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Executive Summary 

The Animation Industry in India has undergone a significant change in recent years.  
 
 
Indian players have evolved by moving up the value chain and adopting  
new service / revenue models.  
 
 
This report attempts to present an overview of the various segments of the industry (including the 
size, growth drivers, recent trends, challenges and future outlook) and profiles some of the 
leading players. 
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Scope of the Industry 

Indian animation industry, comprising pre-dominantly small and mid-sized enterprises is not a  

well-researched or well-documented industry. We have analyzed information available from 

LƴŘƛŀΩǎ industry body NASSCOM (National Association of Software and Services Companies), 

recent developments of relevant organizations and used certain broad indicators  

(Domestic and Overseas) in this report to assess the industry 
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Animation Market Analysis 

The market in India is estimated at USD 500 million in CY 2009 and is expected to grow at 

a rate of 23% p.a. to reach USD 1161 million by 2013.  
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The global animation and gaming industry has grown 
from USD 74 billion in CY1 2005 to an estimated USD 
115 billion in CY 2009, at a rate of 12% p.a. The 
industry is expected to continue its growth, at a rate of 
10% p.a. to reach USD 170 billion by CY 2013. 



Animation Market Analysis  

Market Analysis  Source  : NASSCOM 2010  Reports  

Increased Outsourcing by Overseas Players. Indian players currently command only 
8% of the outsourcing work.  This is expected to increase, especially with increasing 
recognition of the Indian players in terms of providing timely and quality work. 

Key drivers expected to influence the growth of Animation Industry in India 

Outsourcing 

Evolution 

Usage of VFX 

E-Learning 

Significant evolution of Indian Players: Indian players have moved up the 
value chain by developing animation content end-to-end.  

Increasing usage of Visual Effects in Bollywood is expected to give a 
boost to the industry. 

Increasing adoption of e-Learning by corporate sector and higher 
education institutions in India is a significant opportunity for Indian 
ǇƭŀȅŜǊǎΣ ƻŦŦŜǊƛƴƎ Ψ/ǳǎǘƻƳ /ƻƴǘŜƴǘ 5ŜǾŜƭƻǇƳŜƴǘΩΦ 
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Animation industry in India has three key segments: 

22% 

28% 

50% 

Animation Industry in India 

Animation
Entertainment

Animation VFX

Custom Content
Animation

Among these segments, Custom Content Development is the largest 50%  
followed by  Animation Entertainment & Entertainment VFX.  
 
Entertainment VFX segment is expected to grow fastest at 28%  p.a.  
 
Almost 70% of the revenues of the Indian Animation Industry are from the 
outsourcing work done for the overseas clients.  
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Animation Entertainment 

Movies 

20% 

TV Broadcast 

50% 

TV Advertising 

5% 

Direct to DVD 

25% 

The Indian animation entertainment industry comprises four  
sub-ǎŜƎƳŜƴǘǎ ŀƴŘ ƛǘΩǎ ǊŜǾŜƴǳŜ ǎƘŀǊŜ ƛǎ ǎƘƻǿƴ ōŜƭƻǿ ŦƻǊ  /¸ нллф 
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Animation Movies Domestic / 
Outsourcing Revenue Split (CY 2009E) 

Domestic

Outsourcing

The Animation Entertainment movies segment is estimated at USD 24 
million for 2009. 
 
Domestic market contributes a significant USD 17 million (71%) to this 
USD 24 million. 
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The Indian film industry announced 85 animation movies in 2008, 
with almost all the major production houses trying to jump on the 
bandwagon  
Compared to 6 such movie releases in 2008, there are 28 movies in the 
pipeline and are in different stages of conceptualization / production.  
Out of these, 15 movies are expected to get released in the next two 
years.  
aƻǊŜƻǾŜǊΣ /ƻƳƛŎǎΩ ǇƭŀȅŜǊǎΩ ƪŜŜƴ-ness to monetize their existing 
characters has resulted in their entering the animation movie market. 
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US Animation Movies Released Increased animated content overseas 
 
