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Abstract
Animation is a universal form of storytelling, one that crosses language barriers, reaches all ages, and circulates globally. Island of Ireland has emerged as a significant production hub, creating content distributed across more than 180 countries, from acclaimed independent films to major streaming productions. Yet behind this growth lies a workforce that has never been properly examined from a diversity and inclusion perspective. This research asks: whose stories are told, and who gets to tell them?
Ireland has changed profoundly over the past two decades. National statistics shows that approximately 20.3% of Ireland’s population is foreign born (OECD,2024), highlighting a growing multicultural population that is not reflected in the existing industry research. Kerrigan, Liddy, and O'Brien (2023) note that no data exists on ethnic diversity in Irish media workforces, with animation particularly overlooked due to its institutional separation from film and television. The Economic and Skills Analysis of the Audiovisual Sector in the Republic of Ireland (Alma Economics,2024), found that many racially and ethnically minoritised workers across the Irish creative sectors report experiences of discrimination, microaggressions, and barriers to work opportunities. The These absences matter, not only for what they reveal about who enters the industry, but for what they obscure about whose work is ultimately produced, distributed, and discoverable by audiences.

This research examines how minority ethnic practitioners negotiate and reshape creative labour practices and production cultures across the Irish animation industry, on both sides of the border. How do they navigate networks and structures, how they contribute to creative decisions, and how they push back, adapt, and sometimes change the environments they work within.
The study draws on three bodies of scholarship. Creative labour studies examine how work in the cultural industries is organised and how its conditions reproduce inequality. Race and cultural production interrogate how racial dynamics shape creative work and what practitioners do when they encounter structural exclusion. Irish screen industry research, including its policies, institutional structures, and social context. 
The research employs a qualitative, multi-method design. Starting with semi-structured interviews with practitioners across a range of roles like animators, directors, producers, writers, and studio personnel. This will be followed by a practice-based workshop, in which mixed groups of Irish, and minority ethnic animators respond to the same creative brief, generating observable evidence of how cultural identity shapes creative decision-making in real time rather than retrospectively. Document analysis of industry and policy frameworks, case study analysis of selected Irish animated productions, and an auto-ethnographic reflection as the researcher themselves are a minority ethnic practitioner. 
Together, these methods position the research to make an original contribution to understanding how diversity operates not only at the level of workforce composition, but in the production cultures, creative decisions, and ultimately the animated works that reach global audiences from the Island of Ireland.
