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About the Creative Industries Policy and Evidence Centre

The Creative Industries Policy and Evidence Centre (PEC) works to support the growth
of t he ke dlides Industries through the production of independent and
authoritative evidence and policy advice.

Led by Nesta and funded by the Arts and Humanities Research Council as part of the

UK Government 6s ralegydthes Cantreadompr&ées of a consort ium of
universities from across the UK (Birmingham; Cardiff; Edinburgh; Glasgow; Work
Foundation at Lancaster University; LSE; Manchester; Newcastle; Sussex; Ulster). The
PEC works with a diverse range of industry p  artners including the Creative Industries
Federation.

For more details visit www.pec.ac.uk and @CreativePEC

About Workstrand 2: Skills, Talent and Diversity

The Work Foundation | eads the PECO0s area of WO r
partnership w ith other researchers from across the PEC consortium @& forming
Workstrand 2. In particular, it is progressing work with Newcastle University, which leads

the research strand on International Competitiveness, including immigration.

Together we are pursuing a dynamic and diverse research agenda., This seeks to:
provide an authoritative overview of the current strategic skills demands for creative
workers; understand the distribution of opportunities and barriers to labour market and
career success for a rang e of underrepresented demographic and soc io-economic
groups; and, ultimately, develop policy tools to incentivise innovation in business
practices and support stronger investment to grow the creative skills base and meet
the needs of the U8BWys creative econ
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Executive Summary

Introduction

The creative industries, from libraries, galleries and mus eums to the screen industries, design,

advertising and the digital economy, are vital to the UK economy. Dynamic, innovative, and

export-or i ent ated, they are one of t h g groning at daubleethet e s t s u
rate of the rest of the economy. This is in no smal.l part due to the
creative workforce.

The creative industries rely on world -leading talent, capabilities and highly developed skills,
employing sign ificant numbers of STEM as well as humanities graduates, ¢ = ombining a range of
specialist as well as generalist skills. Drawing on a wide range of expertise of researchers,
computer scientists, artists, dancers, makers, designers, and finance and marketing
professionals, they contribute not only to economic perfor mance, but also deliver substantial
cultural benefits both in the UK and abroad.

With their role as a key area of competitive advantage and economic success in the global

economy, and in a post -Brexit era, the creative industries have become a central par t of the
Governmentds new I ndustri al St r andeheecofomiMstrétegy mr n me n t
Wales (Welsh Government 2017 ), Scotland (Scottish Government 2015 , 2019) and Northern

Ireland (Departm ent for the Economy NI 2017) . The Sector Deal signed betwe en the Creative
Industries Council and Government will unlock over £150m in investment over the next five

years to sustain growth and generate an additional 600,000 new jobs in the creative economy

by 2023; growing the workforce by 20% (HM Government 2018)

Indeed, the future for the creative industries and economy is bright. Creative jobs are
expected to prove more resilient to automation (Osborne, Frey and Bakhshi 2015) and the
advent of new techno logies such as Virtual and Augmented Reality, and the grow ing global
appetite for UK content & from music to video games, film to fashion dis expected to not only
fuel ongoing growth of the creative industries, but enhance the need for creativity across t he
economy (Bazalgette, P 2017; Easton and Djumalieva 2018 ).

But as we witness unprecedented tightness in the UK labour market, combined with a
continued growth in high skilled roles, will there be talent available to fill these roles? In the

face of rapi d change in the market, can we be confident that the skill s that businesses need

to thrive in the future are being developed by those learning in schools, colleges and

universities today? As we strive to build a balanced and inclusive UK economy, will the
4|Page

Supported by

UK Research * INDUSTRIAL

and Innovation STRATEGY

.'/ Arts & Humanities
Xy Research Council



opportunities created in this vibrant sector be accessible to everyone 0 regardless of their
socio -demographic background or where they live?

This research

In November 2018, the PEC Workstrand 2 research team embarked on an evidence synthesis

and scopi ng exercise. The primary purpose of the exercise has been to e stablish a robust,
coherent picture of the most pressing skills and diversity challenges facing the creative
industries; map existing evidence; identify current and anticipated gaps in knowledge ; and
agree a shared and dynamic research agenda.

This insight would then be used to  shape the forward programme for the Skills, Talent and
Diversity Workstrand; focussing on tackling evidence gaps and prioritising research areas
where we can add greatest value. Relatedly, wherever possible, a key intention too has been
to identify opportunities to  work in partnership with key stakeholders to co -commission and co -
produce research.

In total, the evidence synthesis and scoping process has considered over 300 sources of
evidence and has engaged 80 individual stakeholder sfrom 50 different organisations through
a series of bi -lateral consultations, roundtables and workshops. So nine months later, what have
we found?

Our findings
Skils and d iversity challenges: 9 critical issues

In contrast to the impressive performance of the past and positive  outlook for the sector in

the future, the synthesis and scoping exercise points to a number of pressing challenges,
which if left unaddressed could undermine the success of the creative ind ustries and
economy and their potential ro Il e in realising the ambitions of

In total we identify 9 key skills and diversity challenges. Some relate to the nature of work and

of working practices; others to the way in which we v alue and develop creativity and creative
skills. Some of these challenges are more immediate or short -term in nature ; while others
represent a longer -term shift. Many are so significant, broad reaching and complex that their
resolution will call for more ¢ ollaborative solutions than a single cours e of action.

Importantly, while some of these challenges are common across the creative industries; others

are more distinct to particular parts of the creative sector. In articulating shared challenges

we do not a ssume that the creative economy is compris ed of a homogenous set of activities

0 indeed far from it. However, our aim is to develop a coherent and compelling narrative to

help shape better policy and practice relating to skills, talent and diversity in the creative
industries.

Supported by

'/O s & umanities | JIK Research *‘ INDUSTRIAL
h. Research Council and Innovation Fh STRATEGY

t

he



2. Skills evolution & skills fusion

Evidence suggests that creative r oles will be
more resilient to automation and that
creativity will become a skill in even greater
demand in the future. However, the sector
and the skills needed by those working in the
creative industries are and will continue to
change dr amatically.

The future effects of technology and other
megatrends need to be fully understood. This

is both in terms of growing demand for certain

roles, but also changing skill needs within
occupations, with an increasing need for
design, data, digitala nd 6 f uslisond s

3. Valuing creative education

While the creative industries are
acknowl edged as a vital
industrial strategy, there are growing
concerns about the devaluing and

deprioritisation of creative education.

This starts in schools and runs right th rough to
higher education, where there is an
increasing emphasis on courses that offer
strong economic returns, wit hout recognising
wider value of creativity and culture.

