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Introduction &  
Industry Context
This report was commissioned by Screen Ireland in response to the rapid development and potential of the 
screen industry in Ireland.

The sector has been growing rapidly in recent years with 2021 being the busiest year on record for the 
industry in Ireland. 

The record-breaking production figures for the Irish screen Industry in 2021 include the following: 

As well as this recent growth, there are significant indicators of further growth over the coming years with 
current studio infrastructure expansion under way, a number of proposed new studio infrastructure 
coming on stream, and a new games tax credit launching in Ireland in 2023. The outstanding international 

success and awards recognition of Irish talent and Irish films like The Banshees of Inisherin and An Cailín 
Ciúin in 2023 suggests the future is bright for the Irish screen sector if the right funding and support is in 
place. There is clear scope for Ireland to respond to the global content opportunity, by supporting the 
development of companies, talent and the workforce in a sustainable way.

This is a great challenge for the sector. In short, this means increasing existing capacity to meet future 
demand over a 5-10 year period and significantly increasing the size of the industry workforce. A critical 

question that needs to be addressed in the context of this growth opportunity is what does Ireland want 
to be renowned for and what is the appropriate scale to support this? And what skills interventions will be 
required to ensure that capacity will be there to meet the potential increased demand?

+27% +52%Awards

Across feature film, 
documentary, animation 
and TV drama, the total 
production spend in the 

Irish economy for 2021 was 
€500 million – 40% higher 
than 2019’s previous record 

spend.   

Local Irish film activity increased 
by 52% from 2019, reaching 
the highest year ever for the 

category. 

Local TV drama production 
spend increased by 40% from 

2019, showcasing the impact of 
increased funding and support. 

Since Screen Ireland’s introduction 
of development funding for TV 

drama in 2015, TV drama spend has 
increased by 145%. 

Local Irish animation also 
demonstrated an increase 

in production in 2021 of 
27% after a decade of rapid 
growth that culminated in a 
phenomenal surge in 2019, 

where the sector  
quadrupled in size. 

International production activity 
grew by 45% with projects such 
as Disney’s Disenchanted which 
filmed on location in Dublin and 
Wicklow, hiring up to 98% Irish 

crew representing over 1000 jobs 
on the production. 

Throughout 2021, Screen Ireland 
funded film, television and 

animation projects picked up 
over 35 major international award 
nominations including Academy 
Award, Golden Globe, Emmy and 

BAFTA nominations.

+40% +40% +45%
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Sectoral  
Skills Context

Talent and skills development are central to the ambition for a thriving screen sector in Ireland. Current 
government policy on education and skills, particularly in relation to the National Training Fund, is focused 
on industry-relevant skills development, especially work-based learning through apprenticeships and 
traineeships, and the importance of lifelong learning and digital skills. 

Although, there are many sectoral skills gaps to address and skills challenges to overcome, the ecosystem 
to support sectoral skills in Ireland is strong. Some notable recent developments are outlined below.

In March 2019, Screen Ireland was asked to take 
on a new role to first develop and then oversee 
a new  process  for  tracking  training  and  skills  
development  opportunities  on  Section  481  
funded projects, which is a requirement of the tax 
credit. This provided an opportunity for Screen 
Ireland to introduce a more structured approach 
to work-based learning and skills tracking in the 
screen sector. 

The process requires all productions availing 
of the Section 481 tax credit to submit a skills 
development plan for approval to Screen Ireland. 
Since the introduction of the Section 481 skills 
requirement,  over  160  skills  development  plans  
have  been  submitted  to  Screen  Ireland  for 
approval and over 1,700 skills participants have 
been tracked on these productions. 

