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CREATIVE INDUSTRIES COUNCIL SKILLSET SKILLS GROUP 

 

REMIT 

“The purpose of the Creative Industries Council Skillset Skills Group will be to assist and make 

recommendations to the CIC to instigate industry led approaches and proposals for addressing skills 

and talent issues to boost the growth and competitiveness of the Creative Industries, with 

Government facilitating and removing barriers where appropriate. As the policy areas under 

consideration are largely devolved, the CIC Skillset Skills Group will confine its remit to England only, 

working closely with devolved administrations where appropriate to achieve a UK‐wide impact.” 

 

We interpreted our brief to focus on issues that were cross-cutting and relevant to all parts of the 

Creative Industries where aggregation and connection will bring added value and benefit. But we also 

recognise that in sub-sectors there are specific skills priorities – see also Appendix 1. We therefore 

built on existing sector skills strategies and work, and also consulted further through our Big 

Questions & focus groups (see Appendix 5). We recognise that much has been achieved and is built 

on in sub-sectors supported by the industries, Sector Skills Councils and relevant support 

organisations. 
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Introduction and Summary 
 
The UK’s Creative Industries are a genuinely world-class sector, generating significant 

employment and export earnings and with admired, market -leading businesses in industries 

that range from visual effects to designer fashion. Industry ambitions to build upon this 

success and strengthen its global position are firmly shared by national Government. In line 

with his objectives to boost growth and re-balance the economy, the Chancellor has 

identified the sector as being of critical importance and established the Creative Industries 

Council to identify opportunities to promote further economic growth and competitiveness. 

 

In order to maximise the potential of the sector, existing barriers need to be addressed – 

particularly those associated with skills and talent development, which are vital to 

maintaining competitive advantage. Many of these barriers are a consequence of the 

distinctive structure of the creative labour market: the sector is characterised by a 

prevalence of SMEs, micro-businesses, start-ups, freelancers and project-based work with, 

for example, some 84% of creative media firms employing fewer than 10 people1. Whilst 

there are examples of good practice across the sector, this structural feature is responsible 

for an overall market failure in which there is under investment in human capital, fewer 

training opportunities, insufficiently structured career progression and unfair access to jobs 

and opportunities. This needs to change for the Creative Industries to fulfil their ambitions for 

growth. A number of organisations in the sector recognise that now is the time to act. What 

may have made businesses successful in the past may not be enough now. They recognise 

that the time has come to act differently, be more joined up and to realise their shared 

ambition: to find and keep the very best people, and to develop skills for the future. 

 

The overriding remit for the Group’s work, in line with the priorities of national Government, 

has been around driving growth and employment. As such, it has focused on those 

industries and activities in which there is thought to be the greatest potential to generate 

significant economic outcomes, with recommendations that can be applied to the whole 

sector, but which will have a particular impact for rapidly growing businesses, entrepreneurs, 

creative managers and high-value professionals. 

 

In order to achieve this, the CIC Skillset Skills Group has undergone an extensive process of 

consultation and deliberation, producing a number of recommendations that build upon 

existing projects and good practice and which through aggregation, increased scale and co-

ordination have the potential to tackle market failures and transform the growth of the sector. 

All of these recommendations, described in Section One, stem directly from cross-sector 

challenges that can only be addressed through a strategic joined-up approach. The Group 

recognises that although the creative sector is diverse, covering crafts and performing arts to 

advertising and video games, each with their own skills requirements, there are nevertheless 

overarching themes that are common to all. These are outlined in Section Two as eight 

‘challenges’ that need to be addressed in order to unlock growth: 

 

 Industry ownership of investment in skills 

 Leadership and management skills 

 Building the creative generation 

 Supporting talent for growth 

 Fusion: the new skills imperative 

                                                                            
1 Skillset (2011) Sector Skills Assessment for the Creative Media Industries in the UK 
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 Building the market for high-quality provision 

 Producing and sharing the intelligence we need 

 Increasing flexibility and reducing bureaucracy, joining up investment and 

clarifying roles 

 

A sector renowned for its creativity and problem solving, and its ability to communicate and 

to persuade, now needs to apply these strengths to address these challenges and secure 

the growth of the sector through concerted action and support for skills and talent 

development. Creative businesses have worked in a way that has reflected their needs. 

There are new challenges and businesses are ready to meet them by being fair employers, 

strategic partners, advocates for good practice and long-term investors. 

 

This will be achieved through greater collaboration aimed at professionalising the industry, 

sharing and overcoming problems and with a willingness to work together, through new 

digital tools and also face-to-face. Whether it is building leadership skills, giving careers 

guidance, supporting new entrants or working with universities, the positive values of a ‘21st 

century’ or ‘virtual guild’ are embedded and underpin these actions. The ‘guild’ expresses a 

sense of stewardship, maturity and a commitment to growing the industries as a whole, 

along with creating opportunities for talent from all backgrounds and the use of digital 

platforms to enable more flexible learning.  

 

It is through this conceptual approach and collaborative working that the recommendations, 

listed under the following five headings, will have the maximum impact:  

 
1. Continuing professional development and nurturing the business leaders of the 

future 

 

2. Inspiring the next generation of creative talent and equipping them with the right 

skills and information 

 

3. Increasing and enriching pathways, so that talent from all backgrounds can enter 

and prosper in the Creative Industries 

 

4. Bringing information to market: co-ordination to meet knowledge gaps and making 

robust data and intelligence available for all 

 

5. Reducing the bureaucratic burden, joining up investment and clarifying roles 

 
Each of these recommendations must be given urgent and thorough consideration. The next 

two years are critical: the UK’s Creative Industries are rightly a source of pride, but for too 

long the emphasis has been on celebrating and showcasing rather than systematically 

investing and increasing competitiveness. As a result, our competitive advantage is being 

eroded. Whether it is industrial design in China, computer science in India, or video games in 

Canada, the UK’s position is coming under increasing threat. Collective action is now 

required if the Creative Industries are not to lose their global position just at the time when 

the UK economy most needs them to flourish. All partners – employers, professionals, 

industry bodies, education institutions, trade unions, training providers and public agencies 

must now come together with a strategic direction and a willingness to invest in and take 

ownership of the sector’s skills and talent development. 
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Section One: Recommendations 
 

Many of the recommendations listed below can be acted upon quickly. Others will require 

that industries and Government continue to engage closely over the longer term to bring 

about lasting positive change for the sector. Crucially, it should be emphasised that it is not 

all about creating entirely new initiatives – there already exist organisations and projects 

well-known for their quality and for successfully addressing the skills challenges facing the 

sector. As such, the recommendations seek to identify and aggregate what works, to 

increase profile and scale, and to connect up in order to maximise impacts and to enable the 

Creative Industries to meet their potential as a generator of increased growth and 

employment for the UK economy. 