4. Careers and technical education

Despite widespread reforms to different parts
of the UK skills system & including to careers
education, app renticeships and technical
education & there are concerns that these are
proving challenging to implement in parts of
the creative industries.

In particular, those working in the sector
suggest they ar enot suf ficien
industry needs in differen t parts of the UK, and
ar e failing t o cr emrteo fce
learning pathways to support entry and
progression within the sector.

1. Job quality, management
practices

While the creative In dustries and creative
economy are now recognised as a policy
priority; and many consider the sector to offer

& working

high value activities, highly paid, high  -skilled
roles, this is not the full reality.
Much of the work is often low -paid and

precariou s, jeopardising the health and
wellbeing of the workforce, and there are

significant concerns about how
improvements are hampered by

management and leadership capability and
poor working practices.

WORK &
SKILLS

THE TALENT
PIPELINE

5. Accessing international talent

There are growing concerns around the impact

of Brexit on the ability of the creative industries

to access international talent. While many
creative occupations feature on the updated
Shortage Occupation List, some ha ve
challenged whether the current £30k minimum
salary is too high and will prove too restrictive
for the sector.
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6. Skill shortages and oversupply

Creative industries, occupations and skills are
in growing demand across the economy, but
the supply of talent to the sector is failing to
keep pace, which risks increasing
deficiencies and mismatches to critical levels.

As creati ve skills are in demand in other
sectors of the economy, this is generating
fierce competition for talent, accentuating
skills shortages in some sub -sectors. In
contrast , cuts due to austerity measures are
also stimulating over supply in others parts of
the sect or at the same time.

SKILLS

MISMATCH 7. Skill gaps and professional development
There is increasing awareness in a fast paced,
modern world that a lack of industry
investment in learning and development for
those already in work, and support for lifelong
learning, is creating skill deficiencies in the
workplace.

This is particularly true in areas which have
been / will be subject to substantial future
change.

8. Maximising the value of dive rse talent

The creative industries are failing to make use

DIVERSITY & of the diverse talent that exists in the UK.

INCLUSION .
Consequently, there are growing concerns

that the opportunities created in this vibrant
part of the UK economy a
many and that in some creati ve sectors and
occupations the profile of the workforce looks

dramatically different to the UK population.
9. Strengthening local talent pools across the

UK

Relatedly, not all parts of th e UK are benefitting
from growth opportunities in the creative
industries.

The industries are deeply segmented and par ts
of the sector are heavily London and the South
East centric. In turn, many of the challenges to
growing thriving creative clusters els ewhere in
the country are impeded by the development

and retention of creative talent.
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This synthesis and scoping report has
highlighted that there is already a vast
array of evidence pertaining to skills,
talent and diversity issues in the creative
industries. This not only includes research
and analysis fro m academia and the
wider research community, but also a
wealth of insights and evidence
compiled by wider stakeholders such as:
national bodies with a stake in the arts,
culture and creative industries; sectoral
and sub -sector industry and
occupational tra de bodies;
Government and others. But, despite
this, there is more that needs to be
done.

Our overarching assessment of the
evidence base points to a number of
information failures, in particular:

A failure of official data to
adequately capture specific
parts of th e creative industries,
self-employed workers or
microbusinesses.

M Delays in the update of official
classifications means they often
fail to reflect new sectors,
business models and evolving
6careers of the f

1 Failure of official datato  provide
data g ranularity at a level that
allows analysis of specific sub -
sectors, occupations, or spatial

areas.

1 Fragmentation in the evidence
base, where different
stakeholders collect,

commission or interrogate data
and research in different ways,
using different met hods,
measurement and definitions,
which inhibits comparisons and
the tracking of trends over time.

In addition to these overarching
information failures, the synthesis and
scoping has identified a number of
thematic evidence gaps.

.'-/ Arts & Humanities
Research Council

Job qualit y

While we now benefit from growing data on the number of jobs
in this part of the economy; we lack real insight or transparency
around the quality of work and its impact on the health and
wellbeing of the creative workforce.

Strategic s kill needs

We lack an accurate, coherent and up to date view of which
careers and skills will be in greatest demand in the future; and
what development / invest  ment is required to up/re -skill.

The value of creative education

Amidst concerns about the de  prioritisation of creative

education, there is an urgent need to find ways to better

capture the value of creative education end -to-end through the
education system and life -course.

Pipeline of talent

We lack a regular, coherent source of intelligence on the

pipeline of talent to the sector and the extent to which this is

aligned with industry needs. There is also a dearth of evidence on
either career progression or learning pathways

Creative professional development

We need better understanding of op portunities for professional
development; the effectiveness of industry levies in promoting
learning; and what new levers or forms of learning could promote
greater workforce development, up / res killing; particularly
amongst the freelance workforce .

Productivity and management practices

Against a backdrop of growing interest in the underlying causes

of the UK®Gs pr oduythéreis a degrth pfrevddence m
exploring these issues in the context of the creative industries.

This is particularly significant given concerns around
management and leadership capability in the sector.

Tackling the diversity challenge

There is a lack of regular and robust evidence assessing the
representation of all minority groups in the sector ; insight w hich
looks beyond participation to explore the quality of work &
progression of those from disadvantaged backgrounds ; the
underlying b arriers and what works in overcoming these.

Local talent pools

There is a dearth of robust evidence on local talent pools and skills
pipe lines; the extent to which these are sufficient to meet the
needs of local businesses; and how to connect sector -initiatives
with  wider, placed -based programmes to support skills
development and adult learning.

8|Page
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Shaping the PEC research agenda

There is clearly much we do not yet know. But, as a community with a stake in the future
success of the creative industries and economy, we must go further to better understand the
i ssues, and O6what worksd in addressing thefiredhelphe i nf

us identify some working principl es that we must embrace. The evidence gaps additionally
provide steer to where the PEC can add greatest value in enhancing in insight to shape better
policy and practice relating to skills, talent and diversity in the creative industries.