The Section 481 skills process allows for greater 
engagement between Screen Ireland, producers 
and crew and ensures that formality and structure 
is given to training happening at the coal face. In 
addition, the process yields reliable frontline data 
on key skills shortages and gaps that are being 
experienced on the ground. This in turn allows 
the sector to ensure that there is a pipeline of 
skilled talent to support both local and incoming 
production in a sustainable way. 
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To support access routes and progression 
opportunities, Screen  Ireland  is working with 
industry stakeholders to develop a suite of 
Competency Frameworks for the sector. The first 
of these, the Competency Framework for crew, 
developed in partnership with Screen Guilds 
of Ireland, was launched in July 2022. Further 
Competency Frameworks for Directors, Producers, 
Writers and Animation are in development. 
These Competency Frameworks outline the 
skills, knowledge, competencies, and attributes 
associated with all roles in the screen sector 
and act as a  useful  resource  for  the  Section  
481  skills  tracking  process. They also act as a 
valuable resource for  enhanced  and  relevant  
programme  and  curriculum development at 
third level and support the  development  of 
certification and accreditation models for work-
based learning, and for continuous professional 
development, including micro-credentials. 

Screen Ireland will launch a new, online Crew/
Workforce Database in early 2023 to support 

skills and workforce development in the sector, as 
well as supporting more open hiring and access  
to opportunities in the screen industry. 

To build on growth within the sector and within 
the regions, Screen Ireland has recently invested 
over €3 million towards the establishment of five 
National Talent Academies across Ireland with 
one in Wicklow, one in Limerick, one in Dublin and 
two in Galway, covering the areas of film and tv 
drama, animation and production crew. The aim 
of the Talent Academies is to develop and drive 
opportunities for diverse and regional talent on 
a national level for new entrants, emerging talent 
and established/experienced professionals. This 
includes ensuring opportunity within the industry 
for those who may at present feel precluded from 
a career within the sector. 
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Within Third Level, a number of newly funded 
HEA Human Capital Initiative (HCI) projects are 
supporting the sector. In particular, the Creative 

Futures Academy project (IADT, NCAD and UCD) 
which designs learning experiences that allow 
creatives to shape their future careers and the 
CONVENE project (TU Dublin and UCD) which is 
exploring new ways that academia and enterprise 
can work more closely together to meet priority 
and emerging skills needs. In addition, the HCI 
projects focused on RPL (Recognition of Prior 
Learning) and Micro-credentials also have the 
potential to positively address challenges within 
the Screen Sector. 

The sector is also well supported by a number of 
government funded Skillnet Networks including 
Screen Skillnet, Animation Skillnet, Immersive 
Technologies Skillnet and Gréasán Na Meán 

Skillnet. The Skillnet networks provide a range 
of subsidised and industry-focused skills 
development programmes and initiatives to 
support the development of the wider screen 
sector.

To support more positive work environments 
within the creative Industries, Screen Ireland 
has partnered with the Department of Tourism, 
Culture, Arts, Gaeltacht, Sport and Media, the 
Arts Council, the Irish Theatre Institute and 
Minding Creative Minds on the Safe To Create 
programme, which aims to impact change on 
the culture and practices of the arts and culture 
sectors in Ireland to provide better working 
conditions for artists and arts workers. As part of 
the Safe To Create programme, Screen Ireland has 
developed a suite of free, online, self-led training 
programmes for the sector, covering Health and 
Safety (Screen Pass), Bullying and Harassment, 
Bystander Intervention, and Unconscious Bias.
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One of the key skills challenges within the Screen 
Sector is to provide access to opportunities, 
especially for more diverse talent. One of the ways 
Screen Ireland has approached this challenge is 
through access/bridging  programmes  for  new  
entrants  to  the  sector  including  the  long-
running and successful  Graduate Traineeship 
programme for animation, games and VFX and the 
well-regarded Passport to Production programme 
for film and TV drama.

In 2021, Screen Ireland launched the Pathways 
funding scheme,  to support  the  development  of  
a  more  diverse  and  inclusive  screen sector. The 
Pathways funding scheme funds and empowers 
companies/producers to provide structured on 
set opportunities  for  those  from  historically  
underrepresented  groups  within  the  sector.