 

 

1. Continuing professional development and nurturing the business 
leaders of the future 
 

1.1 Sector Skills Councils and the Creative Industries will develop a professional 

learning network for employers and individuals to use. It will provide an online platform 

to connect people, companies and providers together to leverage investment, share practice 

and facilitate access to continuing professional development. It will provide a space to 

articulate common issues, highlighting relevant labour market intelligence and aggregate 

existing networks and expert information from partner industry organisations. It will enable 

‘course fishing’ in which small businesses co-ordinate shared training needs and collectively 

identify and procure relevant training, and will facilitate a ‘skills swaps’ marketplace where 

individuals or companies network and barter their experience. This is increasingly important 

as technological developments lead to a blurring of boundaries between creative sub-sectors 

and the need for professionals to gain expertise and technical skills from other industries. It 

will translate and filter jargon and help companies understand what existing resources are 

available to drive workforce learning and development, including the opportunities around 

getting the most from apprenticeships and internships. The learning network will recognise 

an individual’s or company’s training and CPD, celebrating excellence and promoting 

Creative Industries’ commitment to skills and growth, and embed a culture of learning and 

good leadership from the top down at an early stage. This will require new co-investment. 

 

1.2 The Sector Skills Councils will work with the Government’s “Business Coaching 

for Growth” programme to ensure there is an effective service for the Creative Industries. 

This recognises that generalised leadership and management brokerage services struggle to 

provide appropriate advice for creative businesses who put a premium on expertise and 

experience unique to their sector. More focused programmes, such as the music industry’s 

successful Music Leaders Network and Leadership Development Network provide a better 

model.  

 

1.3 Establish the Connected-Leadership Programme to build a new generation of 

business leaders. This would identify and recruit a small number of individuals with 

business talent across the Creative Industries for high-level learning from leading experts 

and peers. It would have a particular focus on how best to exploit the fusion of creative 

talents and technological know-how, and the managerial and business structural challenges 

that this presents. This cohort of participants would go on to become the future leaders and 

champions of the UK’s creative economy, in much the same way that the Clore Leadership 
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Programme has nurtured leaders in the cultural sector. In so doing, it would work with the 

relevant Knowledge Transfer Networks, the Technology Strategy Board and NESTA’s 

Creative Business Mentoring Network, building on their existing investment in innovation, 

digital platforms and intellectual property.  

 

1.4 Industry will work to encourage the establishment of virtual boards in line with 

other initiatives to raise civic and social activity in the UK. This recognises that for start-ups 

and small creative companies, management and business skills are often learned as the 

business develops. The boards would have no legal standing, but rather would provide a 

panel of experienced professionals from outside and within the creative sector with particular 

business expertise (e.g. in finance, law, marketing, technology) who would, on a voluntary 

basis, advise and consult creative SMEs at the critical stage of their development. Creative 

managers would be able to access board members to get the specific guidance they need. 

 

How will this support growth? 

 

 The implementation of these programmes will improve access to expert advice on 

protecting and exploiting IP and copyright. It will create networks of the best thinkers 

to problem-solve business issues, helping to drive efficiencies, explore new business 

models, increase profits, create jobs and build growth. 

 

 The Connected-Leadership cohort of participants will go on to become the future 

leaders and champions of the UK’s creative economy, building networks of expertise 

and shared knowledge that benefit the wider industry.  

 

 The virtual boards will create an ever-widening peer-to-peer network of knowledge. 

This will stimulate creative collaboration and innovation with cross-fertilisation of 

ideas and business models to develop new markets and revenues. 

 

 Increased employer and individual investment in skills will attract co-investment from 

Government and reinforce a ‘culture of learning’ from the top-down. This will result in 

a highly skilled tier of senior business people, able to adapt to change, seek out and 

exploit opportunities and create new and responsive business models. 

 

 

2. Inspiring the next generation of creative talent and equipping 
them with the right skills and information 
 

2.1 The current ICT syllabus should be reformed with computer programming and 

other creative subjects properly embedded in the classroom. Computer science, arts, 

design and/or a creative subject (music, film, media and photography) should be included in 

the National Curriculum as compulsory subjects, and also as options within the English 

Baccalaureate. There must also be an opportunity to recognise practical creative subjects 

alongside the more traditional academic subjects, and the relevant Sector Skills Councils 

should lead a consultation process across the Creative Industries identifying those 

vocational qualifications that they wish to champion as meeting current and future employer 

need and that will be of most value for students wishing to enter the sector. It will be 

instructive to compare these alongside those qualifications included in the Department for 

Education (DfE) approved list, and a dedicated officer within DfE should be appointed so that 
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the Creative Industries are able to communicate their findings at a level that ensures that 

Government gives them the fullest consideration. It is the qualifications within the English 

Baccalaureate (A and A/S Levels, GCSEs) alongside these DfE-approved vocational 

qualifications that are then recognised by DfE within the schools performance tables. In 

addition, the range of practical and academic subjects identified by employers as being most 

essential for the sector will be made fully available through the single Creative Industries 

online careers resource and the All Age Careers Service. 

 

2.2 Embed the principle of Fusion in education and skills. Education providers 

collaborating with the Creative Industries need to combine arts, design, technology and 

business, reflecting how the Creative Industries are being transformed by the fusion of these 

disciplines, generating opportunities for new businesses, products and services. 

Partnerships with Business Schools need to be explored in order to instil the theory and 

practice of business leadership, which may then be applied in a creative context. 

 

2.3 Establish a single careers resource for the Creative Industries. Produced by 

businesses themselves, this online resource with authoritative careers information and rich 

media content would build and connect on what is already available, including the valuable 

Creative Choices service managed by Creative & Cultural Skills. It would provide schools, 

parents, young people and other potential entrants with the range of employment 

opportunities that exist across the entire sector, and also the knowledge they need to 

understand the different routes into it (i.e. apprenticeships as well as Higher and Further 

Education). It will enable them to make informed choices about how and what skills they 

need to acquire in order to develop their careers in the different creative sub-sectors, and 

supported by an online mentoring service. Beginning with a detailed feasibility and scoping 

study, this would move quickly into a development plan and then into production. This 

resource could work in partnership with the All Age Careers Service and would be 

complemented by mentoring programmes, industry-specific events and career fairs hosted 

by sector bodies. For Government, the online resource would serve as a clear sign of the 

value of creativity and that the Creative Industries constitute one of the UK’s most successful 

sectors. 

 

2.4 Build stronger partnerships between Higher Education and the Creative 

Industries. The partnership between employers and Higher Education could be a more 

powerful alliance for supporting innovation in the Creative Industries, and for encouraging 

the fusion of new technologies and creative practices.  Accredited courses signal high quality 

in teaching, inter-disciplinarity and industry-relevance. Alongside these courses specific 

institutions should be acknowledged not only for their excellence in teaching, but also 

recognising relationships with industry that offer CPD programmes and joint research and 

development projects between academics and business. These ‘centres of excellence’ can 

be cross-sector (e.g. Skillset Media Academies), specialist conservatoires or sector-based 

Academies, such as in computer games or VFX. Key to facilitating these partnerships is to 

encourage industry professionals to be seconded to Higher Education institutions to 

strengthen these links and encourage innovation, links of creative and STEM practices and 

new approaches within academia.  

