and Gemini are being integrated into the animation industry’s production processes. However, whether historical and institutional biases in the training data of these systems are reflected in their visual outputs remains insufficiently researched. The existing literature has primarily examined gender bias in generative AI systems within fields such as medicine, engineering, and law. No study exists that investigates how these systems represent animation-specific professional roles (distinguished by creative, technical, managerial, and post-production categories) and systematically compares them with real-world workforce data. Furthermore, sector-specific gender data regarding post-production roles is largely lacking. This gap constitutes one of the study’s original contributions.
Method: The systematic prompt protocol developed by Currie et al. (2024) in the field of cardiology was adapted for the animation industry. A total of 18 professional roles across four production categories were queried using the DALL-E 3 and Gemini 3.1 Flash Image (Nano Banana 2) systems, employing only the phrase “typical [role]” without specifying gender. These include creative/artistic roles (animator, character designer, storyboard artist, concept artist, background artist), technical roles (VFX artist, VFX supervisor, rigging artist, lighting artist, technical director), management/leadership roles (animation director, art director, animation producer, executive producer), and post -production roles (editor, compositing artist, colorist, sound designer). For each role, eight repeated individual visuals and group visuals in four contexts were generated in both systems. In total, over 300 characters were evaluated by two independent coders based on visible gender (female, male, ambiguous/neutral), age group (<35/35–55/>55), and skin tone (Massey-Martin scale). In cases of disagreement, a third coder was consulted. Inter-rater reliability was calculated using Cohen’s Kappa. 
Expected Findings: It is expected that AI systems will represent animation professions on both platforms as significantly more male-dominated than actual workforce data. It is anticipated that bias will be higher in technical and leadership roles compared to creative roles. Statistically significant differences in representation patterns are expected to emerge between the two systems. These differences will be discussed in relation to varying training data and safety policies.  
Results and Conclusions: This study is the first systematic research to comparatively examine the gender representation of productive AI systems in the animation industry across four production categories and two different platforms. The findings will be interpreted in line with Locke and Hodgdon’s (2025) four-strategy framework: cultural norm reflector, reality creator, equality enabler, and cultural disruptor. Policy recommendations specific to the animation industry will be developed by linking these findings to the European Union’s regulatory agenda regarding the discoverability of audiovisual content.
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