Animation movies released in US have increased at 8% CAGR 
from 2006 to 2008. This trend is expected to continue, 
considering the success of these animation movies. This 
success is reflected in the high worldwide box office earnings 
of these movies 
 
 
 
 
 
This whopping success and profits of animation movies 
overseas are expected to propel production houses to produce 
more animated movies. Movies in the pipeline for the two 
biggest animation houses in the world ς Disney Pixar and 
DreamWorks proves the inclination of production houses 
towards greater animation movies: Disney Pixar released 8 
movies in the last two years. It plans to increase the number 
to 13 movies 
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Growth Indicators 
This segment is expected to grow on account of demand from both domestic and overseas markets. 
 

The work done by animation companies for TV Broadcast is estimated at USD 61 million for 2009.  
More than 90% of the animation entertainment TV Broadcast accrues from outsourcing. 
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Domestic Demand 
¢ƘŜ ƛƴŎǊŜŀǎŜ ƛƴ ƴǳƳōŜǊ ƻŦ ƪƛŘǎΩ ŎƘŀƴƴŜƭǎ ŀƴŘ ǘƘŜ ǊŜǎǳƭǘƛƴƎ ƛƴŎǊŜŀǎŜ ƛƴ ŘŜƳŀƴŘ ŦƻǊ ƭƻŎŀƭ 
content are expected to drive the demand from the domestic market 
 
ω LƴŎǊŜŀǎƛƴƎ bƻΦ ƻŦ YƛŘǎ /ƘŀƴƴŜƭǎ 
Cartoon Network was the first one to enter the Indian kids TV broadcast market in 1995. 
Since then, there has been a significant increase in the number of kids channels launched in India 

1995 : Cartoon Network 

1999 : Nick 

2004 : Hungama 

             Pogo 

             Toon Disney (Jetix) 

             Disney Channel 

             Animax 

2007 : Chutti TV 

2009 : Spacetoon 

             Kushi TV 

             Chintu TV 
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¢ƘŜ ǎƘŀǊŜ ƻŦ ƪƛŘǎΩ ƎŜƴǊŜ ƛƴ ƻǾŜǊŀƭƭ ǾƛŜǿŜǊ-ship has steadily 
increased from 4.1% in 2002 to reach 16.6% in 2009. 
Sustained increase in viewer-ship would drive demand for 
content for kids, especially animated content.  
 
Moreover, Indian comics players are planning to launch 
their own cartoon / kids channels.  
For example, Diamond comics has already announced 
plans to launch a TV channel targeted at the 4 to14 year 
age group with both animation and live action content. 
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Increased Demand for Original Indian Content 
Demand for original Indian content by the  
ŎŀǊǘƻƻƴ κ ƪƛŘǎΩ ŎƘŀƴƴŜƭǎ Ƙŀǎ ōŜŜƴ ƛƴŎǊŜŀǎƛƴƎΦ 
 
For example, Cartoon Networkς the leader in the 
ŎŀǊǘƻƻƴ ŎƘŀƴƴŜƭǎΩ ǎǇŀŎŜ Ƙŀǎ ƛƴŎǊŜŀǎŜŘ ƛǘǎ 
original Indian content from 50 hours in 2004 to 
more than 200 hours in 2009. 
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Increased Demand for Original Indian Content 
bƛŎƪŜƭƻŘŜƻƴΣ ƛƴǎǇƛǊŜŘ ōȅ ǘƘŜ ǎǳŎŎŜǎǎ ƻŦ ǘƘŜ ƳȅǘƘƻƭƻƎƛŎŀƭ ǎŜǊƛŀƭ Ψ[ƛǘǘƭŜ YǊƛǎƘƴŀΩΣ 
is looking to expand its local content. The same trend is expected to be followed by other 
channels as well. Growth in original local animation content is expected to get a further 
boost from Indian comics players like Diamond, Raj, Vimanika and Chandamama who are 
looking to monetize their content libraries by creating market presence in TV 
programs.  
 