 

How will this support growth? 

 

 Creative sectors of such economic importance as video games and post production 

require a clear ‘talent pipeline’ with roots in the compulsory education system, and 
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which ensure that, at a young age, those with an interest are able to nurture their 

talents and develop the skills such that they can contribute to these high-growth 

industries. 

 

 By ensuring that children and young people are encouraged to experience and study 

Creative Industries relevant courses, an enduring interest and passion for a subject 

can be encouraged, with practical skills learnt that can be applied directly in the 

business environment. 

 

 It is the fusion of creative invention and technological innovation which is so 

distinctive of the UK’s Creative and Digital Industries, and which underpins its 

competitive advantage – particularly with regards to the digital media industries of 

emerging economies. 

 

 A universally recognised and valued online destination for all Creative Industries 

career information will enable employers to increase their talent and recruitment pool, 

while helping to attract the most able and determined individuals into the sector. 

 

 The information provided in the online resource will include signposting of industry 

approved courses and qualifications, thereby steering highly talented individuals to 

those pathways in which they can best progress into employment and contribute to 

the growth of the sector. 

 

 ‘Centres of excellence’ with international reputations will fuel growth by providing 

expertise, research and innovative solutions that can be applied to a business 

context and help to develop new products, services and markets. 

 

 

3. Increasing and enriching pathways, so that talent from all 
backgrounds can enter and prosper in the Creative Industries 
 

3.1 The Creative Industries and the National Apprenticeship Service should lead on a 

promotional campaign to raise the profile of Apprenticeships. This would challenge 

traditional notions that they are for those unable to study at university, or that they are not 

“just for boys” (some apprenticeships have a strong gender bias in their uptake). This 

campaign should be aimed at young people, parents and schools and the National 

Apprenticeship Service should allocate resources for targeted marketing to boost 

Apprenticeships in the sector. Schools need to be recognised for their effectiveness not just 

in getting students places at university, but also on to Apprenticeships. Apprenticeships are 

most successful when people are well-prepared and ‘bootcamp’ style pre-Apprenticeship 

programmes help to ready young people, build their confidence and personal skills and 

make them more attractive to employers. In addition, there needs to be a campaign to raise 

awareness in the Creative Industries and increase the number of employers offering 

placements. This should be done by showcasing and celebrating those employers that have 

run successful Apprenticeship programmes, highlighting the benefits they have enjoyed. The 

status of Apprenticeships in the sector would also benefit from an emphasis not only on 

entry-level, but also higher-level, or ‘master Apprenticeships’. For many industries, NVQ 

Level 5 or higher is needed, with individuals able to study and progress with their employer 

to graduate level and beyond in terms of expertise and learning.  
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3.2 Establish group Apprenticeship approaches for the Creative Media and Fashion 

and Textile industries. In order to improve the take-up of Apprenticeships, particularly 

among SMEs, there needs to be more scope for aggregation, allowing employers to manage 

apprentices collectively, in partnership with other businesses. There are already existing 

models for this – Group Training Associations (GTA) are well-established in many industries, 

while an Apprentice Training Agency (ATA) exists for the cultural sector, and the Microsoft 

Partner Apprenticeship supports small businesses in the software supply chain to jointly 

deliver Apprenticeships. Relevant GTAs and ATAs should now be developed as appropriate 

for the Creative Media and Fashion and Textile industries. 

 

3.3 Improve the quality of industry internships. It is not sustainable for creative 

businesses to be based around exploitative labour practices such as interns working unpaid 

for significant periods of time. Although existing legislation around working conditions for 

internships is sufficient, greater enforcement and awareness of definitions and employer 

responsibilities is needed. A much more proactive approach by the Creative Industries 

towards addressing this is already beginning, and needs to be further supported, with 

employers not just complying with legislation but also working with trade unions, employee 

representative groups and Government to challenge poor working practices and champion 

the principles of fair access to the sector.  

 

Part of the difficulty is ensuring there is a clear understanding of the National Minimum Wage 

(NMW) and other legal requirements associated with activities such as work experience, 

internships and volunteers, with employers and also educational providers often unaware of 

the correct guidance. Greater clarity on NMW regulations from Government would be 

welcomed, building on work undertaken by trade associations, trade unions, Skillset, 

Creative & Cultural Skills and Arts Council England, who published guidelines on legal 

responsibilities and best practice (summarised in Appendix 3). 

 

Once clarity is established, campaigning and promotion of good practice can be undertaken. 

This could partly be achieved through an online industry ‘clearing’ service, which could be 

part of the larger careers resource, in which businesses can upload internship opportunities, 

rather than relying on personal contacts. In line with the Government’s Business Compact on 

Social Mobility, both the business and moral case to change the culture of unpaid internships 

could be made, acknowledging that the practice is deeply embedded across many sectors of 

the economy, and that businesses will need support and encouragement to adapt. 

Businesses that have a good record in terms of recruitment practices, working conditions 

and managing interns and apprenticeships should be highlighted. As a sign of their 

investment in the future of the sector, creative businesses could pledge to be responsible 

and fair employers of interns, and to make a public commitment to this effect through the 

‘clearing’ service. 

 

 

How will this support growth? 

 

 Apprenticeships enable talented young people, who will be the creative producers, 

craft and technical experts, managers and entrepreneurs of the future to get their first 

foot on the ladder, supported by structured, fit-for-purpose business training. As 

such, they are an important tool for long-term growth, equality of opportunity and 

competitiveness in the sector. 
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 Businesses use Apprenticeships as a means of building the skills capacity within 

their organisation and are an important tool for workforce planning, enabling them, at 

relatively low risk and cost, to identify and nurture the key future members of staff. 

 

 Apprenticeships and properly paid internships are an important tool in the fight 

against under-representation and unemployment, and to increase diversity in the 

workforce. Through Apprenticeships and structured training and employment, current 

high levels of youth unemployment can be partly mitigated, and concerns around a 

‘lost generation’ can be addressed by enabling young people currently without work 

to make a direct economic contribution. 

 

 By ensuring that internships are better promoted, recruited and remunerated, the 

most productive talent, from all backgrounds, will better be able to enter the sector 

and contribute to the growth and development of creative businesses. 