A significant amount of skills development 
programmes initiatives, workshops, masterclasses 
and panel discussions are provided by industry 
stakeholders, guilds and festivals often funded 
through Screen Ireland funding schemes (Screen 
Stakeholders Funding) and BAI funding schemes 
(Sectoral Network Funding).

These recent developments offer a snapshot of considerable progress across skills and talent development 
for the Screen Sector in Ireland, however the ongoing development of the sector needs to be matched by 
ongoing skills and talent support, and the sector will only achieve its true potential if the skills challenges 
outlined in this report are addressed.
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Objectives, Scope  
& Methodology

The objective of this report was to understand the skills challenges the industry faces over the next 5-10 
years. 

The methodology used was as follows:

The process started with secondary desktop research based on a number of key industry and government 
sectoral reports published over the last 5 years, including:

• Screen Ireland – Building for a Creative Future 2024 
https://www.screenireland.ie/strategy  

• Screen Ireland Sustainability Plan 2022 
https://www.screenireland.ie/images/uploads/general/Screen_Ireland_Sustainability_Plan_Final.pdf 
 

• Animation Ireland Skills Report 2022 
https://animationireland.com/new-survey-highlights-skills-gaps-in-irish-animation-industry/  

• Life Worth Living: the Report of the Arts and Culture Recovery Taskforce 2020 
https://www.artscouncil.ie/Publications/All/Life-Worth-Living_-The-Report-of-the-Arts-and-Culture-
Recovery-Taskforce/  

• Screen Ireland Skills Gap Report 2019 
https://www.screenireland.ie/images/uploads/general/Screen_Skills_Ireland_2019_Report_vG.pdf 
 

• Audio Visual Action Plan 2018 
https://www.creativeireland.gov.ie/en/publication/audiovisual-action-plan/ 

• Economic Analysis of the Audio-visual Sector in the Republic of Ireland 2018 
https://www.screenireland.ie/images/uploads/general/Olsberg_Report.pdf 

Following this secondary research, an online survey was sent out widely to those working in the sector 
through the Screen Ireland mailing lists, through key stakeholder organisations and online through social 
media. The survey received replies from 139 respondents. The majority of the respondents were from Film, 
TV Drama and Animation.

The profile of respondents were CEOs, Founders Producers, Senior Leaders, Heads of Departments (HODs) 
and Freelancers.

Interviews/focus groups were subsequently conducted with over 40 people representing Film and TV 
drama, unscripted TV, animation, post-production, visual effects and documentary, education and training 
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providers, sectoral guilds, industry representative 
groups and Government.  See Appendix A for 
more detail on the interviewees/focus groups 
and on the questions used for the survey and 
interviews/focus groups.

In addition, this report has also been informed by 
skills gap data gathered through Screen Ireland’s 
oversight role in relation to the Section 481 skills 
requirement. Through the S481 oversight role, 
Screen Ireland has ongoing access to frontline 
data on skills gaps as they are manifested on 
the ground on production. These skills gaps are 
highlighted both through the submission of skills 
development plans for each production as well as 
through set visits carried out as part of the S481 
skills process.

One of the key intentions of this report is to 
identify the key current and ongoing Skills Gaps 
affecting the sector. These priority skills gaps are 
listed in Appendix B.

In addition to identifying current skills gaps, 
the major objective of this report is to identify 
the key Skills Challenges facing the sector and 
ensure we continue to identify evolving skills 
gaps on an ongoing basis, how those gaps should 
be addressed, and by whom.
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Findings 

The findings and recommendations based on the methodology outlined above are as follows:

1. Education and industry collaboration is unstructured and ad hoc at third
level, graduate level, and for ongoing professional development.