Work packages & working principles for the Skills, Talent and Diversity Workstrand

We propose to develop a series of work packages; each with its
own clear audience and aims: WORKING PRINCIPLES

1. UK sector skills monitor: a regular data -led assessment of CONSISTENT ANDCO-ORDINATED
the shape of the workforce, the Skills Monitor will provide steer UK-wide reach allows better data to be
on the most pressing employment issues and enable tracking collected on a consistent basis and

. . . . . . according to standards used by UK and
of progress in addressing critical skills and diversity challenges devolved government that permit

. . . . comparisons with other sectors/jobs/skills
2. Targeted Future Foresight r eviews: exploring alternat ive

likely futures, assessing the implications of megatrends for HIGH QUALITY, DYNAMIC AND DIVERSE
employment and identify ing tangible changes in the AGENDA
workplace, skill need s and workers in specific roles to better Address long term gaps in  the existing
of ut-pr @opblicy and practice . evidence base & capture the changing
needs of the creative industries &
3. 0 Bdeievpsub-sector / occupational skills reviews : to economy
explo_r.e in detail evolving careers a'md §ki|ls fqr thg futgre in RELEVANCE AND SALIENCE
specmc. sub -sec.tors. of the creative industries, in different Progre ss collaborative working to identify
occupations, and in different parts of the UK . common challenges, define a share  d
research agenda & develop an action -
4. Policy reviews and think pieces: including targeted oriented programme that tackles
briefing s, updates and reviews focussing on different parts of stakeholder priorities, translates messages
the policy to practice cycle; seeking to understand & supports practical actionable solutions

challenges in more depth; shap e the design of new policies

N CQHERENT PROGRAMME
and form an assessment of 6what W 0

r. S O... .
Bmlg reputation for a series of branded

Priorities for the rest of Year 1 outputs & blended, annual cycle of

inte lligence and insight, ad -hoc deep
There remain two further outputs we are prioritising for  delivery dives, policy think -pieces & events to
by the end of the year: maximise impact

1 UK Sector Skills Monitor 2019 & the first Skills Monitor
will seek to establish a systematic and regular assessment of strategic skill priorities
for the creative industries

1 Policy Review Diversity Series 0 the first paper from this series will look in -depth at the
participation, retention and progression of those of different class origin within the
creative industries

The PEC is actively seeking partners to work collaboratively on shaping, delivering and
commissioning research, soifyou share aninteresti nany areas identified in this scoping paper,
please get in touch!
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1. Introduction

1.1 Creativity, diversity and the modern economy

The creative industries, from libraries, galleries and museums to o1 t i s human
film and the wider screen industries , design, advertising and the .

. . . that drives the success
digital economy, are vital to the UK economy. Dynamic, i

. . . of this sey
innovative, and export -or i ent at ed, they are <
greatest success stories, growing at double the rate of the rest
of the economy . This is in no small part due to the skills and
talents of t lvewolllfirées cr eat i

0s

Sir Peter Bazalgette

The creative industries rely on world -leading talent, capabilities and highly developed skills,
employing significant numbers of STEM as well as  humanities graduate s, combining a range of
specialist a s well as general ist skills Drawing on a wide range of expertise of researchers,
computer scientists, artists, dancers, makers, designers, and finance and marketing
professionals, they contribute not only to economic performance, but also deliver substantial
cultural benefits both in the UK and abroad . And while rapid technological advance threatens

to make obsolete jobs in some parts of the workforce, creative occ upations offer significant
resilience, with over eight out of ten creative jobs in the UK expected to be resistant to future
automation (Osborne, Frey and Bakhshi 2015). As a consequence, we should in coming years
see continued rises in the workforce share of creative occupations - as long as skills supply can
match growing demands.

1.2 Evidence synth esis and scoping: objectives and approach

In November 2018, the PEC Workstrand 2 research team embarked on an evidence
synthesis and scoping exercise . Its intention was to ensure that the work programme was
informed by the current state of play of the body of evidence and expert thinking
amongst key stakeholder s about the most pressing priorities. More specifically this has
sought to meet a number of objectives , hot least to:

1 Establish a robust framework for understanding the skil Is, talent and diversity
issues;

1 Collate, critigue and analyse existing evidence, including academic and grey
literature and data, in order to establish a robust, coherent picture of key skills
and divers ity challenges, as well as gaps in existing knowledge and insight;
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https://www.gov.uk/government/statistics/dcms-sectors-economic-estimates-2017-gva
https://www.gov.uk/government/statistics/dcms-sectors-economic-estimates-2017-gva
https://journals.sagepub.com/doi/10.1068/c11153r
https://ahrc.ukri.org/documents/publications/cultural-value-project-final-report/
https://ahrc.ukri.org/documents/publications/cultural-value-project-final-report/
https://media.nesta.org.uk/documents/creativity_vs._robots_wv.pdf
https://media.nesta.org.uk/documents/creativity_vs._robots_wv.pdf

Consultations

Roundtables

1 Explore with key stakeholders their research prior ities, plans and views on the
key research questions the PEC should seek to answer , avoiding duplication
as much as possible , and supporting collaborate working ; and

1 Develop a shared research agenda for the Skills, Talent and Diversity
Workstrand ; identifying opportunities for co -commissioning and co -
production of research.

As with all evidence syntheses, itis important to define ¢ lear aims and research questions
that this exercise seeks to consider.  Skills, talent and diversity is a broad research area,
and there exists a consider able evidence base. As such, we have sought to establish a
strong anal ytical approach to define the sco pe of the evidence synthesis informed by
world class practices (FHgure 1.1).

Figure 1.1Framework for the evidence synthés

Work & skills in the Skills development & q q Diversity in the
Cl&CE the talent pipeline Sl FrlEmEn creative industries

Creativity & its
valuein a Creative skills
modern development
economy

Recruitment The picture &
difficulties & skill importance of
shortages diversity

Underlying

Skill gaps in the barriers to
workplace gettingin &
getting on

Jobs, skills & The pipeline of

working talent 0 FE, HE &
practices immigration

Future of work Professional
in the creative development &
industries lifelong learning

Underlying What works in
drivers of skills promoting
mismatch inclusivity

When assessing the extent to which we are able to answer the research questions we have limited our
assessment to: the existing evidence base ;research published over the past5 -7 years; focusing
predominantly on evidence concerning the UK creativ e industries and economy , with the exception of
thematic areas where we  know evidence from other countries is better developed

In total, this exercise has considered over 300 sources of evidence and consulted 80 individual
stakeholders from 50 different organisations , listed in the References and Annex B of this report .
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1.3 This report

This report summarises the findings from the evidence synthesis and scoping phase. It is
structured as follows:

1 Chapter 2: outlines the critical s ki | | s, tal ent and diversity c he
creative industries, drawing together key findings from the evidence synthesis,
stakeholder interviews, roundtables and workshops;

1 Chapter 3: discusses the information failures and gaps in existing e  vidence, establishing
priorities that the PEC and the wider research community, industry stakeholde rs and
policy makers might seek to collaboratively address ; and

1 Chapter 4: concludes by outlining the future work programme for the PEC for the year
ahead,in particular drawing on the findings from the
for the forthcomi ng Skills Monitor and Policy Review for 2019 /20.