 

4. Bringing information to market: co-ordination to meet knowledge 
gaps and making robust data and intelligence available for all 
 

4.1 Extend the Skillset Tick model across the sector. A vital signpost for learning 

provision is the Skillset Tick – a kite-mark accredited by industry which acts as a mark of 

quality for Higher Education (HE)/Further Education (FE) creative media courses, enabling 

on the one hand prospective students to choose those courses most valued by employers 

and hence likely to lead to employment, and, on the other, focusing industry commitment 

and input. The Tick is now being adopted as a model by those Sector Skills Councils that 

represent Science, Technology, Engineering and Mathematics (STEM) industries, and will 

be included in HE courses’ Key Information Set for young people applying to study from 

September 2012. Industry now needs to work with SSCs in extending the Tick model across 

all of the Creative Industries. As well as HE, it should cover training providers offering 

Apprenticeships, as this will provide valuable guidance both for potential entrants and 

employers interested in taking on Apprentices. 

 

4.2 Co-ordinating production and access to data. A body or partnership should be tasked 

with providing leadership and co-ordination between different skills and employment 

research bodies and evidence providers, including the Office for National Statistics, and also 

with those who require industry intelligence and data. This would not only reduce duplication, 

identify common knowledge gaps and drive up the quality of the evidence base, but also 

ensure that labour market intelligence can feed into related policy agendas and the delivery 

of services – for instance, providing a data-driven advice service, in which prospective 

students can make informed decisions on the basis of quantitative and qualitative evidence, 

like data on tracking the career progression of former graduates and entrants. 

 

4.3 Improving official data sources. The UK national accounts system needs to be better 

suited for the modern knowledge economy, and official industry definitions and 

classifications should be more precise, in order to capture a wide range of different creative 

activities and rapidly changing skills demands that are not currently recognised. This would 

include data on overseas investment in skills and talent, so the UK industry can benchmark 

itself against other nations. The Office for National Statistics would benefit from having 

greater sector-specific knowledge. This could be achieved in a variety of ways other than 
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conventional staffing (secondments, academic partners etc.), but at the moment it is a 

notable omission that needs to be addressed. 

 

How will this support growth? 

 

 For a market to work efficiently and productivity to be maximised, high-quality 

information and intelligence on skills and employment need to be available to all, 

helping employers to make better investment in recruitment and training, and 

prospective entrants to make the decisions that will best progress their careers. 

 

 Progression routes that are clearly identified will aid diversity by providing transparent 

roadmaps into the industry for those from all backgrounds, helping to ensure that 

those with the most talent and determination can get employment. 

 

 By awarding accreditation and kite-marking courses, employers will be focused in 

directing their resources to industry-approved programmes, while educational 

providers will be incentivised to raise quality and engage closely with industry, 

ensuring that courses supply new entrants who are as innovative and productive as 

possible. 

 

 Data and intelligence on investment in skills and talent in other countries would help 

the UK industry to better benchmark itself, and understand the levels and focus of 

investment required to maintain competitiveness in a global market. 

 

 

5. Reducing the bureaucratic burden, joining up investment and 
clarifying roles 
 

5.1 Improving and mitigating further regulatory measures. As a sector identified as 

being of critical importance to the UK’s growth prospects, all proposed regulatory changes 

relating to education and skills, whether originating from national Government or the EU, 

should be considered in terms of their impact on the Creative Industries. The relevant 

Government departments (BIS, DCMS, DfE) should ensure that the views of Sector Skills 

Councils, trade unions, employers and trade associations are sought on such issues, and 

that sufficient time is given for them to consult with industry and co-ordinate a response. 

  

5.2 Improving the regulatory framework for freelance training. As part of the ‘Red Tape 

Challenge’, regulations should be modified in order to enable freelancers to access the 

support and training they need and encourage large employers to offer training to their 

freelance workforce. HMRC uses employer training as one of the means of determining 

whether or not an individual should classified for tax purposes on a freelance or employee 

basis. This can cause problems in the creative sector where so much of the workforce is 

freelance, and work-based training calls into question an individual’s self-employed status, 

inhibiting uptake of training and potentially creating tax liabilities. In order to minimise this, 

HMRC should take a pragmatic view of working practices within the sector, recognising that 

training provided to a contract worker does not prevent them from being bone fide 

freelancers.  
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Bodies such as the Skills Funding Agency should consider recognising a certain level of 

freelance employment (for instance measured in days worked or fees earned) as being 

commensurate with full-time employment in their assessment and funding criteria. This 

would reflect the fact that many apprentices and other trainees who go onto work in the 

Creative Industries do so on a temporary contract basis - not because they have been 

unable to get a job, but rather because that is the nature of the sector. 

 

5.3 Bring clarity and a joined-up approach to support and investment. Government and 

industry-led organisations must work together in order to provide clarity in their roles and 

responsibilities with regards to supporting the sector. This will help to ensure that investment 

in skills and talent is directed effectively, and with minimum duplication and confusion for 

creative businesses. It is particularly important that Sector Skills Council (SSC) roles are 

clarified and communicated, while the Local Employer Partnerships (LEPs) with a focus on 

the Creative Industries work closely with the relevant SSC to ensure that skills challenges 

facing the sector are overcome. In addition, given the importance of the sector, the 

Department for Education could have an officer with a designated Creative Industries remit. 

 
How will this support growth? 

 
 As a rapidly evolving sector, skills needs change quickly and it is therefore important 

that training provision and support is able to respond to this, with the minimum of 

bureaucratic restrictions, in order for the workforce to access the skills they require 

and to maintain their competitiveness. 
 

 As a major component of a technology driven, innovative growth sector it is important 

that the workforce, particularly the freelance element, are encouraged to replenish 

and invest in their skills as much as possible, in order to increase their productivity 

and maintain their career prospects. 
 

 Government investment in skills and business support needs to be as efficient, 

targeted and effective as possible. By ensuring that the appropriate sector body is 

helping to inform investment decisions and policies, it will maximise economic 

outcomes across the UK. 
 

Resources and implementation 
 
If the recommendations above are endorsed by the Creative Industries Council, they will 

need to be delivered upon, with an implementation plan to ensure effectiveness and 

efficiencies. In many cases, detailed work has already been undertaken and there are 

Creative Industries partners already in place and willing to start, while others will require 

more planning before they can be delivered. In terms of resources, the industries themselves 

are in a strong position to dedicate expertise, energies and investment, while the Sector 

Skills Councils are, to a certain extent, able to draw on existing resources. Further co-

investment will however be required and, with the support of the Creative Industries Council, 

Skillset will oversee bids to the relevant funding programmes (particularly the Growth and 

Innovation Fund and Employer Ownership Pilots) with the aim of securing the resource 

required to deliver on key recommendations for the long-term growth of the sector. 
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Section Two: Rationale and Industry Challenges 
 

The UK Government has a clear ambition to boost growth and re-balance the economy in 

the wake of the economic upheavals of the last three years. It set out its approach to achieve 

this in the Plan for Growth2, published by HM Treasury to coincide with the Chancellor’s 

2011 budget. A number of industrial sectors were identified as critical to this, among them 

the Digital and Creative Industries (D&CI). The Plan recognised that they ‘have the potential 

to drive significant growth in the UK’ and that the sector’s benefits are felt nationwide: 

creative clusters already exist across the country ‘from film, photography and production in 

Brighton to video games and special effects in Dundee’.3  

 

In this, the Plan echoed the findings of the Department for Culture, Media & Sport (DCMS). 