Challenges

• According to industry, many students who graduate from colleges are not workplace ready. To be 
workplace ready one needs “flying hours” to gain experience, but these flying hours are hard to access. 
The perception is that many students are not successfully transitioning from college to gainful 
employment, and consequently, many are lost to the industry. Although some good bridging 
programmes like ‘Passport to Production’ and the ‘Graduate Traineeship for Animation/VFX/Games’ 
exist, much more is needed to bridge the gap between the college experience and facilitating 
graduates to get the experience necessary to be workplace ready. The issue of payment for graduates/
new entrants on access/bridging programmes and who should cover this was also raised by a number 
of respondents. Many producers are of the view that there is a difference between the skills taught at 
third level and skills needed in industry. Consequently, industry needs to work more closely with third 
level institutions to ensure future skills needs are identified and planned for. A lack of academic tutors 
with commercial industry experience has also led to a more academic approach for an industry that 
often requires more vocational or practical skills.

• Part of the issue in interacting with Third Level Institutions is that access at a senior level is difficult 
for industry representatives. One of the key issues to be discussed with all Third Level Institutions
is aligning supply and industry demand. However, industry representatives claim that engagement with 
Third Level Institutions can be frustrating and is often hampered by red tape, budget and other 
restrictions or limitations.

• Overall, there is a lack of investment by employers for the long-term professional development of 

people working in the sector because of the cyclical nature of project-to-project work in the industry. 
This type of investment will be vital to support continued growth in the industry in Ireland as currently 
there is a disconnect on the live action side between the workforce and those that use that workforce 
only as needed.

• There needs to be an improved culture of ongoing professional development in the industry for it to 
progress. While there are many great courses provided by Screen Ireland, the Skillnet Networks and 
others, many of them have limited capacity and sell out quickly according to the respondents.
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2. There needs to be a greater focus on providing information about the
opportunities and the benefits of a career in the screen sector.

Challenges

• The industry does not promote itself in a systematic and structured enough manner to TY, Second
Level and Third Level students to demonstrate the variety of opportunities and careers it provides for
graduates. Many respondents were of the view that the industry needs to get into the classroom on a
more regular basis to connect with students and outline what the potential careers in the sector might
be. For example, there is limited interaction at the end of final year between the students who have an
interest in the sector and commercial producers, agents or broadcasters.

• For many students there is a degree of uncertainty over the career path for graduates in the screen
industry, and developing and maintaining a sustainable career

• For many students there is a degree of uncertainty over the career path for graduates in the
screen industry, and developing and maintaining a sustainable career. The ongoing development of
competency frameworks for the sector has given further clarity around career paths but more can be
done to guide young people to pursue a career in the screen industry.

• The challenge is to provide the support required here, not just at graduate level, but also on a
continuous basis to help people to manage their careers in what is an uncertain industry where
continuity of employment is an ongoing issue.
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3. There is a lack of long-term planning for the industry, which is inhibiting 
its longer term strategic development, nationally and internationally.

Challenges

• Currently supply (of productions) and demand (for crew/talent) are not aligned enough to support
live action productions. This is unlikely to change unless there is a more strategic focus by the key 
stakeholders at industry level.

• Incoming live action productions have been key to the success of the industry in Ireland. Currently 
there is not enough local indigenous production to sustain the industry. So, a balance between inward 
and indigenous production is required. For many SMEs, the challenge is how to scale from being a 
boutique company to a small to medium scale company and beyond.

• Given the cyclical nature of the sector there is limited joined-up, long-term thinking on how to make 
best use of studio space when studios are not busy. Could studio space be rented to SMEs at 
preferential rates or indeed used for training during down times?

• Currently the sector is unable to forecast what the level of live action activity will be in the country in 
the future with any degree of certainty. The absence of a live action production pipeline management 
at national level indicates that there is probably less than optimal use made of resources like studio 
spaces, crew and so on. Although longer term strategic planning for the sector is not straight forward, 
it is worth considering in order to make optimal use of resources. Producers also need to be more 
forthcoming with information on upcoming projects including potential dates for production to allow 
the crew/workforce and other stakeholders plan for busy periods and also to allow time for more open, 
inclusive and transparent hiring practices.

