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In addition, WP2 is preparing a synthesised Playbook which will be used by WP3 and will 
form the basis of a public-facing   document that summarises the findings and contextualises 
them in the work of the project during the coming year.
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Museums (3); Multisectoral (2); Performing arts (4); Tourism (1); To be defined (188); Visual 
Arts (1); Undefined (188); Competences: Digital (46); Green (0); Entrepreneurs (86); to be 
defined (171); Countries: To be defined (303).  

We see that the entrepreneurial skills are the ones that weight more in our corpus, followed 
by digital, and fewer for green skills.  

 

1.3. ACADEMIC LITERATURE REVIEW  
In this section we analyse the data for each of the main skills, divided by the three contexts in 
which skills could be discussed: at education, industry or creative organisations, policy-
making, or within its socio-cultural context.  

 

1.3.1 Digital competences  

The publications which main theme is the digital share in common a discussion of digital 
technologies, and their impact on the creative work itself (e.g.: the nature of creative tasks 
and creative processes), the creative workforce (challenges of automation, of digital 
competences), and the creative institutions (education and industry) (Cicchiello et al., 
2023a; Comunian, 2019a; Ferrara & Cerquetti, 2023a; Terzidis et al., 2022; Trezise et al., 
2023). 

Collaboration and Cooperation emerge as common themes, whether in the context of 
multidisciplinary teamwork, interactions between creative practitioners, or the collaboration 
between academia and industry (Comunian, 2019; Trezise et al., 2023). 

The publication more theoretically oriented refer the need to adopt a complexity perspective 
to address these digital challenges in creative industries, emphasizing the need to understand 
different scales, and to adopt interdisciplinary integration, i.e., integration of knowledge 
from various disciplines (Altenburger et al., 2023a; Comunian, 2019b). Another theoretical 
framework is that of technological change (from adaptation to radical innovation) (Taormina 
& Baraldi, 2022). 

  

Education  
To face the challenges of digital age, the literature recognizes the need for integration of digital 
technologies in teaching, i.e., the need to reframe education and training programs to 
equip students with digital competencies, and to improve students' awareness and 
critical thinking (Cerquetti, 2023; Preeshl, 2019), which should be better achieved through 
multidisciplinarity (Bilton, 2020; Pereira Rodrigues, 2020). To understand if students are 
prepared to adopt digital technologies, one article proposes the assessment of the level of 
technological readiness of students as also part of their preparation for entrepreneurship, 
including skills in digital marketing (Harding et al., 2020). This is particularly relevant if we 
consider that insufficient knowledge in digital marketing is highlighted as a challenge 
for women handicraft entrepreneurs (Wut et al., 2021).  
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Digital pedagogies for creativity are needed across tertiary education. One article 
emphasizes the embodied liveness, playful interactivity, and generative curiosity in digital 
learning, and also provides practical strategies for taking risks with imagination and 
collaboration (Trezise et al., 2023). In another article, the role of digital and self-reflection 
learning methodologies in boosting resilience and belief in the future among higher 
education students is provided through arts-based active learning methodologies and 
assessment as forms of learning, as the results of the DICO (Digital Career Stories) project 
attest (Ferrara & Cerquetti, 2023b). 

The other articles on digital competences in the context of education are sector-specific, 
namely, in the sector of the performing arts, fashion, design and craft, heritage are the 
ones represented in our corpus. In the sector of performing arts, and in the specific context of 
Continuing Professional Development (CPD), social media skills are proposed (Perez, 
2021). In the sector of fashion industry, it is proposed that, due to technological innovations 
(e.g.: nanotechnology, bio-engineering, electronics enhanced fabrics and digital design 
processes, Additive Manufacture, among others), radical change is needed in the training of 
fashion designers in UK design schools, one that is practice-based and practice-led 
(Postlethwaite, 2022). In design, it is acknowledged the need for integration of traditional 
and digital media in studio practices, using the case of hand sketches in the design 
process, and developing a studio-based pedagogy (Altenburger et al., 2023). In heritage 
teaching, there is the need for the integration of emerging technologies such as augmented 
reality, 3D modelling, AI, QR coding, and virtual reality (Arteaga et al., 2021). In game 
development education there is a need to develop the game design process in the 
education program, emphasizing creative thinking skills, through the Game Design 
Document Tool (GDD Tool) prototype, to respond to the problem that games designed have 
a problem in terms of creativity, and there is still no specific method of training creative thinking 
(Tap et al., 2019, 2021). 

