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Work Advance undertakes research, analysis and evaluation to advance our
understanding of developments in the world of work. We drive practical improvements
in policies, programmes and practices that support inclusive and sustainable growth;
productive businesses and better management practices; a skilled, agile and healthy
workforce; and stronger more vibrant and cohesive local communities.

Through our strong networks, we provide research, policy and consultancy services to
a range of partners, including businesses large and small, trade unions, professional
bodies, policy-makers and wider practitioners.

Work Advance adopts an approach that is client -centred. We aim to secure practical
solutions, through blended research and consultancy services, and strong stakeholder
engagement and partnership working, which brings value through evidence -based and
expert insights of what works. We design and support the delivery of tailored
programmes and initiatives to test and trial new innovations, including help with
monitoring and evaluation to track results and impact.

For further information please visit: www.workadvance.co.uk
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Introduction

Background to the research

Young people can face significant barriers to
achieving their full potential in UK society. Too
often, where a young person starts out in life,
their ethnic or socio -economic background and
their experiences growing up determines their
future success fmhow well they do at school, the
job they get, their health and even their life
expectancy.

Disparities in educational and employment
outcomes between disadvantaged young
people and their peers are well -evidenced and
striking. Three quarters of children who have
persistently experienced poverty in their early
years start school with below average language
development (Gascoigne & Gross, 2017) By the
time they complete their GCSEs, young people
from disadvantaged backgrounds are 18 months
of learning behind their peers (Cardim-Dias &
Sibieta, 2022). They are less likely to progress to
university (Department for Education, 2022) and
more likely to be Not in Education, Employment
or Training (NEET) for a long period of time
(Department for Education, 2018) .

Rates of youth unemployment in the UK are poor
in comparison to other developed nations
(OECD, 2022) and a recent House of Lords
Committee concluded that some sectors of the

economy are vz ©0F of Ku] NI Fvy > Kf >

from disadvantaged backgrounds
Lords, 2021)

(House of

There is substantial variation in the picture for
different groups of young people. For instance,
educational underachievement and rates of
unemployment are particularly high amongst
young black people and those from Bangladeshi
or Pakistani backgrounds (Powell & Francis-
Devine, 2023). The educational and employment
outcomes of those who have experienced the
care system are particularly striking, with just 7%
of looked -after -children achieving a good pass
in English and Maths GCSEs$41% of 1921 year old
care leavers Not in Education, Employment or
Training; and a £6,000 average pay gap when
they are in work (House of Commons, 2022) .

Despite these being longstanding challenges, on
many metrics the picture is worsening, not least
given the disproportionate impact of the Covid 19
pandemic on the most vulnerable young people
in society (House of Lords, 2021; House of
Commons, 2022).

Changing the fortunes of these young people is

a critical challenge for the UK . As the economy

returns to a growth trajectory , we need much

sharper focus on ensuring the related benefits )

wealth, opportunities, prospects f) are spread

more equitably . This isnot just across different

places, cities and regions, as is the focus of the
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amongst people from all backgrounds,

promoting social justice.

A key concern is how we can better support
young people from disadvantaged backgrounds
to access good jobs and career opportunities in
growing parts of the UK economy.

This research ffunded by the Creative Industries
Policy and Evidence Centre (PEC) and Mission 44
fnlooks specifically at t he UK Film, TV, Radio and
Games Industries, as a part of the economy that
might offer exciting careers that enable young
people to progress in society and reach their full
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Our Aims and Approach

The research has sought to explore the definition
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extent to which disadvantaged young people

are able to access these opportunities and

progress in work; and the key barriers they face

in doing so. This provided a basis to review the

institutions and activities currently working to

enhance diversity and inclusion and identify

scope to enhance the landscape of support.

The research progressed around three main
strands:

to collate and
examine academic and 'YUFf 6" > | ZKF U]
concerning good career pathways in Screen ;



workforce diversity ; and barriers to access
and progression in the sector.

Fieldwork interviews : to provide new insights
from young people on their perceptions of
work in the Screen Industries; the challenges
they face in finding employment and

progressing in work in Film, TV and Games
] oE> KZi> z2o0KiulfF oKzt
promoting access and inclusion.

Landscape mapping and targeted
stakeholder and employer interviews to

examine the current landscape of funders,

delivery partners, and initiatives across the
UK Creative Industries.

ou

For this piece of work, we have focussed on
young people (aged 16-24) from low -income
backgrounds; young people of colour; care

experienced young people; and young people

excluded from school. Throughout the research
we use the DCMS definition of the Screen
Industries and the Games Industry. Please refer
fo A A for fuhpraigialls. g ¢ g 5

This report summarises the findings from each
stage of the research. In the pages that follow we
explore opportunities for good careers in Screen

and Games (Chapter 2); examine barriers to
access and progression (Chapter 3); map the
landscape of support (Chapter 4); and identify

opportunities to enhance th e approach in future
(Chapter 5).