• Regional incentives are required outside Dublin and Wicklow to develop the industry but this needs to 
be done strategically. The development of regional hubs/clusters is more realistic as it is recognised 
that not every region or county can have a sustainable screen sector.

• While Section 481 has been fundamental to the success of  the industry there were a number of views 
on certain aspects of it which need further consideration. There was consensus that the regional uplift 
for Section 481 should be extended, but with modifications such as a change to the 45km rule which is 
restrictive when it comes to training local crews. The raising of the cap on Section 481 is also an issue 
for some in the sector.

• For many, the industry is vocational rather than professional. For the industry to succeed the dial 
needs to move to a more professional mindset with the appropriate infrastructure and support, 
otherwise the industry will not be able to scale in a sustainable manner, despite the apparent global 
opportunities.

• To succeed as an industry, the culture needs to move from focusing on projects, to talking about the 
strategic development of the industry, companies and individuals. If the focus remains at project level, 
then it will never develop as a sustainable and inclusive industry for all.

• While Screen Ireland has a credible 3-year strategy to 2024, the industry needs a long-term plan for 

the next ten years to take advantage of the opportunities that are emerging. For this to succeed the 
industry leadership needs to have a more long-term strategic perspective.
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4. The shortage of key skills and crew is inhibiting the further development of
the industry

Challenges

• Despite the skills shortages there is no effective and efficient way to identify crew who are available for 
jobs or for crew to be able to identify what positions are available. Currently this is done on an informal 
basis.  In, addition there are no recruiting agencies for crew in Ireland, possibly because the industry is 

not large enough to provide a commercial opportunity for recruiters at the moment. However, the new 
workforce database currently under development through Screen Ireland should address this 
particular issue in part or in whole.

• Recruiting experienced crew is also a major issue. The industry needs to make the case here that 
developing a larger crew base will need to involve the existing crew in the process to train new crew 
and this will be challenging as work ebbs and flows. The absence of information about the future 
pipeline of work makes planning for this development more difficult (a classic chicken and egg 
situation).

• Given the uncertainty of work in Ireland, many crew go to the UK and USA due to lack of opportunity 
and continuity here. This issue is not unique to Ireland. Crew move around globally so it is not just 
affecting Ireland.

• Notwithstanding the current skills shortages, the key message from the interviews and focus groups 
was that a larger production crew base will be required to meet future live action demand which is 
probably significantly larger than the size of the existing crew base. This is great news for the industry, 
but it poses significant challenges in how this could be achieved.

• The lack of experienced Heads of Department and the need for training for female crew to get 
experience are just two examples that were regularly raised through the consultation process.

• Time off work, cost and funding are the top three barriers to accessing relevant development 
programmes and training.

• Key areas of focus for future skills needs include the areas of skills for sustainability and green 
production as well as digital and technology related skills, especially in relation to virtual production. A 
big challenge with developing these types of digital skills to future-proof the industry, is in ensuring we 
have adequate training spaces for virtual production as currently there are no such training facilities in 
Ireland.

• Another key area of focus for skills should be business skills, IP development and company 
development and scaling.
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5. The industry is not family friendly, lacks diversity and is difficult to access
for certain demographics

Challenges

• The industry is very gendered, white, more male than female, populated mainly by the middle class and 
lacks diversity on many other fronts. For example, there are lots of female producers but fewer female 
directors. Access is extremely difficult for those from other demographics. For example, if you don’t 
have a car, it’s tough to get to locations for work.

• In addition, the sector isn’t always attractive to certain demographics as it does not provide secure 
employment where it is needed most.

• A work life balance is difficult to achieve in the industry particularly in live action as it struggles to be 
family friendly. Lack of child-care and long working hours are the biggest factors. The industry loses 
many mid-level skilled crew when they have families.