 Another important topic in education is the need to provide teachers with digital skills. One 
article presents a model of professional training course (entitled "Creativity and creative 
thinking") based on the concept of the creative economy, emphasizing digital skills, that forms 
a practitioner with professional, technical, digital and creative skills who is able to  transfer the 
experience to students (Tytarenko et al., 2021). 

 
 
 
Industry 
The study of digital skills in the Creative Industries is provided by the work of Van Laar and 
colleagues (from 2019-2022), who apply the 21st-Century Digital Skills framework to the 
Creative Industries, in the Netherlands. They propose four Integrated Digital Skills for the 
CCI: 1) technical skills supported by the use of ICT, including digital information evaluation 
and problem-solving skills; 2) information management: digital skills related to information 
management, including information evaluation; 3) communication and collaboration: skills 
related to communication and collaboration supported by the use of ICT; 4) Creativity and 
Critical Thinking: Digital skills related to creativity and critical thinking, as outlined in the twenty-
first-century digital skills framework; 5) Problem-Solving: Digital skills related to problem-
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solving (Van Laar et al., 2019; van Laar et al., 2020). Van Laar and colleagues point to the 
need to raise awareness and promote initiatives for skill development in the workplace, as well 
as the need for workers to acquire digital skills beyond mere technical use (van Laar et al., 
2022). 

Another important aspect for CCI is the shift to digital financing and funding, where 
exploration of innovative modalities is driven by technology, rather than a clear demarcation 
between public and private interests (Loots et al., 2022). According to the authors, this new 
funding paradigm is one that embraces collaborative mechanisms, such as crowdfunding, 
incubator and accelerator finance, and digital fundraising technologies. 

Other publications on digital skills in the industries are focused specifically on creative small 
and medium enterprises (SMEs). One study advocates for the increasing use of ICT, social 
media engagement, and organizational agility in SMEs operating in the creative sector (Rozak 
et al., 2021). Another study advocates for the use of digital technologies for customer 
knowledge management in these creative SMEs (Castagna et al., 2020). 

The importance of having a diverse expertise and investments in digital technologies, that 
enable adaptability, are one of the four factors that promote resilience in Creative Industries 
in times of crisis, alongside with highly internationalized entrepreneurial teams, export 
orientation, and diverse customer base (Protogerou et al., 2022). 

Another cross-cutting theme is that of ethical considerations related to the adoption of digital 
technologies, such as AI, in creative industries, including issues of accountability, 
transparency, and socio-economic equality (Ferrara & Cerquetti, 2023b; Karim Schapals, 
2020). 

The publications that are sector-specific are focused on books and publishing, performing 
arts, and media and journalism. In the books and printing sector, there is a need for digital 
transformation skills to cope with the challenges brought by the digitization on the printing 
sector (Magadan-Diaz & Rivas-Garcia, 2021) (Magadan-Diaz & Rivas-Garcia, 2021). In the 
performing arts, it is acknowledged the need for digital resources management for actor 
engagement in the digital media industry, given that actor engagement influences business 
model elements, fostering the development of new offerings, resources, revenue models, etc 
(Kleer & Kunz, 2021). Technical and creative skills in Journalism are needed, and can be 
provided by Media labs, hence promoting journalism innovation (Nunes & Mills, 2021). 

 

Policy-making 
If a new digital funding paradigm in the CCI is emerging, that paradigm is also being impacted 
by policy-making. One article analyses the impact of cultural dimensions and policies (that 
are at the cross-roads of welfare state models and EU) on crowdfunding in CCI, more 
specifically, on the adoption of reward-based crowdfunding in cultural and creative industries 
(CCI) (Cicchiello et al., 2023b). The authors find a moderation effect of EU grants on the 
relationship between cultural dimensions and crowdfunding adoption (Cicchiello et al., 2023). 