Large production houses are also buying rights from these publishers to produce animated 
TV series: Big Animation Pvt. Ltd has bought rights from publishers of Chandamama to 
produce an animated TV series. Moreover, a significant number of nontheatrical movies 
are in pipeline for TV broadcast, some of the key examples being Kul Veera,  Sulochana  etc. 

Non-Theatrical Movies Produced / Under Production (India) 

Film Production House Broadcast 

Kul Veera Graphiti Multimedia Turner ς CN 

Sulochana Miditech Turner ς CN 

Johny goes to Bollywood Famous House of Animation Turner ς CN 

The Firebirds Splash Communications Turner ς CN 

Guide to the only planet Shoot at Sight Turner ς CN 

Bakland and Ravan DQ Entertainment Turner ς CN 
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Percentage of work outsourced to India 
 
The proven capabilities of Indian players, with on-time delivery, excellent quality work 
have brought them at par with other Asian outsourcing hubs. The Indian players are now 
slowly moving towards the higher end of the animation TV broadcast value chain as well. 
Capability of the Indian players is also being increasingly recognized, as is evident from 
ǘƘŜ ƛƴŎǊŜŀǎƛƴƎ Ψ/ƻ-ǇǊƻŘǳŎǘƛƻƴΩ ŘŜŀƭǎΥ 
 
 DQ Entertainment has been involved in over 30 global Co-Production deals with many 
leading companies like BBC UK, American Greetings Properties, USA, M6, and France and 
alike. 
 
 ¢ƻƻƴȊ !ƴƛƳŀǘƛƻƴΩǎ Ŏƻ-production deal with Spectra Animation of Canada to coproduce 
рн ŜǇƛǎƻŘŜǎ ƻŦ ŀ aŀƭŀȅŀƭŀƳ ŀƴƛƳŀǘŜŘ ¢± ǎŜǊƛŀƭ ΨtŀŘŘȅΩǎ tŀƎŜǎΩΦ 
 

{ŀƴǊŀ  aŜŘƛŀΩǎ ŘŜŀƭ ǿƛǘƘ ¦Y ōŀǎŜŘ 9ƴŘŜƳƻƭ ŦƻǊ ǘƘŜ Ŏƻ-production of  
animated series ς The 99. 
 
LƳǇǊƻǾŜŘ ǇŜǊŎŜǇǘƛƻƴ ƻŦ ǘƘŜ LƴŘƛŀƴ ŀƴƛƳŀǘƛƻƴ ǇƭŀȅŜǊǎΩ ŎŀǇŀōƛƭƛǘȅ ƛǎ ŜȄǇŜŎǘŜŘ ǘƻ ƭŜŀŘ ǘƻ 
greater percentage of outsourcing to India. 
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TV Advertising 
Animation Players are projected to have earned revenues 
of USD 6 million through work done for TV Advertisers 
for 2009. Most of these revenues accrued from the 
domestic market. 

Growth Indicators 
Increasing advertising spend of the Indian companies 
coupled with growing popularity of animated characters 
is expected to drive the domestic market. Demand from 
overseas is also expected to start picking pace as the 
Indian animation players gain experience at animation 
for commercials. 

Domestic Demand 
Indian TV advertising spend is minuscule (0.47% of the 
GDP) as compared to the US(1.34%) or UK (0.95%), thus 
holding large potential for growth. 

ï
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The Indian TV advertisement industry size is expected to increase from USD 1.9 
billion in 2009 to USD 3.3 billion in 2013 at a CAGR of 15%. As the advertising 
industry grows, it is expected that the share of animation driven advertisements 
will also grow.  
 
Growing popularity of animated characters in Indian advertising illustrates the 
point: Animated advertisements strike a better chord with the target group of 
children and young adults, can be easily understood and related to by audiences 
irrespective of language and cultural barriers.  
 
Some of the recent advertisements in India that have used animated characters ς  
ά5ŀŘŘǳέ (Mentos), ά/Ƙƛƴǘŀ aŀƴƛέ (ICICI prudential), ά{ǳƪƘƛ and 5ǳƪƘƛέ (Tata AIG), 
have been quite popular. Moreover, the animation commercials also result in 
significant cost savings compared to advertisements with celebrities, making 
another point for their increased usage. 