Its latest economic estimates4 suggest the Creative Industries (a narrower definition than 

digital and creative) account for 1.5million jobs, including people working in creative 

occupations in other sectors of the economy. They produce £36bn of Gross Value Added 

(2.89% of the national total) and 10.6% of the UK’s export earnings. 

 

Critical to maintaining this competitive advantage is the skills and talent development of the 

sector. Workforce skills have been formally identified by HM Treasury as one of the five 

drivers of productivity, while research has shown that skills affect productivity in a number of 

ways: directly, by improving the stock of human capital; indirectly, by increasing other 

workers’ productivity through 'spill over’ effects; and by helping to maximise the value of 

investment and innovation. Yet, as a recent survey observed5, the UK labour market suffers 

from a mismatch, having both high unemployment and shortages of skilled workers. The 

constraints on growth as a consequence of this for the Creative Industries are particularly 

damaging given how much the sector depends on attracting and nurturing talent: in an oft-

quoted phrase, they are industries ‘where the most valuable assets leave the building every 

evening’. 

 

Although covering 13 sub-sectors, as diverse in range from crafts and performing arts to 

advertising and video games, each with their own distinct value chains, business models and 

skills requirements, there are nevertheless overarching themes that are common to the 

entire sector, which are described below as eight ‘challenges’. The recommendations 

outlined in Section One above all stem directly from these challenges and are intended to 

address them through a co-ordinated and strategic approach. In the course of the 

consultation, a number of projects, organisations and initiatives were identified as being 

particularly innovative and successful in addressing the challenges, and as such they have 

been highlighted in this section as a means of raising profile and encouraging the adoption 

of best practice. 

 

Challenge One: Industry ownership of investment in skills 
 

“Despite the world-leading position of the UK’s Creative Industries, resting on our laurels is 

not an option. Without urgent action... we will fail to achieve the considerable potential the 

Creative Industries have as a key growth sector.” – Will Hutton, The Work Foundation 

                                                                            
2 HM Treasury (2011) The Plan for Growth, HM Treasury, London 
3 ibid 
4 DCMS (2011) Creative Industries Economic Estimates 2011, DCMS, London 
5 Bishop, M. (2011) Special report: The Future of Jobs, The Economist, London, Sept 10-16    
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The vision 

The competitive future of the UK’s Creative Industries will only be secured by the industries 

themselves taking the lead role in supporting skills and talent development. This will require 

investment by employers and individuals in terms of resources, time and strategic 

commitment. It will also mean engagement at many levels, ranging from relationships 

between local businesses and schools, through to working with universities on research and 

development, and high-level strategic consultation with national Government to ensure that 

legislation, regulation and investment are as positive and impactful as possible. To a certain 

degree, all of these things do, of course, already take place, and the future growth of the 

sector therefore depends on co-investment, building connections, identifying what works well 

and aggregating and scaling support so that benefits are maximised. Digital media 

technologies and platforms, which many creative businesses have such expertise in, are an 

important element of this, with opportunities to deliver training, information, advice and 

resources at a wide range and in new and innovative ways. 

 

Current barriers and reported difficulties 

At present, the creative sector is notable for its market failures in co-ordination and 

intelligence. Many of the industries are structured around a handful of large companies and 

a preponderance of small and medium-sized enterprises, micro-businesses (i.e. those with 

fewer than 10 employees), ‘lifestyle businesses’ not primarily motivated by commercial 

objectives, freelancers and individual agents and entrepreneurs. The difficulties small 

creative enterprises face in securing private investment compound the problem, as they 

struggle to get to the size and stability required to implement policies around skills, staff 

progression and talent development.  

 

Although there are trade associations and professional bodies that do excellent work around 

skills and much else, the large number and variety of these, with very different members and 

interests, means that the scope for concerted action is limited.  It has therefore proved 

difficult for the sector to co-ordinate investment in skills and talent development and take a 

strategic approach to supporting its competitive future to the degree required. As a 

consequence, the quality of provision varies enormously both between and within the 

creative sub-sectors and, while there are many examples of good practice and highly 

successful projects, investment is uneven and often short-term, and support highly 

contingent. 

 

 

Case Study: IPA Diagonal Thinking 

Diagonal Thinking is an online self-assessment tool developed by the advertising industry 

itself in order to help students and young people considering a career in the sector. It is 

based upon research undertaken by IPA and Creative & Cultural Skills demonstrating that 

the most successful advertising professionals are both linear and lateral thinkers – they can 

think ‘diagonally’ and are able to combine logical reasoning with a talent for linking disparate 

ideas, and undertaking highly creative work within a commercial context. As well as assisting 

potential entrants, Diagonal Thinking was established to encourage a more diverse mix of 

people to apply to the industry on the basis of their thinking ability and without being inhibited 

by concerns that they are not from the right social or educational background. 
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Creative Choices 

Creative Choices is a website run by Creative & Cultural Skills to provide careers 

information, advice and guidance to people working, or interested in working, within the 

creative and cultural industries. The site provides information, case studies, tools, 

opportunities and job advertisements in order to help people further their involvement in the 

sector. The site also signposts other websites within the sector and has content from 

industry practitioners and experts. Although run through one organisation, the site was 

designed and produced in close consultation with industry bodies, such as UK Music, in 

order to ensure that content is truly sector-relevant. Creative Choices currently has over 

40,000 visitors a month to the site. 

 

Challenge Two: Leadership and Management skills 
 

“The UK has the creative talent required for us to be genuine world-beaters. What we do not 

have is enough of the right business men and women to back that talent.” Patrick McKenna, 

Chief Executive, Ingenious Media 

 

The vision 

The majority of jobs in the Creative Industries are likely to be generated by a relatively small 

number of rapidly growing firms.  It is therefore vital that we recognise and stimulate a new 

generation of creative business entrepreneurs and ensure that they are equipped with the 

‘hard’ and ‘soft’ leadership skills, management expertise and strategic insight to drive 

growth. Although there are managerial challenges common to all sectors of the economy, 

there are also areas where particular business expertise is often required in the Creative 

Industries, such as risk management, defending and exploiting intellectual property, and 

understanding new digital distribution platforms, disruptive technology and new business 

models. For business talent to flourish across the Creative Industries, there need to be 

succession programmes and peer networks across different sectors including scientific, 

technical and creative for better ‘fusion businesses’. 