12|Page
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2. Skills & diversity challeng

2.1  Jobs and skills in the creative industries and economy

Despite creativity becoming a subject of growing interestand study since the 1950s (Mumford,
2003), the creative industries and economy were only formally recognised as a central part of
the UK economy in 19 97. This iswhe n the new Labour govern ment led by Tony Blair established
the Dep artment for Culture, Media and Sport (DCMS) and launche d the Creative Industries
Taskforce to assess their va lue and the policies required to enable their future success (Flew,
2012).

Just over two decades later, the creative industries are now vital and vibrant part of the UK
economy; contributing over £100bn in Gros s Value Added (GVA) (DCMS, 2018 ) and employin g
2m people 0 equivalentto over 6 % of the workforce. Despite growing focus on the creative

industries, there are a total of three million people working in the creative economy in the UK
0 over a third of which are working in creative occupations outside of the sector. 1

Figure 2.1: Employment in the UK creative industries and economy

2011 - 2018
NON-CREATIVE
OCCUPATIONS IN THE 480,000 ADDITIONAL
CREATIVE INDUSTRIE JOBS IN CREATIVE
954'000 lji.szﬂ;n‘s;n;;bperfnrmimg and I N DUST R I ES
CREATVE o Libraries
OCCUPATIONS WITHI ® 7. Publishing
THECREATIVE
LB RIS " Compn oo 30% INCREASE IN
EMPLOYMENT

1,086,000

| 5. Film, TV, video, radio
and photography

CREATIVE
OCCUPATIONS
OUTSDE OF THE
CREATIVE INDUSTRIE

4. Design and designer
fashion

m 3. Crafts

GROWTH 3X TOTAL UK
m 2. Architecture EM P LOYM E NT

Total of 3.2m jobs in the

creative economy
| 1. Advertising and
marketing

2011

DCMS (2019b)
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With their role as a key area of competitive OThe
advantage and economic success in the global
economy , and in a post -Brexit era, the creative
industries have become a central part of the

creati veinciudimju st
film, TV, music, fashion and design,
arts, architecture, publishing,
advertising, video games and crafts o}

Government 0s new l ndustr

Government, 2017) and the economic str ategy are an undoubted strength of our

in Wales (Welsh Government 2017), Scotland economy; i ndeed, they are at the
(Scottish Government 2015, 2019) and Northern heart of the nation
Ireland (Department for the Economy NI 2017). advant agebo

The Deal signed between the Creative Industries HM Government (2018)

Council and Government will unlock over £150m

in investment over the next five years to sustain

growth and generate an additional 600,000 new jobs in the creative economy by 2023 (HM

Government 2018) .

Indeed, the future for the creative in dustries and economy is bright.  The coming of the fourth
industrial revolution, the advent of new technologies such as Virtual and Augmented Reality,

and the growing global appetite for UK content o from music to video games, film  to fashion &
is expected to not on ly fuel ongoing growth of the creati ve industries, but enhance the need

for creativity across the economy (Bazalgette, P 2017; Easton and Djumalieva 2018).

Creative jobs are also expected to prove more resilient to the e ffects of new technology such
as robotics and machine learning , with 87 % of highly creative workers at low or no risk of
automation (Osborne, Frey and Bakhshi 2015). Research by Nesta suggests that if growth of the
creative industries continues at current pace this could create up to one million new jobs by
2030 (Bakhshi and Windsor 2015); with this figure reinforced by recent work for the Creative
Industries Council (Nesta 2018) .

But as we witness persistently high employment rates, and unprecedented tightness in the UK
labour market, combined with a continued growth in hig h skilled roles, will there be talent
available to fill these roles? In the face of rapid change in the market, can we be confident

that the skills businesses need to thrive in the  future are being developed by those learning in
schoaols, colleges and unive rsities today? As we strive to bui Id a balanced and inclusive UK
economy, will the opportunities created in this vibrant sector be accessible to everyone o}
regardless of their socio -demographic background or where they live?

2.2 Skills & Diversity Challeng es: 9 Critical Issues

The findings from the evidence synthesis, stakeholder interviews, two policy roundtables and a
stakeholder event 9 which together incorporate over 300 pieces o f evidence and insight from
over 80 industry experts 0 suggestthe answert o these questionsis aresounding & N olé contrast
to the impressive performance of the past and positive outlook for the sector in the future, the
synthesis and scoping exercise p oints to a number of pressing challenges . If left unaddressed,

l4|Page
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these could undermine the success of the creative industries and economy and their potential

role in realising the ambitions of the UK&s | ndustr.i

In total we identify 9key ski Il I s and diversity chall enges. These

our analyti cal framework (Figure 1.1). Some relate to the nature of work and of waorking
practices; others to the way in which we value and develop creativity and creative skills. Some
of these challenges , such as an urgent need to safeguard access to international ta lent, are
more im mediate or short -term in nature . While o thers, such as the evolution and fusion of skills
needed within the creative economy or deep -rooted and persistent skills shortages represent
a longer -term shift. Many are so significant, broad reach ing and complex that their resolution
will call for more collaborative solutions  than a single course of action.

Importantly, while some of these challenges are common acros s the creative industries; others
are more distinct to particular parts of the crea tive sector. In articulating shared challenges
we do not assume that the creative economy is comprised of a homogenous set of activities

0 indeed far from it. However, our aim is to develop a coherent and compelling narrative to

help shape better policy an d practice relating to skills, talent and diversity in the creative
industries. Figure 2.2 provides an overview of these challenges ; which we explore further in the
narrative that follows. Figure 2.2: Key skills and diversity challenge s

9. 1.
DIVERSITY & STRENGTHENING JOB QUALITY, WORK &

INCLUSION LOCAL TALENT POOL MANAGEMENT & SKILLS
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8.
MAXIMISING THE VALUI 2

OF DIVERSE TALENT SKILLS EVOLUTION
& SKILLS FUSION

SKILLS &
DIVERSITY 3

7. CHALLENGES VALUING CREATIVH

PROFESSIONAL

DEVELOPMENT 4.
CAREERS &
TECHNICAL

6. EDUCATION REFORMS
SKILLS 5.
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CHALLENGE 1.Job quality, management and working practices

While creative Industries and the creative economy are now recognised as a policy priority;
and many consider the sector to offer high value activities , highly paid, high -skilled roles, this
is not the full reality . Much of the work is often low -paid and precarious , jeopardising the

health and wellbeing of the workforce , and there are significant concerns about how
improvements are hampered by management and leadership capability and poor working
practices.

At the headline level |, jobs in the creative economy are undoubtedly amongst the highest
skilled, highest paid in the modern UK economy. Creative workers are more qualified than their
counterparts in other sectors, with 63 % of the creative indust ries workforce hold ing a degree
or equivalent qualification compared t o the all industry average of 35 % (DCMS 2019a).
Average weekly earnings for employees working the creative sector are also one t hird higher
the UK average (ASHE 2018 2).