• There are some exceptions to this, such as animation which has longer term contracts.  However, the 
animation sector has taken some time to get to this stage of maturity and it takes place in accessible 
locations. Job sharing was suggested by many as a partial solution, but this can only apply to certain 
roles in live action productions.

• The larger studios and companies can accommodate Diversity and Inclusion (D&I) policies but it is 
difficult for the smaller ones. The absence of D&I data on crew is also an impediment in trying to 
develop policies that will facilitate change.

• The new Screen Ireland crew/workforce database will help, but gathering this type of personal data 
will be challenging.

• A key challenge for the industry is to make it more attractive for those who seek a long-term career 

with quality and sustainable employment. There needs to be a greater focus on access, more family 
friendly policies such as childcare, and funding support for those from disadvantaged backgrounds.
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Recommendations 

1 : Establish an industry/education task force 

Establish an industry/education task force co-ordinated by Screen Ireland to include leaders from industry 
and education to review and resolve challenges related to industry/education engagement.  
Areas for the task force to explore include:

• Explore how industry and the education sector can work more constructively and collaboratively
together to develop practical solutions to address skills needs and challenges.

• Improve communication and interaction between the colleges, students and industry to highlight the
opportunities available.

• Ensure information on current course provision is more accessible to students and workplace learners.

• Work towards bridging the gap between third level education and the workplace to facilitate earlier
employment opportunities for graduates.

• Explore funding options for proposed initiatives including more industry investment in workforce
development.

2 : Develop a communications plan for screen careers

Screen Ireland in partnership with key industry stakeholders should develop a communications plan for 
screen careers to ensure potential entrants to the industry are aware of:

• The numerous career opportunities and roles available to them.

• Access points and career progression pathways in the industry.

• Establishing and managing a long-term career in the sector.

For this to be successful all stakeholders need to play a role and take responsibility for specific actions 
and work collectively/collaboratively towards practical solutions. The new plan should consider good 
work that is already taking place with young people and community groups and also continuing the good 
work already started in developing out competency frameworks for the sector. There is also an 
opportunity for Screen Ireland and the wider sector to feed into the curriculum development process for 
the new Drama, Film and Theatre Studies module for the Leaving Certificate that will be introduced in 
some schools in 2024.
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3 : Develop a 10-year industry development plan 

Screen Ireland should convene a high-level sectoral stakeholder group in order to develop a 10 

year industry development plan to take advantage of the emerging global opportunities.  

The scope of this plan could cover: 

• Clarity on overall industry focus and ambition.

• Balance of international and indigenous production.

• Aligning educational supply and demand.

• Ongoing sectoral funding.

• Regional development.

• A Diversity, Equity & Inclusion plan for the sector.

• Government support to include regional incentives and the cap on Section 481.

• Consider the development of a National Live Action Pipeline to assist in optimising studio space, crew
and other resources and explore whether planning for sustainability in terms of types of projects (long-
term projects rather than one-off big budget productions) is feasible.

4 : Collate more industry data to influence policy and support strategic planning

Screen Ireland should work closely with sectoral stakeholders to collate more industry data to influence 
policy and support strategic planning. This should include an industry census to be carried out on a regular 
basis to understand the profile and make-up of the industry, including diversity data. This should also 
include more regular skills gap data published as a skills bulletin on a more regular basis that key sectoral 
stakeholders can feed into to monitor the ongoing development needs of the workforce and that third level 
and training providers can respond to.
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Appendices
APPENDIX A – Consultee Groups for Interviews & Focus Groups & Questions Asked

• Screen Producers Ireland
• Skillnet Networks, including Animation, Screen, Immersive Technologies etc.
• Broadcasters, including TG4, RTE etc.
• Screen Ireland
• National Talent Academies
• Studios (Ardmore, Troy, Greystones, Tara Studios)
• Industry Guilds including Screen Guilds Ireland, Writers Guild, Directors Guild etc.
• Broadcasting Authority of Ireland (BAI)
• VFXAI
• Department of Tourism, Culture, Arts, Gaeltacht, Sport and Media
• Third Level Institutions, including IADT, TU Dublin, Creative Futures Academy, Convene etc.