 

Current barriers and reported difficulties 

Evidence suggests that the UK as a whole performs well on its start-up rates6 but less well 

on company growth, and this is reflected in the myriad government initiatives, especially at 

local and regional level, over the last decade which have tended to provide basic support to 

a large number of firms. Within universities, outside of specific MBA programmes, leadership 

is not a discipline which is generally studied or taught. Much more needs to be done to 

provide the higher-level business skills necessary for growth: research repeatedly indicates 

that this is major problem, with the CBI reporting that, “the lack of entrepreneurial know-how 

is a serious skills gap within the industry”, 7 while a recent NESTA report found that it can be 

particularly difficult to manage firms experiencing rapid growth - 41% of high growth firms 

see managerial skills as a significant obstacle to their success compared to only 27% of 

other firms.8 Such business skills are urgently needed in order to promote export activity – 

where business development, strategic market intelligence and negotiating licensing and 

sales agreements are all critical for success. The UK as a whole is not short of professional 

skills, but the challenge is to encourage creative businesses to understand that they can 

commercially benefit from them, and to help them in identifying and seeking such expertise.  

 

                                                                            
6 Work Foundation (2011) A Plan for Growth in the Knowledge Economy 
7 (Confederation of British Industry, 2011) Skills for the Creative Industries: Investing in the Talents of Our People 
8 Free to grow? Assessing the obstacles faced by actual and potential high growth firms (The Work Foundation/NESTA, November 2011) 
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Related to this is the issue of investment, and long-standing concerns that creative 

entrepreneurs face particular challenges in securing the finance they need to grow. While 

there may be specific barriers on the investment side that need addressing, business skills 

are critical to securing more investment. In order to attract finance, creative businesses need 

to demonstrate that they can grow and that requires a leadership team with expertise in 

financial planning, organisational management, revenue models and how to scale a 

business. At present, there are simply not enough managers in the sector who can do this. 

 

Clore Leadership Programme 

The Clore Leadership Programme provides training for senior managers in the creative and 

cultural sector. It provides both short course training related to topics such as finance and 

risk, governance and communications, along with a fellowship programme for a small 

number of cultural leaders each year, offering much more intensive training. The Clore 

Programme provides vital skills to individuals, and also acts as a network of cultural leaders 

to interact and share best practice within their specific discipline. Since 2004, over 200 such 

leaders have gone through the fellowship programme, with many going on to senior 

executive positions within cultural bodies and institutions. 

 

 

NESTA’s Creative Business Mentor Network 

Mentoring has been used effectively by NESTA and partners to help develop the business 

capacity of established creative firms that want to grow. This form of support is especially 

helpful when creative businesses do not have non-executive directors or other “critical 

friends”. Mentors are volunteers with a track-record of commercial success in the creative 

sector. They focus on mentoring the business as well as the individual and often stay on as 

advisors or board members. Mentoring gives creative firms access to knowledge, experience 

and excellent networks which can develop into business growth. 

 
Challenge Three: Building the creative generation 
 

“The essential need is for a skills base, and that starts with education. The Creative 

Industries need creative people, but creativity needs to be taught and nurtured”. Baroness 

Bonham-Carter, House of Lords, November 2011 

 

The vision 

The foundations for the future generations of talent that will shape and lead the UK’s 

Creative Industries and on which their competitiveness depends, are laid in our country’s 

schools. As such, these need to be centres not only for learning skills, but also for acquiring 

enduring values such as ambition, creativity and dedication which will stay with them 

throughout their careers. In order to do this, schools need to be focused on providing 

immersive, intensive and practical skills from a young age. Whether it is crafts or computer 

programming, painting or music, learning at this stage needs to instil in children and young 

people a sense of curiosity and passion for the subject matter. This breadth and opportunity 

for a wide range of creative experiences in the early years should be built upon later by more 

ambitious and rigorous teaching, which maintains a strong emphasis on practical skills and 

the importance of actually making creative products. In order to help achieve this, there 

should be a rich level of interaction between schools and creative businesses, in the same 

way that there often is with museums and cultural institutions, so that children and young 

people are much more aware of the wide range of opportunities that can follow from studying 

Creative Industries subjects. 
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Current barriers and reported difficulties 

Industry concerns about the quality of the creative educational experience have been 

highlighted in recent high profile studies: Darren Henley’s Review of Cultural Education, the 

Next Gen report, published by NESTA, on educational provision for the video games and 

visual effects industries, the Design Commission’s Restarting Britain – an inquiry into the 

design education necessary to lead growth in the economy, and the Film Policy Review. 

These reviews have informed the work of the CIC Skillset Skills Group, with many of their 

findings echoed in discussions. 

 

At present, it is felt that much of the curriculum and teaching in schools has become too 

focused on what can be easily taught and examined, rather than what gives children and 

young people the deep skills and emotional connection to a subject on which they can build. 

Some subjects of close relevance to the Creative Industries, such as computer science, are 

not recognised as disciplines which can immerse students from an early age in the same 

kinds of fundamental analytical, reasoning and theoretical skills as more traditional subjects. 

At the same time, the emphasis on practical and craft making skills has been lost, while 

schools are too narrowly assessed and regulated on the basis of qualifications achieved and 

university places attained rather than the depth and intensity of the learning experience. 

Employers and industry representatives need to work closely with Government to address 

these issues from a policy perspective and to inform debates around curriculum and 

qualification frameworks, while at the same time supporting schools and teachers at the local 

level to help to enrich the educational experience. 

 

Mulberry Apprenticeship Programme 

Based in Somerset, the fashion house Mulberry has remained committed to production in 

the UK despite the challenges of recruiting and maintaining high quality staff with the 

necessary technical and craft skills. In recent years, this has been made possible through its 

ambitious apprenticeship programme. Through close engagement with local schools and 

colleges, Mulberry has worked to dispel negative stereotypes about ‘mindless factory jobs’ 

and succeeded in recruiting large numbers of young people on paid apprenticeships in which 

they can acquire specific practical skills in areas such as pattern-cutting, stitching and 

finishing. Apprentices that have gone through the Mulberry Apprenticeship are boosting 

productivity for the company and generating significant employment in the region. 

 

Challenge Four: Supporting talent for growth 
 

“We have to ensure that as we in this country go forward, all our talents get used” Baroness 

Wilcox 

 

The vision 

If the creative sector is to meet its productive potential, then talented and hardworking 

individuals from all backgrounds must be able to enter and progress, with the principle of fair 

access underpinning skills and employment. Young people, irrespective of their family 

circumstances, should be aware of the career opportunities in the sector while still at school 

and given advice and encouragement to meet their ambitions. There needs to be a range of 

well-recognised and credible pathways into the sector, so that those determined to work in 

the Creative Industries can acquire the necessary skills and knowledge – creative and 

technical, practical and academic. Entry positions should be advertised as openly as 

possible and provide new employees with the chance not only to contribute to the business’s 
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bottom-line but also to get vital on-the-job learning, with pay levels and working conditions 

such that personal circumstances do not dictate who can and can’t work in the sector. As 

careers progress, there needs to be continuous access to high-quality training that meets the 

needs of employees but also freelancers – recognising that for many creative professionals, 

lengthy periods of self-employment will be the basis on which they work. 