However, thi s overarching picture
masks significant variation within the

creative indu stries and economy Qualified ’ ,
(Figure 2.3) and the employment to degree - |\ [~

Figure 2.3: Work in the creative industries

challenges being faced . For instance , level 200 Ot 87 % Architecture
there is eviden ce that i n some sub - (DCMS 2019)
sectors: an oversupply of workers and
fierce competition for jobs drives ;
down wages (Arts Professional , 2019a; Average £ Museums, £ T software
' ' earnings galleries & & computer

Dean, 2008; Alacovska, 2018); creates (ASHE2018) 499 p/w libraries 933 p/w  services
huge uncertainty about where the
next pay che que is going to come
from (Lingo and Tepper, 2013) and 60%
leads many creative workers to take Of musicians had 0
on a second job (Bennett 2017 ; Arts done unpaid work in
Professional 2019b; British the past 12 months 15 unpaid hours

. . (Musicians Union Worked by creative
PhOI_OQra_‘phy CounC”_' 2010; 2012) industry workers on
Musi ci ands Uniroagly,on thé® 1 2 average each month
earnings of their parents or partners  to (Labour 2017)

sustain their living ( Musi ci ands Uni on,
2012; The Guardian, 2018) .

2 Note: Median gross weekly earnings of full -time employees (exc. overtime). Data exclu des self-
employed or freelance workers. Given the prevalence of freelance working in many parts of the creative
industries, these figures must be interpreted with caution.
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This raises challenging question s about the long -term sustainability of a model  which reinforces
insecurity and vulnerability. For instance, practices where workers need to subsidise their
creative work and where  cultural organisations respond to uncertainty in funding by turning to
volunteers, flexible la bour and offering short -term contracts on a project -by-project basis in
order to reduce overhead costs (McRobbie 2016 ). This is hardly creating the conditions for

good work and a healthy, capable, happy and highly committed workforce that can drive
business success. There is evidence that across the creative industries employees work unpaid
overhours to the tune of an average 15 hours per month, and many self -employed workers and

freelancers do unpaid or favour -based work (Labour, 2017). Cr eat e L o2088orepdrtson

the results of a survey conducte d in 2015 among 2,487 respondents and an additional 237

interviews showed that overwhelmingly respondents said they had worked for free over the

past twelve months (Create London 2018). For some subsectors and oc cupations, unpaid

i nternships &ndudpaortnfgolairee avenues that | ead.into op

Even then , evidence suggests that much work in the creative industries can be intense,
precarious and challenging . While high -levels of self -empl oyment and freelance working in
the creative industries3 can offer flexibility for
both businesses and workers (Bain and McLean,
2018; Menger, 2017; Umney and Kretsos, 2015 ;
Lindgren et al, 2014 ), others question how much
auto no my workers genuinely have ; where fierce

0 Ma n ymicro companies in the
creative sector may be headed by
an owner/founder where the move

competi tion for work, power imbalances ,

recruitment and working practices can lead to from 6successful
financial insecurity , isolation and exploitative 0successful entrepr
working conditions (Alacovska, 2018; ArtsPay, challenges, particularly around
2018; Butler and Russell, 2018 ; GoodCorporation managing commerci al

2016) that can negatively impactt he health and
wellbeing of creative workers (BECTU 2017;
Graham et al 2017) . Additionally, freelancers
have fewer rights and protections under labour

law (Butler and Russell, 2018; Hesmondhalgh and
Baker, 2010) and are often responsible for paying their o wn unemployment insurance and
contributions to pension funds.  Whilst recent policy reviews sponsored by Government are
seeking to address some of these disparities between different types of employees and
freelancers , such as the r ecent Taylor Review (Taylor 2017) and associated Good Work Plan
(BEIS, 2018) their effects are yet to be fully felt. Itis therefore not known whether the proposed
actions will start to make a difference to the varying working conditions within the sector

Armstrong and Page (2015) for
ScreenSkills

Given some of the challenges of this persistent employment position, there is an ongoing
interest in the quality of leadership capability and management practices of t hose running
creative businesses . In particular this is concerned with how variations in man agement might

30nethird of t he creati ve i ndne sdfiemptoged, osompated to 16& e across all industries
(DCMS, 2019)
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be contributing to these more negative employment experiences , and inhibiting
improvements . The focus on management capability is also concerned with the added
pressures and disruption of a modern working world, caused by ongoing technologica [
advances and new innovative organisational developments in ways of working , and there is
an interest in this regard in how future developments are adding to the complexity of
management moving forward and the decisions taken , which risks making the assoc iated
employment problems more widespread and entrenched. Research by Creative and Cultural
Skills (2018)and Arts Council England (2017 b) suggests shifts in funding and financing, flatter
structures, t he individualism that characterises work in parts of t he industry, and the fact that
many businesses are led by technical experts has led to a lack of leadership and management

skills in the sector (Brighton etal 2016) . These skills are amongst the most common gaps evident
amongst those working in the sector (Work Foundation / ScreenSkills 2019; Creative and
Cultural Skills 2018; Arts Council England 2017b) and general business and management skills
are frequently cited by employers as skills  difficult to find amongst candidates when recruiting
(Spilsbury and Bakhshi 2019). The evidence also suggests the step from creative leader to
business leader can be sizeable, leaving many unprepared, particularly in the face of rapid
technological advanc ement, changing production methods and commercial models
(Armstron g and Page 2015; Creative Industries Council 2014 ; Work Foundation / BFI 2016 , Skills
Development Scotland 2015 ).

In addition, the re are questions over the quality of management practices within the creative
industries, and the effects these are having on business success, employment opportunities
and skills demands within the sector . One approach has been to explore the extent to which
businesses adopt High Performance Working practices (HPW). This is where businesses deploy
a management approach that i s people -centred, and puts in place practices and ways of
working that seek continuous improvement and strong business performance by valuing and
nurturing their employees (Belt and Giles, 2 009). HPW can also then set the vital conditions for
mo r é&ocdl Wo rké. Currently, there is a low adoption of such practices across the UK economy
more generally and this is seen to be one key of the contributor sto the persistent and deep -
rooted UK productivity problem (Be the Business 2019). It is important therefore th at the sector
keeps abreast of general policy developments to understand the effects of poor leadership
and management and what might best be don e to help resolve them in a sector context . This
will also play a crucial rolei n turn in driving better employ ment opportunities and more good
work which optimises future performance through talent

18|Page
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CHALLENGE 2. Skills evolution & skills fusion