Demand from Overseas 
Increasing usage of animation in TV advertising in India is providing the Indian players with the required experience and 
capabilities. As the overseas production houses and advertising agencies face cost pressures and recognize 
the capabilities of Indian players, advertising outsourcing deals for India are expected to happen over a period of time. 
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Animation Entertainment Direct to DVD is 
estimated at USD 31 million for 2009. 
Domestic market contributes a miniscule 10% (USD 
3 million) to this USD 31 million. 

Direct to DVD 
Animation Entertainment Direct to DVD is 
estimated at USD 31 million for 2009. 
Domestic market contributes a miniscule 10% (USD 
3 million) to this USD 31 million. 

Growth indicators | Domestic Demand 
The Indian home video market has grown at 23% p.a. for 2005-2009. The increase is expected to impact 
demand for animated content also. There is increase in retail reach of DVDs in India. Moreover, falling prices 
of CDs /  DVDs is leading to increased affordability. Improved penetration and affordability are expected to 
drive the growth of the Indian home video market at 13% p.a. from 2009-2013. This trend is expected to 
encourage greater production of direct-to-DVD content in India. 
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Demand from Overseas 
Direct-to-DVD animation content in overseas markets 
and the extent of outsourcing primarily determine the 
demand for animation services for Direct to DVD in India. 

Lower Direct-to-DVD (DVD Premieres) Overseas Direct-
to-DVD (DVD Premieres) in the US has seen a very high 
growth of 72% from 2006 to 2009. However, the DVD 
sales /  rentals market has stagnated and is showing a 
downward trend from its highs of 2005-06. However, the 
advent of new channels like on demand television and 
online distribution is expected to keep up the demand for 
DVD Premiere. 

Growth indicators | Domestic Demand 
The Indian home video market has grown at 23% p.a. for 2005-2009. The increase is expected to impact 
demand for animated content also. There is increase in retail reach of DVDs in India. Moreover, falling prices 
of CDs /  DVDs is leading to increased affordability. Improved penetration and affordability are expected to 
drive the growth of the Indian home video market at 13% p.a. from 2009-2013. This trend is expected to 
encourage greater production of direct-to-DVD content in India. 
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Growth indicators | Domestic Demand 
The Indian home video market has grown at 23% p.a. for 2005-2009. The increase is expected to impact 
demand for animated content also. There is increase in retail reach of DVDs in India. Moreover, falling prices 
of CDs /  DVDs is leading to increased affordability. Improved penetration and affordability are expected to 
drive the growth of the Indian home video market at 13% p.a. from 2009-2013. This trend is expected to 
encourage greater production of direct-to-DVD content in India. 
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Animation Entertainment - Service Models | Revenue Models | Key Players 



Animation Market Analysis  

Market Analysis  Source  : NASSCOM 2010  Reports  

Service Models 
 
Players in the animation entertainment industry in India follow various service models.  
Every player in the industry follows one or more of these service models. 

IPR & Content 
Developement 

Pre-Production Production Post-Production 
Marketing, 

Distribution & 
Exhibition 

Content Creation 

Service Provider 

Co-Production 

Integrated Studio ï Offshore Facility 

Integrated Studio ï Own Content 

Animation Entertainment Service Models along the Value Chain 
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Animation Entertainment Service Models 

Service Model Description 

Integrated Studio ς Own Content 
 
 
 
 
Integrated Studio -Offshore Facility 

State of the art units that enable production and development 
of all aspects of an animation film, from conceptualization to 
post-production stage. 
Indian Producer: Content / IP belongs to the Indian producer 
Foreign Producer: Content / IP belongs to the foreign 
producer 

Service Provider Indian entities provide services for the labour intensive 
activities which are outsourced to them. 