 

Current barriers and reported difficulties 

The Creative Industries are still a long way from reflecting the population as a whole, with 

certain groups remaining significantly under-represented. According to the most recent 

census 9of the creative media industries, the proportion of women in the workforce has fallen 

to 27%, while the proportion of people from an ethnic minority background is at 6.7% - this 

compares to 49% and 11% respectively for the UK’s workforce as a whole. Furthermore, 

such groups tend to be especially under-represented in the more senior managerial and 

creative occupations. The creative sector therefore risks missing out on talented individuals 

with the potential to drive innovation, productivity and growth.  

 

In terms of improving access to the sector, there are a number of issues that need 

addressing. Critical to this is the quality of careers advice – without information and help 

from family and personal connections, many young people have to rely on a service which is 

unable to supply them with the required knowledge around employment opportunities, 

qualifications and pathways to purposefully consider and/or progress in a career in the 

sector. Partly because of this, employers report that the reputation of apprenticeships and 

other non-academic pathways suffers in comparison with university education – this is not 

only the case among parents, but also schools, who tend to be judged by university places, 

rather than the training that might actually be best suited to their pupils.  

 

Although there are impressive examples of industry support (the BRIT Trust’s substantial 

investment in apprenticeships for music employers), the overall take-up of apprenticeships in 

the creative sector is low – less than 1% of creative media businesses have ever offered a 

formal Apprenticeship. Yet, the Apprenticeship model can deliver powerful results – the 

Creative Apprenticeship Frameworks established by Creative & Cultural Skills in 2008 have 

led to over 1,000 Apprenticeship starts in the sector and generated considerable investment 

in the workforce from businesses. The Apprenticeships have a high level of retention, with 6 

out of 10 staying with their employer after achieving their qualification, demonstrating their 

effectiveness as a route to employment. 

 

Despite this, a more common entry pathway into the sector remains graduate internship, but 

here there are particular concerns – not only around poor working conditions and low levels 

of remuneration (which restricts access for many) but also on how internship opportunities 

are made available and recruited, putting a premium on personal contacts rather than talent 

and determination. 

 

Challenge Five: Fusion: the new skills imperative 
 

“We need to bring art and science back together. Think back to the glory days of the 

Victorian era. It was a time when the same people wrote poetry and built bridges” – Eric 

Schmidt, Executive Chairman, Google 

 

                                                                            
9 Skillset (2009) 2009 Employment Census of the Creative Media Industries 



 

19 

 

The vision 

The biggest driver of change, growth and also disruption in the creative sector over the last 

decade has been the impact of digital technologies – radically transforming the production 

processes, as well as distribution and business models. In particular, it is the fusion of 

technology, business skills and creative practice that is generating so many opportunities for 

new businesses, products and services. It is this combination of artistic invention, 

technological innovation and entrepreneurial energy which is so distinctive of the UK’s 

Creative and Digital Industries, and which underpins its competitive advantage – especially 

with regard to the emerging economies. For the sector to thrive, it is therefore vital that the 

next generation of educators and students, as well as existing professionals, can master the 

new tools and technologies, and this means gaining confidence and expertise from a young 

age. Furthermore, within the UK’s universities and research institutions, there should be 

greater synergy and exchange between STEM subjects (science, technology, engineering 

and maths) and the arts and Creative Industries, with research programmes and industry 

placement projects with the potential to generate new tools, platforms and content. 

 

Current barriers and reported difficulties 

We need to update our view on what constitutes essential knowledge for young people. The 

teaching of computing and digital skills in schools is inadequate to meet industry need, and 

the UK is not training enough people with the right skills, early enough in their education, to 

build a solid foundation for the digital economy. The findings and recommendations of the 

recent Next Gen report which highlighted the lack of computer programming skills and in-

depth technical knowledge are strongly endorsed and the Government’s commitment to 

work with industry and educators to develop an attractive computer science offering for 

schools is to be welcomed. Alongside this shortage of computer science expertise, there are 

also concerns that education provision is currently failing to give sufficient breadth. While 

specialisation is to a degree inevitable in order to acquire deep skill levels, school pupils, 

students and professionals must also be encouraged to immerse themselves in a wide range 

of creative, technical and craft disciplines. Again, this doesn’t happen often or early enough. 

In particular, an emphasis on studying academic subjects at school and university, while 

rigorous, risks young people missing out on those which have the potential to enrich their 

creative practice and become multi-talented professionals best able to exploit the new digital 

technologies, media platforms and tools that are becoming available. 

 

Bring IT on in NI 

In 2007, research showed that although software was one of the fastest growth industries in 

Northern Ireland, the sector was struggling to attract recruits with the right skill levels. The 

Bring IT on programme was established by e-Skills UK to get 14-19 year olds excited about 

technology, raise awareness of employment opportunities and how they can acquiring the 

skills they need to enter the industry. Through close engagement with local software 

businesses and universities and an intensive programme of events, open days and hands-

on activities, the programme has succeeded in significantly boosting the number and quality 

of computer science applications and entrants at Northern Ireland’s universities.  

 

Challenge Six: Building the market for high-quality provision 
 

“A transparent system, in which clear information is available to all students about courses, 

qualifications and careers is one in which people can really make the most of what higher 

education can offer: socially, financially, academically, intellectually.” – David Willetts, 

Minister for Universities and Science 
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The vision 

The bedrock of skills delivery and talent development for the creative sector must be a highly 

functioning marketplace. This requires the supply of a range of high quality, up-to-date, 

specialist and general, technical and creative, business and managerial skills which support 

the needs of the Creative Industries and can be accessed by students and professionals in a 

manner that suits their learning needs and contributes to their capacity for productivity and 

innovation. For such a marketplace to operate successfully, further and Higher Education 

institutions, training providers, funding bodies, awarding bodies and accreditation 

frameworks must play their part and they must work in partnership with employers, who also 

need to be making a more coherent effort. Crucially, this partnership needs to be much 

deeper and more embedded than simply the supply and demand of training, but rather 

creative employers need to work closely with providers to help shape, innovate and 

continuously improve the supply, ensuring that industry-relevant HE provision genuinely 

stimulates the workplace. This is particularly the case with universities, where businesses 

need to maximise the opportunities for applied research and development and innovation in 

order for the UK’s creative sector to maintain its competitive position. 

 

Current barriers and reported difficulties 

Although the Creative Industries have grown rapidly over the last decade, there remains an 

oversupply of aspiring entrants who struggle to find employment in the sector. As the costs 

of Higher Education rise, it is increasingly important that prospective students and parents 

are able to differentiate and make informed choices about courses and institutions and also 

to be aware of the full range of pathways, such as Apprenticeships, that will best help them 

develop their careers. This requires accreditation that is rigorous and also well 

communicated. At the same time, employers need information and assistance signposting 

them to relevant courses and institutions to develop relationships with and which can offer 

applied research, business support and incubation, Knowledge Transfer opportunities and 

other professional development programmes. 