While evidence suggests that creative roles will be more resilient to automation and that

creativity will become a ski Il in even greater demand in the future , the sector and the skills

needed by those working in the creative industries are and will continu e to change
dramatically . The future effects of technology and other megatrends need to be fully

understood . This isboth in terms of growing demand for certain roles, but also changing skill

needs within occupations, with an increasing need for design,da t a, di gital and o6f u:

The creative industrie s have undergone immense change over the past two or three deca  des
dueto the effects of ongoi ng sgdhad eethnoldgical g advaneemdns 6,
globalisation , shifting consumer behaviour , changing business models and organisational
developments and policy measures . In this context of significant transformation , we have seen
a rising interest in the future of work , with major studies published both in the UK (UKCES  2014;
Nesta and Pearson 2017) and overseas ( OECD 2017; World Economic Forum 2016; ILO 2017).
Central to this interest is the impact  on jobs and skill sin particular from the proliferation of new

technologies : such as virtual and augmented reality ; automation and robotics ; and the
widespread developments in digitalisation including Artificial Intelligence and machine
learning . With many parts of the cre ative industries at the vanguard  of technology , pushing
the front iers, there is cons iderable debate  about the future of work in the sector (Work

Foundation / ScreenSkill s 2019b; PWC 2018; Nesta, 2017) .

This initial review of sector -specific evidence points  to significant variation in the impact of
these trends , and suggests many are still not fully unde rstood . The effects of technology  are
arguably most widely felt, influencing the way consumers access content d covering online,
non -linear viewing facilitat ed by on -demand streaming services and digital music streaming
services (W ork Foundation /ScreenSkills 2019b; IFPI, 2017); big data ; consumer insight and digital
advertising (Advertising Association, 2018 b; WARC, 2019) and multi -channel marketing; and
Building Information Modelling (BIM) in architecture.

Other trends are arguably more nuanced. For example, fiscal austerity has had a dramatic
impact in particular on: funding in areas such as museums, galleries and libraries (Medoza,
2017; BOP Consulting & mus eums consultancy, 2016); globalisation on the opportunities for
gaming or global cinema in international markets (Work Foundation / ScreenSkills 2019b);
diminishing natural resources on the global fashion industry (Perry and Wood, 2019) ; and
environmental policy on the design of buildings (Booker et al, 2018).

Different sources predict simila r upcoming changes in  skills requirements for work . Physical and

basic (routine) skills are set to decline and higher cognitive skills (including creative skills), soci al

and emotional skills and technological/digital skills are set to become increasingly important
(Eurofound, 2018; McKinsey, 2018 ; NESTA, 2018).Various studies have sought to explore these

effects . The ONS analysed the jobs of 20 million people in Englan  d in 2017 and found that 7.4%

were atrisk of automation (ONS 2019b). However, creative abilities are an area in which robots

and algorithms still fall short. McKinseyds study of
in more than 800 occupationsan d has so far pointed towards machi ne:
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work, but revealed limited strides in work which requires imagination, creative analysis,

common sense, or goal -setting and strategizing to reach that goal. These qualities are
technically diff icult and therefore more costly, to automate. Jobs requiring such s kills & which

dominate many creative occupations 0 are therefore likely to be more resilient to automation

(NESTA, 2018 Pistrui, 2018; McKinsey, 2018; Osborne, Frey and Bakhshi, 2015). Inde ed, evidence

suggests that creativity isa skill in growing demand across the economy . Research for Nesta

explored the link between the skills make  -up of different occupations and their outlook for the

future, and found that out of the 39 transferable skill s consi der ed, 6creativit
significant predictor ofan occupationds propensity to become mor e
the UK workforce) by 2030 (Easton and Djumalieva 2018 ). Further, in January 2019, LinkedIn

reported that its analysis of hu ndreds of thousands of job postings showed that creativity was

amon g the 10 most in -demand skills ( Petrone, 2019).

Furthermore, a range of studies also  point to
the importance of recognizing and OEveryone needs t o have
developing general, and transferable,  skills  gyj||s to take advantage of new technology
for life alongs ide creative skills , increasingly and have the confidence and skills to use the

driven by m odern forms of working . These . .
, ever expanding range of tools to drive
cover areas, such as problem solving, , ,
innovation.

interpersonal skills, perso nal agility,

resilience and abilities t o ounl earn and

rel earnéd and adapt to REHERINeW digitartposegn change and
studies have sought to m easure the softer enhance the way organ isations run their

transferable skills required in a modern operations, generate revenue, engage and
economy. For example, Nesta also in its broaden their audiences and influence their
future of work study highlighted a range of creative practices and
these O0soft skill sé(Nestaowi ng in demand

/ Pearson 2017) . Taylor in his recent review Creative Scotland (2014)

of modern employment po inted to a

common spine of oempl oyability skillsbé

(Taylor, 2017). The UK Employer Skills Survey (DfE 2018b) too shows that these are skills already
in demand and not being met with reported shortages and gaps. For instance, employers
reported a lack of dig ital skills, and a lack of complex analytical skills. The ma in people and
personal skills lacking predominantly related to self -management skills, management and
leadership, and sales and customer handling skills. With increasing changes at work they risk
getting greater. The OECD Adult Skills Survey al so draws att ention to the global nature of this
growing type of skills demand (2019). Demand for design skillsis expected to continue to grow
in the years ahead . Design lies at the heart of many creative in dustries o from fashion to
advertising, architecture to publishing . But, design roles and skills are increasingly in need
across the wider economy (Scottish Government 2019) . Research by the Design Council
suggests that over half of businesses expect deman d for design -related skills to increase in their
sector, and t hree -fifths suggested that design will contribute substantially to business
improvement over the next 3 years (Design Counci | 2018).
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Evidence suggests the same is true for  digital technology skills. Research by Tech Nation in
partnership with LinkedIn suggests that  dech 0 skillsare found across a wide range of roles
outside of traditional IT occupations and in sectors beyon d Technology (Tech Nation 2018) ;
and that the gap between the salaries  of those in digital tech and non  -digital tech roles is wide
and growing (Tech City 2017). The technology industry particularly has opened up new
avenues and markets for creative workers and the 2017 Bazalgette Review even called to

reimagine the senewtec hni ques as at edcchroe asteicvteor . There is an
digital content, design and internet applications, which all require creative skills and are in

great demand when applied in conjunction with digital or other technical abilities (McKins ey,
2019; WEF, 2018).Recent research by the PEC analysing 35 million UK online job adverts found

such @&eocrchadd skills to be important i n paesitively dssociatadn g e
with those occupations that are predicted to be of growing importance in the future (Bak hshi,

Djumalieva and Easton, 2019)

Figure 2.4:Evolving skill needs in the creative industries

Average advertised I . Firms combining arts
salary in the UK in 2016’ : / . and science skills show?;