Questions asked of the Consultees/Focus Groups

• What are the key skills shortages that are inhibiting the development of your sector in Ireland?
• What more do you think Producers/Companies/Employers could do to help address sectoral skills

gaps?
• What more can others do to address sectoral skills gaps? Probe especially re: Government, Funding

Agencies, Guilds, Broadcasters, Third Level?
• How can collaboration be improved amongst the funders, production companies, broadcasters, guilds,

third level other key stakeholders?
• How can we ensure greater diversity at all levels in the industry?

APPENDIX B – CURRENT PRIORITY SKILLS GAPS & TRAINING REQUIRED – 

LIST FROM CONSULTATION PROCESS

Animation

• 2D Animators
• 2D Pipelines
• Advanced Storyboard/Art Director
• Junior Art Designer
• 3D Skills
• Character Design
• Maya
• Toonboom Harmony
• Shotgrid

Skills Challenge Report
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Props

• Health and safety training
• Working at heights
• Manual handling
• Fundamental props course at entry level
• Training in power tools

Accounts

• Overall accounts workflow/knowledge of cost reporting/file management
• Understanding SAAG/DGA/Actors and their systems regarding payments/contracts
• Atypical Visas
• Accounts for S481 e.g. eligible expenditure/non-eligible/excluded spend etc.
• Basic payroll, withholding tax, holiday credits, visa requirements etc.
• Schedule D
• Excel
• Procurement/DPO
• Movie Magic budgeting
• CollSoft (as alternative to Sage)
• Money Penny
• Production accountants
• Assistant accountants
• Accounts trainees
• Sustainability recording in accounts

Production

• Best practise/fundamental skills in the following roles: Production secretary, Production 
coordinator, Production manager, Line producer, Post-production

• Contracts/DocuSign
• Child working hours - casting advice notes, casting director and office relationship
• Progress reporting
• Soft skills – prioritising tasks/problem solving
• Admin, unit lists/cast lists
• Visas - Permissions/Atypical
• HR best practice with managing teams/HODs
• Logistics and shipping

VFX 

• Rotoscoping
• Compositing
• Python
• Shotgrid
• Nuke
• Houdini
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Art Department

• Rhino/Adobe Suite/SketchUp/uniformity around Art Department software in draughting
• Hand draughting skills
• Stand by art director versed in sync on set
• Graphics – photoshop/XD/knowing how to research
• Signwriting/calligraphy
• General excel budgeting
• Refresher in AutoCAD/Adobe
• Developing the creative visual bible
• Continuity (especially for standbys)
• Graphics course on newspapers/posters/magazines
• Light room skills
• Adobe suite - editing
• Rhino/Vectorworks
• File management for Art Department - basics TIFF files/jpeg/eps, pixelating
• Breakdowns in Excel
• Excel training

AD Department

• Best practice/fundamental skills for ADs
• Child working hours – SAAG etc.
• Cans, casting advice notes
• Movie magic scheduling
• Basic knowledge of VFX/SPFX
• High-end TV drama jargon/what every department does/call sheet/using the competency framework/

Walkie Talkie etiquette etc.
• Excel training
• Costume
• Sync on set
• Costume breakdown
• Continuity in costume/stand by training
• Excel/Digital file management
• Shadowing opportunities for stepping up to supervisor

DIT

• File management
• Excel/Digital file management
• Familiarity with Apple products

Skills Challenge Report

• Project management skills
• Movie Magic for PMs
• HR for PMs
• Atypical Visas
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Grip