 

Framestore Bournemouth Studio 

Framestore, the Oscar-winning post production and visual effects house, has recently 

established a regional outpost to its London headquarters in partnership with the Arts 

University College at Bournemouth. In a venture brokered by Skillset, the new studio is 

based on the ACUB campus with a workforce predominantly composed of graduates directly 

from its highly respected degree and Master courses. It is a university-business partnership 

that brings multiple benefits – to Framestore who are able to identify, recruit and develop the 

latest creative talent, to those graduates who are given the chance to build immediately  

upon their academic courses with workplace skills, and to the university, which can ensure 

that the latest innovations and practice from industry inform and refresh its teaching 

practices on a continuous basis. 

 

 

Challenge Seven: Producing and sharing the intelligence we need 
 

"Young people need data on employability to make decisions about their education. 

Industries rely on information on skills shortages when recruiting and training. Policymakers 

need robust evidence on which measures work. The UK has massive gaps in all these 

areas" Hasan Bakhshi, Director, Creative Industries, NESTA 
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The vision 

As with any market, for the UK skills market to function effectively, information and 

intelligence needs to be widely available to all participants. Robust data should be regularly 

published across a wide range of labour market indicators – such as demographic 

information on the make-up of the sector, and qualification levels against occupational 

standards, but also more ambitious attempts to measure such factors as productivity. 

Although helpful for government, funding bodies and policy makers, such intelligence also 

needs to be valued, used and produced by industry itself – to underpin corporate decisions 

but also to assist in enabling students, parents and prospective and new entrants to make 

informed decisions. 

 

Current barriers and reported difficulties 

As it stands, information on skills is characterised by considerable asymmetries, gaps and 

blockages. Whether it is between education providers and students, or those within or 

outside the industry, a great deal of knowledge and sector intelligence used by policy 

makers is not being accessed by those who need it to develop their skills and careers. Given 

how much of this data is generated and funded by public bodies, it is particularly important 

that it is more widely available – for instance, public commissioners’ data on audience 

insights and consumption would benefit the whole sector if released. 

 

There are many specific areas where more robust evidence is needed – in particular, 

tracking career pathways in the sector and the longer term impacts of educational provision, 

and also comparison studies in which UK investment in talent and skills can be 

benchmarked against other countries. But a broader problem is the fragmented manner in 

which data is categorised, collected and shared, and there needs to be much greater co-

ordination between industry and government bodies to address this. Leadership is required – 

particularly as industry itself reports ‘survey fatigue’, with low employer response rates 

arising from the multiplicity of research projects being conducted by different bodies. Partly 

as a result of these problems, it is felt that labour market intelligence and employment data is 

not providing enough value in terms of informing the skills marketplace, with striking 

disconnects between the research base and important policy areas such as innovation, 

productivity and encouraging fair access. 

 

Beyond the Creative Industries 

Politicians and policy makers have frequently claimed that the Creative Industries make a 

vital contribution to the UK economy, but while the size of the sector workforce has been well 

documented, there has been relatively little work done on the actual contribution it makes to 

economic activity. Beyond the Creative Industries, a research study by NESTA, addressed 

this important knowledge gap, identifying and capturing the economic value not simply of 

those employed in the Creative Industries, but also the wider economy. In so doing, it 

provided for the first time a much clearer picture of the value and performance of creative 

professionals, challenging narrow policy assumptions around a sector-led approach, and 

also making important recommendations for improving the evidence base in the future. 

 
Challenge Eight: Increasing flexibility and reducing bureaucracy, joining up 
investment and clarifying roles 

“The Red Tape Challenge… doesn’t just cover the red tape that affects businesses today, 
but the businesses of tomorrow too. Because… they’re innovating so fast, their innovations 
are out-stripping the regulation that currently exists.” – Prime Minister David Cameron 
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The vision 

The supply of skills needs to be highly responsive, and able to respond quickly to shifting 

needs. This requires much greater flexibility and freedom in terms of delivery methods, 

accreditation and funding while at the same time maintaining quality and rigour. For 

employers, who often find the policy landscape and language of skills provision difficult to 

understand, there needs to be much greater clarity, and they should be able to engage with 

providers on the basis of shared understanding of objectives. With more emphasis on the 

industry in directing policy and investment, there needs to be greater clarity as to the 

respective roles and responsibilities of employer-led groups such as the Sector Skills 

Councils, CBI and Local Enterprise Partnerships in order to minimise overlap. The 

Government’s overarching commitment to reducing unnecessary bureaucracy through its 

‘red tape challenge’ aims to highlight rules and regulations that are causing delay, 

duplication and costs in the supply of skills and provides an opportunity to address concerns 

that could significantly benefit the creative sector. 

 

Current barriers and reported difficulties 

Both industry employers and those supplying skills report a number of frustrations in skills 

provision which is hampering effective delivery. Many regulations and bureaucratic practices 

operate at a much broader level than just the Creative Industries, but are thought to have a 

disproportionately negative impact. For instance, the time required to approve and accredit 

university qualifications can take anything up to 2-3 years – acceptable perhaps for a degree 

in History, but not for a Masters in Interactive Media Design. Similarly, the high numbers of 

freelancers in the sector presents difficulties – both in terms of potential tax liabilities for 

employers providing training to contract workers, but also ‘outcome-based’ funding models, 

in which projects are assessed and funded on the basis of generating full-time employment.  

 

There is also a feeling among many in the sector that there is a multiplicity of skills and 

support agencies in the Creative Industries, with unhelpful duplication of roles and strategic 

confusion as a consequence. It would also be helpful if there was a single officer within the 

Department of Education with whom the sector can engage. The establishment of Local 

Enterprise Partnerships as a business-led means of directing economic development is 

welcomed, particularly as so many of them have identified the Creative Industries as a key 

sector. However, consideration needs to be given as to how national and sector policies and 

priorities can inform investment and support at the local level, building on opportunities for 

growth across the UK without distorting and confusing the support offer. 

 

Creative Process 

Creative Process is a not-for-profit work-based learning provider that is currently delivering 

almost a quarter of all the Skillset Creative and Digital Media Apprenticeships in the UK. It is 

working with large media companies such as Channel 4, ITN and Thomson Reuters as well 

as a number of cutting edge start-ups. Based outside of any single educational institute, but 

working in partnership with several Skills Funding Agency contract holders, it has been able 

to develop a highly responsive delivery model for delivering creative Apprenticeships to meet 

employer demands. It operates a flexible “roll on roll off” model and enrols at least 10 new 

Apprentices each month, almost all of which represent new jobs. Through its close 

engagement with Skillset, trade associations and creative businesses, it has been able to 

build close relationships with a large number of employers, delivering high quality and 

valuable Creative and Digital Media Apprenticeships that are developing young people’s 

careers while adding genuine value to small businesses. 

 