£51 k ’ O/ higher o0 e
: : employment wl"\
== £35k 6% growth /\/
=,
— -:' o more
— ! . 599 10% produenve 1227
of businesses believe design more likelyto 1 ,
DIGITAL will contribute substantially | 30y bring radical _@_
TECH to business improvement O innovations ., —a
to market -

over the next 3 years?
'Design Council (2018) : 2Buming Glass, Tech City UK (2016) : 3Siepel et al. (2016)

Supported by

UK Research * INDUSTRIAL
and Innovation - - STRATEGY

; '
(1 ¥ Arts & Humanities
Research Council

of



Over the past decade there has been growing interest in the concept o foOFusi omacraski | | s
the wider economy but particularly within the creative industries. Researc h suggests we are
seeing a convergence in technology and creative skill needs within roles , With increasing
emphasis on the need for a blend of
creative, t echnical and entrepreneurial
skills (UKCES 2015;Bakhshi and Windsor 0 The rol es i n ng housgs wereu
2015; Work Foundation / BFI 2016 ; Work  traditionally sorted into teams such as
Foundation / ScreenSkills 2019b) . Thisisin marketing, sales, editorial and so forth. But in
line with wider research suggesting a the past 5 to 10 years we have seen an
growing need amongst employers increase in independent contractors and
across the economy for workers that small publishing firms, particularly in the
of fer 6 STEAM® skills:,. . that i~ s science,
. . digital space.

technology, engineering and
mat hemati cs al ongsidde 6artso, an
particularly creativity and design skil Is EMployment in t hi s spac efusione
(Cultural Learning Alliance 2017). skillsd : a combination o f

commercial and business skills. The sector
Evidence suggests that those businesses  requires ever more expertise around licensing
that are able to  achieve this mix, & copyright, and generally adapting sales,
successfully blend science with the arts ,  marketing and business for a digital
tend to be more innovative and grow landscape, and par ticularly, for individuals to
fa_‘St(_ar Fhan those that_ focus on individual combine those skills in their own person, or to
disciplines alone (S iepel et al. 2016). .

know how and where to outsource certain
So there are considerable dividends on functionso
offer to those individuals and businesses
that are able to keep pace with the Industry consultee, May 2019
evolving skill needs of the creative (&
wider) economy, but a key question i S
whether shift in indust ry needs is being mirrored in the skills system.
Whil e the creative industries are acknowl edged, a
there are growing concerns about the devalui ng and deprioritisation  of creative education
particularly in England . This startsin schools and runs right through to higher education, where
there is an increasing emphasis on courses that offer strong economic returns, without
recognising wide r value of creativity and culture.
Despite greater recognition of the importance of the creative industries to the modern UK
economy , many argue we have seen diminishing atten tion given to creativity and creative
skills within education over the past decade
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In 2015, the final report from the Warwick Commission concluded that the English education
system fails to foster multi -disciplinarity, creativity and enterprise or identify and nurture
creative and cultural talent . It suggest sthis would be to the detriment n ot only of the creative
industries but the ability of the UK economy to develop world -class scienti sts, engineers and
technologists (Warwick Commission, 2015). The review highlighted how current education
policy is creating sil oe s ENaljests, amd fobcing eardy sgeciabisatiom n d
and false opposition between Arts or Science discipli nes.

This issomething echoed by  earlier reviews and wider research across the UK nations (UKCES
2015; Universities UK 2010; Creative Scotland / Scottish Go vernment 2013 ; Smith 2013; Arts
Council Wales / Welsh Government 2015 , Barratt & Thomas 2016 ). In England, there is evidence

of declining take -up of arts subjects at GCSE and A -level (Cultural Learning Alliance, 2018 ) and
that few students combine Arts and  Science disciplines at A -level (Warwick Commission 2015) .

Figure 2.5: Creative learning in secondary education in England

Between 2010 and 2018 ' In 2012/13, only . Over a third of businesses
GCSE & A-Level entries 8.4% . agree that there aren't
in Arts subjects «"% /0 . _enough young people
have fallen by* of students studying arts & creative
y < subjects in school®
Oy : o :
30 /s /
N < »

68%

combined
Arts and Science
disciplines at AS Level®

4Cultural Leaming Alliance data 2008 : SWarwick Commission (2015) : sCreative Nation (2017)
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Nearly five years on and the final report
from the Durham Commission on
Creativity and Education suggests little
progress has been made in addressing

o0The evidence S h o wry
creativity confers personal, economic and

social advantage. As a matter of social
justice and national interest it should be
available to all people, not only those who
can af ford it.o

these issues.

The Commission reports an  ongoing
misconception that creativity is limited to
the arts; finds huge disparity in teaching
for creativity between schools, often
reflecting socio -economic factors; and
expresses deep concerns about the

Durham Commission on and

Education (2019)

Creativity

reduction in status of arts subjects.

While the a rts are a core area of the curriculum in Wales, Scotland and Northern Ireland
(including in the Baccalaureate), some argue the focus on STEM (Science, Technology,
Engineering and Maths) , the exclusion of arts subjects from the English Baccalaureate , the
exemption of Academies and Free Schools from the curriculum, and declining numbers of
teachers teaching creative or expressive arts is coming at cost to creative education in
England (Easton, 2016; Arts Council England 2017a ; NASUWT 2017.

Such developments are in spite of research suggesting that blending arts with STEM subjects to
develop a broad range of technical and creative ski Ils improves student engagement,
innovation and problem -solving skills (Root-Bernstein, 2015; Utal and Cohen 2012; Groenendijk
et al, 2013; Siepel et al, 2016 ). And , while the concept of GSTEAM* arrived well over a decade
ago, research by the British Education Research Association found that terminology and
research on STEAM was inconsistent and often lacked clarity (BERA, 2017). This is something
t hat Scotlandds Curriculum for Excell ence iwarslas
one of eight curriculum areas, and also places emphasis on the importance of interdisciplinary
learning, creating opportunities for young people to connect different areas of learning
(Education Scotland 2019). As the market for higher educatio n continues to evolve, there is
also increasing scrutiny of universities offering courses in subjects where graduates struggle to
find well-paid work, comme nsurate to their skill levels . Research by the IFS and others shows
that , for graduates of creative  arts and design , earning trajectories tend to lag those that have
studied other disciplines and that after five years are only starting to approach the entr y wages
of those in other sectors (HESA, 2017; IFS, 2018; ONS, 2017 and Throsby and Zednik, 2010). The
recent Augar Review of post -18 education also challenged whether public funding of creative

arts and design and social studies subjects represented good value for
current levels of grant top -ups and debt write -offs (DfE, 2019b).