• Health and safety
• Manual handling
• Junior grips/trainees on best practise

Locations

• Fundamental skills in locations using the competency framework (budgeting, money management petty
cash)

• Public authorities and making applications to each public body
• Presenting skills (especially photos), presenting location packages for incoming productions
• Using a DSLR, photography skills etc.
• Understanding insurance
• Health and safety
• Location agreements
• Shooting inner city on location
• Stepping up to PM – Budgeting/getting time on set/breaking down a script into a budget
• Budgeting and scheduling
• Excel training

Hair and Make Up

• Fundamentals of hair and make up
• Facial hair at assistant level
• Wig application
• Applying facial hair
• Basic etiquette on skin prep for new entrants
• Equipment hygiene/hygiene protocols
• Men’s grooming at entry level
• Hair and make up for all ethnicities
• Breakdown for hair and makeup basics

Camera

• Multi camera operators
• Solo camera operators
• Pedestal operators
• Steadicam operators
• Film (i.e., 35mm) Camera Assistants

Rigging

• MEWP
• Counterbalance forklift
• Manual handling
• Abrasive wheel



3131

General Training Across All Departments/All Levels

• Bullying and harassment training
• Unconscious bias training
• Health and safety/Screen Pass
• Set etiquette
• Essential paperwork and who’s who in all departments
• Communication skills
• General awareness of VFX/SPFX and common terminology used
• Accounts basics – dealing with contractor, obtaining quotes, DPO, excel and basic budgeting
• Basic Digital skills – DPO/Excel/Word/DocuSign/Zoom
• Train the trainer
• Mentoring skills
• First Aid Practices for all crew
• Team management for HODs

Unscripted TV

• Research, archive research, TV/Radio researchers
• Vision mixing and fading
• Floor managers
• OB skills
• HR and legal
• Diverse casting for unscripted TV
• Copyright and clearances
• Social media strategy
• Cross platform production
• Developing ideas
• Pitching ideas, commissioning etc.

Screen Writing

• Screen Writing Skills Development across Film and Television
• Script Development
• Script Reading
• Script Editing
• Treatment Writing
• Creative Development/ Intellectual Property
• Career Development

Directing

• Working With Actors
• Directing Skills
• Creative Development
• Intellectual Property
• Career Development

Skills Challenge Report
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Acting

• Working With Directors
• Creative Development
• Acting Skills
• Career Development

Composers

• Working With Directors and Creative Producers
• Creative Development
• Intellectual Property
• Technical Skills
• Career Development

Producing

• Leadership training for creative producers
• International Financing, how to raise funds, funding applications, pitch decks
• IP Development, Retention and Exploitation
• Co-production best practice
• Audience, Sales and Distribution skills
• Company development and scaling companies
• HR & Employee Relations
• Career Development

Other

• Development training for regional and Irish language companies
• Skills Officer training and skills
• Supervisory/Management Skills – Understanding the role of the supervisor, setting out learning goals,

evaluation of performance, how to give feedback and the importance of feedback
• Sustainability officer skills
• Carbon calculators
• Intimacy Coordinators
• HR upskilling - Contracts legal. Visa Requirements
• Health and Safety – first responder/first aid
• Skills for Directors, Producers, Actors, Editors, Composers
• Skills for Construction, Electricians, Lighting, Rigging
• Model maker skills
• Production Design with TV Experience
• Games design, development and prototyping
• Games engines – Unreal and Unity
• Irish Language Skills for Directors, Editors and Producers
• Exhibition and Audience
• Networking skills
• Leadership and strategy skills
• Conflict resolution
• Time management
• Critical thinking
• Creative leadership
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• Set decoration skills
• Sound and boom operator skills
• Future Technologies – Virtual Production,

Immersive Technologies, VR/AR/XR, AI
• Neurodiversity awareness and Disability

awareness training
• Wellness and mental health

Research & Content:

David Duffy
The Governance Company
E: info@governance-company.com
W: governance-company.com
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