Co-Production Animation companies in India are moving up the value chain, 
from providing piece-meal outsourcing services to exploring 
the co-production model. Typically, the Indian studios bring 
the manpower and infrastructure to develop the animated 
content and the international producer will finance the 
marketing, distribution etc. 

Content Creation (IP) Full ownership of content, share in collections, royalty for all 
licensing and merchandizing 

The animation entertainment service models lie along different parts of the value chain. 
Depending upon the service model that a player adopts, he can be present across the value chain or in certain specific parts of it. 
tƭŀȅŜǊǎ ŀƭǎƻ ŀŘƻǇǘ ƳǳƭǘƛǇƭŜ ǎŜǊǾƛŎŜ ƳƻŘŜƭǎΥ ŦƻǊ ŜΦƎΦ ǘƘŜ ǎŀƳŜ ǇƭŀȅŜǊ Ƴŀȅ ƻǇŜǊŀǘŜ ƻƴ ΨǎŜǊǾƛŎŜ ŘŜƭƛǾŜǊȅ ƳƻŘŜƭΩ ŀƴŘ ΨŎƻ-ǇǊƻŘǳŎǘƛƻƴΩ 
model, varying from one deal to the other. 
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Service Model Description 

Co-Production 
 
 
 
Content Creation 

Revenue Sharing 
Co-production Model: Changes have been witnessed over a period of time. Initially the revenue share 
was based on territorial rights with Indian studios getting continental rights which generally generate 
less revenue. Currently, coproduction deals are being struck on a global revenue sharing model. 

Service Provider 
 
 
 
 
 
 
 
Integrated Studio ς Offshore Facility 

Work for Hire 
Specific activities along the value chain, for example, production, and post production are outsourced to 
Indian players. Revenues for these activities are generally realized on a per hour basis. As majority of the 
outsourcing happens 
in the production part most of the Indian players realize revenue on this model only. 
 
An integrated studio offshore facility Refers to a captive of a 
foreign producer. 

Integrated Studio ς Own Content Revenues from Multiple Streams 
The integrated studios who own the IP and produce local content can realize revenues through various 
streams. These revenues can be from box office sales, TV and DVD/home video, merchandizing, and 
music rights. 

Revenue Models 
 
The players in the animation entertainment industry can realize revenues from different sources depending upon the model that 
they adopt. The different revenue models for the entertainment industry are: 
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Animation Entertainment ς Key Players 
The Indian animation entertainment industry is a fragmented industry, with the top 10 players contributing less than 20% of the 
industry revenues. Moreover, they compete along the different stages of the value chain. There are players who are present 
across all the stages of the value chain and there are others who provide services during specific stages of the value chain only. 
Some of the key players have been listed below, along with their presence in the value chain: 

IPR & Content 
Developement 

Pre-Production Production Post-Production 
Marketing, 

Distribution & 
Exhibition 

DQ Entertainment 

UTV 

Prime Focus 

Crest Animation Studios 

Toonz Animation 

Animation Entertainment ς Key Players 

Tata Elxsi 

ï
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Animation Entertainment Challenges 
 
While the Indian animation industry holds a large 
potential in terms of both domestic and overseas 
demand, the industry needs to overcome 
significant challenges to realize this potential: 
 

Lack of Skilled Manpower 
 
Lack of Funding 
 
IP Protection 
 
Cultural Constraint 
 
 Lack of Government Support 



Animation Market Analysis  

Market Analysis  Source  : NASSCOM 2010  Reports  

ω Lack of Skilled Manpower 
 
Skilled man-power is the key for producing animated content. The Indian animation industry is constrained on the talent supply 
side. As per Nasscom Industry Report 2009, manpower requirement for animation in India is expected to grow from 17,500 in 
2009 to 29,500 by 2012. However, there are not enough resources available in this industry, and those who are available are 
not readily employable. This is primarily due to the following reasons: 
 
Low awareness of animation as a career option: This is especially true of Tier-2 and 
Tier-3 cities in India. 
 
