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The Global Talent Census

Who are the students in this dataset, where are they, and how are they educated? This section maps the
global creative talent pipeline — geographic concentrations, discipline breakdown, cohort lifecycle patterns,
self-taught competition ratios, and market intelligence scoring. For institutions planning recruitment,
expansion, or competitive positioning, this is the demand landscape.

3.1 Scale of the Global Dataset

CREATIVE PROFILES ACTIVE CREATORS COUNTRIES ACTIVE (12 MO)

102,407 40,688 179 15,145

total dataset with work or entries asented recent activity

SCHOOL-EDUCATED SELF-TAUGHT

82.5% 17 5%

of active creators of ac creaturs

ur -

Note: The platform-wide ‘qht ratio is significant'v higher . "9%). Self-taught students are underrepresented in the active
subset because school students are mobilised intc oortfolio pubi _ation and competition at higher rates — itself a core finding
of this report.

The global dataset encompasse- 102 (07 creative student profiles, of which 40,688 have demonstrated
active engagement through publisi 1 puirolio work or industry-judged competition entries. The dataset

has grown year-over-year, with the se -taught segment accelerating faster than the school-educated
segment.

3.2 Geographic Distribution

Regional Overview

Europe 49%
Asia-Pacific 23.3%

North America 20.9%
Middle East/Africa 3.1%
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Latin America 2.8%

Other 0.8%

Top 20 Countries
Students Projects Entries Avg Score Industry-
Ready %
1 United North 6216 7253 6314 5 23%
States America
2 France Europe 5171 10627 5514 5.56 34.8%
3 United Europe 4345 6360 4142 4.92 20.6%
Kingdom
4 Spain Europe 4163 10330 3752 5.07 20.3%
5 Malaysia Asia-Pacific 2347 4555 783 4.63 9.5%
6 Australia Asia-Pacific 1843 3749 1443 4.55 13.7%
7 Canada North 1804 2073 TS 5.54 36.7%
America
8 India Asia-Pacific 1790 3595 1249 4.43 12.5%
9 Italy Europe 1541 3503 1260 3 22.4%
10 Sweden Europe 8> 823 ‘96 551 31%
11 Singapore Asia-Pacitic ~]3 823 10, 5.36 26.5%
12 Belgium Europe 756 100¢ 1000 5.42 25.4%
13 Germany Eu op 749 1233 805 5.84 44%
14 Indones.a Asia Pacific 586 1613 274 5.21 30.9%
15 South Asia-Pacific 5575 n52 518 5.42 35.8%
Korea
16 Mexico North 48y 1222 316 4.97 16.1%
Ameri .a
17 South Africa Middle 453 2248 150 4.66 4.4%
East/Afric.
18 Netherlands Europe 436 508 456 5.41 29.4%
19 New Asia-Pacific 388 743 385 4.39 8.8%
Zealand
20 Brazil Latin 388 976 195 4.95 17.8%
America

Most countries cluster within 10-30% Industry-Ready rates, with a median of approximately 22%. Markets
exceeding 35% are outliers that warrant distinct strategic attention — these tend to be markets with strong
institutional density and established pipeline training cultures.

3.3 Discipline Breakdown

3D Animation 16.9%
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Game Design & Development _ 14.2%
Concept Art & lllustration _ 13.5%
Architectural Visualisation _ 4%
Product Visualisation —_ 3.7%
Web Design & Development _-_ 1.1%
wx e Y A, W
70.1% of students have interests spani:u._ ~wlt.ple disciplines
3.3b Where Students Wan» o Work
Studio Aspirations
From 8,232 members who expre “ed :tudio aspirations:
“bh A
@@ 2%
e 5:9%
Dreemtore@ 2:2%
RotGemes@ 1:9%
WetaDor:l@ ... 1:9%
e . 1:8%
leeftg. ... 1:8%
.y 1:2%
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The Competitive Baseline

How good is the work students produce, and what separates industry-ready graduates from the rest? This
section establishes quality benchmarks across learning environments, quantifies the mobilisation advantage
schools hold over self-taught pathways, tracks quality trajectories over time, and provides a school-level
competitive framework with self-assessment scoring.

4.1 Quality Distribution

Most entries cluster within Rank C-B (Developing to Strong Foundation). Few exceed Rank A thresholds.
The distribution forms a quality pyramid where Industry-Ready status remains the exception, not the norm.

Rank A — Industry-ready 22.9%
Rank B — Strong foundation 31.9%
Rank C — Developing 39.7%
Rank D — Not ready 5.5%
A Industry-eady 6.2+ 2.9% 8591
B Strong fo inc. ° 5.0-6.19 31.9% 11991
C L aveloping 2.59-4.. 39.7% 14893
D oo, ady <2.59 5.5% 2074

4.2 Outcomes by Learr... 1) nvironment

Industry-Ready % @ Avg Score

23.3
School/University ) 5.1
19.9
Sl T o — 48
Environment Entries Industry-Ready % Avg Score
School/University 33390 23.3% 5.1
Self-Taught 4159 19.9% 4.76

4.3 The Mobilisation Advantage
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