4Adding 6Arts and designd to Science, technology,
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However, many suggest the ongoing emphasis on sh ort-term graduate wage returns  misses the

true value of creative careers. There are a range of reasons for th is including a failure to:
capture earnings from self -employment (which accounts for over a third o f employment in the
sector ); recognise career trajectories in parts of the creative industries which entail 6po

buildingd as an i ntlishing adaregy im the seotdr ;esdackndwledge the wider
value of the arts and creativity to indiv iduals, the modern UK economy and society more
generally (Scottish Funding Council 2019)

Research suggests that tho se who study arts and humanities subject s are more likely to
participate in and contribute to civil society (Kreager 2013, Deloitte 2018) . Review sof the value
of the arts and culture by Arts Council England , Creative Scotland and for the Welsh
Government em phasised the role played in : supportin g the wider economy though supply -
chains, tourism and regeneration; in promoting community cohesion, tackling exclusion and
isolation; and fostering good health and wellbeing (Arts Council England 2014 , Creative
Scotla nd / Scottish Government 2013 ; Andrews 2014).

So, in short, the assessment of value based solely on financial returns risks underestimating other
ways in which creative skills contribute to society and the economy . The problem is further
exacerbated by th e fact that these other forms of value are not always easily identified,
guantifiable, or agreed upon (DC Research 2012; AHRC, 2011; Deloitte, 2018). And d espite an
acknowledgement in the Augar Review of the need to move beyond graduate wage returns

to better capture wider value, it provides n o further information on how this can be done in
practice. Even more worryingly, the review risks encouraging policy recommendations to be
made based on narrower assessments of economic value that already exist with potentially
detrimental consequences  for the sector if left unaddressed.

CHALLENGE 4. Careers and technical education

Despite widespread reforms to  different parts of the UKskills systemto ensure it is fit for purpose
for a modern world of work & including to careers education, apprentices hips and technical
education 0 there are concerns that these are proving challenging to implement in parts of

the creative i ndust rlyabgned toandesmyheedss uird different pamstof the UK
and are failing to create clear ofuture -proof e d dearning pathways to support entry and
progression within the sector.

Alongside broader discussion on how to better capture the value of creative education, lies

the growing concerns that the skills system is failing to develop the technical skills req uired in

many of the creative industries. The evidence review has particul arly highlighted issues in

England, albeit many of the underlying challenges are evident more widely across the UK
natons.Despi te there being no short agaek oifndp etop | pakl to ko
creative industries, there is widespread evidence of a lack of awareness amongst learners,

parents and careers professionals of the job roles and career pathways in the sector (Creative
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Industries Council 2018; Creative Scotland 2 014 and 2016; Skills Development Scotland 2015

Arts Council Northern Ireland 2019
particularly pronounced for film and tv (inc. animation and VFX), games,

and the digital sec

or lower status
compounded by
rec ruitment channels , and a lack of

tor. ltisalsod i

rectly Ilinked to the | ack ard

, Arts Council Wa les / Welsh Government 2015 ). This issueis
theatre, advertising

/' visib

of some roles compared to more traditional occupations ; something

portfolio working arrangements in some

sub-sectors, the use of informal

diversity (Creative and Cultural Skills 2018 Work
Foundation / BF 12016, ACE 2017; House of Lords 2018 ; Ecorys 2016; UK Theatre / SOLT 2018)

84% of businesses

Wherever they are on their creative journey,
young people need access to balanced and
informative advice on careers so that they are
aware of the opportunities available and the
skills required.

We recognise that there is work do be done

with stakeholders and par

skills councils, and our
organisations, on how young people can gain
a better understa nding about pathways into

this sector.

Arts Council Wales / Welsh Government (2015)

Even when individuals seek a career in the creative industries, they face signifi
developing the skills needed by employers.

agreed young people are

unaware of the breadth of
career paths available in the
creative & cultural sector’

CREATIVE

tners such as sector CULTURAL

national

cultural

"Creative Nation (2017)

cant barriers to

The UK d-stantlirgrogus on academic education at the expense of vocational learning

has had a sizeable impact on the availability, quality and take

-up of technical courses related

to the crea tive industries . Frequent reforms to technical education , particularly in England , has
with continual reinventions to core programmes offered such as

also aggravated this problem

apprenticeships.

Indeed, m any of the failures of the skillssystem identified by t he S
lifications were viewed as inferior to academics ones,

Review 0 particularly that technical qua

divorced from the actual occupations they should prepare learners
or sought by employers (DfE/BEIS 2016) 0 resonat e strongly in the creative industries

for, and not understood

means, however, that the sector stands to gain greatly from widespread reforms now being

implemented in post

certai
Ireland .

n |

y

-16 education

in England , and which bring England into closer alignment

ai nsbu

. This also

i nctiemtmsntod, dwiol h earl i er devel opments in

O
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However, f ive years on from the announcement that Government would introduce a levy to

fund apprenticeships, and two years into its implementation, there remain ongoing question s
around the value the creative industries are realising from this investment. The number of
apprenticeships taken in disciplines aligned to the creative industries remains extremely low

across all UK nations (Mirza-Davies, 2016, Skills Development Scotlan d 2019; StatWales 2019,
ApprenticeshipsNI 2019 ). Further, while the Creative Industry Council estimates that the sector

will invest £75 million in Apprenti ceships through levy contributions (Bazalgette 2017), research
by ScreenSkills suggests that the sect or will struggle to spend a little over one quarter of that;
estimating that around £35m is likely to be lost from the creative industries skills system
(ScreenSkills 2018).

Figure 2.6: Careers and technical education i n the Creative Industries

There were only
in creative
apprenticeship levy
apprenticeship starts in payments

in2017/18

Equivalent to 0.3% of all
apprenticeships;and

downi from
are
: of their levy funds®
in 2014/15° y
8Department for Education (2019) 9ScreenSkills (2018
Research points to a multitude of challenges to implementing the apprenticeship reforms.

These are most pronounced in England, where apprenticeship frameworks are bei  ng replaced
by new standards and where the Levy is only available to suppor t apprenticeships and is

accessible via the new Digital Apprenticeship Service. So for employe rs located in England this
presents a number of challenges (see Figure 2.7), not least : a lack of new 0 tandards & for a
wide range of job roles in the creative industries and in particular in film and TV (Work

Foundation / BFI 2016, ScreenSkills 2018b); an d the fragmented approach to apprenticeships ,
which negatively impacts their effectiveness (Nordicity & Smith, 2017)

While greater continuity in the Apprenticeship offer and administration and enhanced
flexibilities around how the Levy is spent (for exam  ple, through the Flexible Workforce
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