 Existence of only a handful of institutes that provide relevant courses /  degrees in animation and gaming, the leading institutes 
in this domain being National Institute of Design, Toonz Academy, Maya Academy, Arena Animation. Lack of standardized and 
quality curriculum: Post-graduate /  Degree /  diploma courses in animation are few in no. in India. Curriculum is not up to the 
international standards, thus decreasing the employability of students in India. 
 
ω Lack of Funding 
 
Animation Entertainment industry in India pre-dominantly comprises small and medium sized players operating across similar /  
different parts of the value chain. Currently, only 1 out of 5 movies in India are successful, making the production of Animation 
films very risky. Players are not able to raise the required finance. 
 
ω IP Protection 
 
Rampant piracy of DVD-Based videos within the distribution channel eats into a major share of revenues for the producers and 
distributors. This along with slack IP laws and weak enforcement discourage animation players in India to produce their own IP. 
Moreover, it also discourages International Players, who are generally very protective of their IPs, to outsource to India. 
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ω Cultural Constraint 
 
Unlike mature markets abroad, where animation is seen by everyone, Indians still have the animation-is-for-kids mindset. This 
impedes the growth of domestic market in India. 
 
ω Lack of Government Support 
 
Competing outsourcing destinations e.g. Canada, UK have signed tax treaties with the US. This encourages growth of animation 
in the country. Indian animation players lack any such Government support either through tax rebates or grants. 
. 
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Animation Entertainment VFX Market 
Revenues (USD Mn) 

The Entertainment Visual Effects (VFX) industry has 
registered an unprecedented growth of 53% over   
2005-2009 and is estimated at USD 83 million in 2009.  
 
This segment is further expected to grow at 28% p.a. to 
reach USD 223 million by 2013.  
 
40% of revenues of VFX Players accrue from work done 
for domestic market. 
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Growth Indicators 
VFX growth is expected to be propelled by demand from both the 
domestic market and the overseas market. 
 
Domestic Demand 
Increased adoption of VFX and an increase in VFX budgets in movies 
are expected to drive the domestic demand. 
 
Increasing no. of movies with greater VFX Usage 
Success of movies with VFX Usage and entry of comics players in the 
movie space are expected to drive the usage of VFX in movies in 
India. Indian film industry produces maximum number of movies in a 
year globally. 1325 movies were released in 2008, this 
no. having grown from 1016 releases in 2006  
Usage of VFX in Indian films has considerably increased: VFX has been 
used in a lot of recent releases  
e.g. New York, Taare Zameen Par, Rab Ne Bana Dee Jodi, Jodhaa 
Akbar.  
 
Moreover, the movies which have used VFX extensively have been 
amongst the top grossers of their respective launch years  
The success of these movies at box office is expected to be a strong 
driver for production houses to have significant VFX content in 
their upcoming movies. 

40% 

60% 

Animation Movies Domestic / 
Outsourcing Revenue Split (CY 2009E) 

Domestic

Outsourcing
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Success of movies with VFX Usage and entry of 
comics players in the movie space are 

VFX Extensive Movies (India) ς Report Card 

Movie Year of 
Release 

Top Grossing 
Movies 
Ranking 

Production 
Budget 

(USD Mn) 

Box Office 
Collections 

India 
(USD Mn) 

IIFA VFX 
Winner 

Main Hoon Na 2004 2 5.3 10.1 Yes 

Dus 2005 11 4.3 6.2 Yes 
 

Krrish 2006 2 9.6 24.7 N/A 

Om Shanti Om 2007 2 7.4 23.2 Yes 
 

Ghajini 2008 1 10.6 36.2 Yes 
 

Source: Business Press, Analysis by Tata Strategic 
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Increase in VFX budgets 
 
The Indian movies have very low budgets for visual /  special effects. On a VFX budget index, India is way 
below the US levels. The VFX budget in Hollywood ranges from 3.5 million to 8.8 million, whereas the Indian 
film industry is typically spending a maximum of USD 0.20 million only for Visual Effects. Increase in VFX 
Budgets for the Indian movie is expected to boost the Entertainment VFX segment in India. 
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