Analysis of European policies that shape HEI in Training Cultural and Creative Graduates is 
also provided (Cerquetti, 2023).  
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containing e-learning courses in six European languages, mainly various sources (books, 
video) and activities (quizzes and forums), available on the Udemy platform. (Avadanei et al., 
2020). 

In the sector of audiovisual, film and television, the publication assesses the impact of two of 
the more important and oldest greening initiatives for the sector, namely the Green Production 
Guide and Albert (Blas, 2022).  

 

1.4. CONCLUSIONS  
The convergence of digitalization and entrepreneurial dynamics within cultural and creative 
industries creates a complex landscape. By providing a synthesis, this analysis attempts to 
capture key insights from the original discourse and incorporates additional dimensions that 
explore individual-level entrepreneurial competences and sociocultural contexts. 

The discussion surrounding digital competences highlights the significant influence of digital 
technologies on creative endeavours, the creative workforce, and creative institutions. 
Collaboration, encompassing both interdisciplinary and industry-academia partnerships, 
arises as a prominent factor, highlighting the necessity for synergistic efforts in tackling digital 
challenges.  

Within the domain of education, the advocacy for digital technology integration is accompanied 
by the stipulation for interdisciplinary approaches and digitalized teaching methodologies.  

Entrepreneurial competences at the individual level take centre stage, highlighting attributes 
like self-belief, perseverance, versatility, and adaptability. The challenges arising from the 
Covid-19 pandemic emphasize the essential importance of these competences. The skills to 
handle uncertainty, ambiguity, and risk, alongside a strong emphasis on creativity and 
innovation, define a resilient framework for entrepreneurial accomplishment. 

The recognition of the integration of social and environmental responsibility into the business 
model extends beyond being a driver of innovation at the industry level, as it is also regarded 
as an indispensable competence at the individual entrepreneurial level. 

The industry's outlook on digital skills revolves around the transition towards digital financing 
and funding mechanisms, along with the sector-specific challenges and opportunities. The 
discourse is infused with ethical considerations, particularly in regard to the implementation of 
digital technologies such as AI. Resilience, adaptability, and diverse expertise have been 
recognized as key factors that foster the resilience of creative industries. 

Policy-making assumes a pivotal role, closely linked to the emerging digital funding paradigm. 
The regulatory dimensions crucial for preparing individuals for the evolving landscape are 
illustrated by the impact of European policies on Higher Education Institutions, as well as the 
influence of cultural dimensions and policies on crowdfunding adoption. 

In summary, to navigate the digital and entrepreneurial landscape in cultural and creative 
industries holistic approaches are needed. The interdependency of digital technologies, 
educational frameworks, entrepreneurial competences, and sociocultural contexts calls for 
collaborative initiatives. A nuanced approach, taking into consideration both macro and micro 
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dimensions, lays the groundwork for interventions that foster resilience, innovation, and 
sustainable practices in this dynamic and evolving domain. 
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of good practices and innovations within life-long learning educational programs. Therefore, 
this rigorous analysis can provide a foundation for informed recommendations in subsequent 
stages of development, thus ensuring a robust and effective strategy for advancing life-long 
learning within the European CCI landscape. 

 

2.3. METHODOLOGY  
The research methodology employed by CYANOTYPES is designed with the overarching 
objective of mapping existing lifelong learning programs, thereby yielding valuable insights 
into gaps, deficiencies, best practices, and potentialities within these programs. The research 
is meticulously structured to conduct an extensive exploration and data gathering across 
Europe, forming the basis for a comprehensive comparative-qualitative analysis of European 
lifelong education. To achieve this, a mixed method approach is adopted, combining an 
exhaustive literature review, an online survey platform, and piloting activities that involve in-
person interviews with a focus group comprising professionals from the design, fashion, video 
games, and audio-visual sectors. 

This methodological synthesis ensures a judicious balance between cost-effectiveness and 
time efficiency, facilitating the acquisition of valid, objective, and comparable data. This data, 
in turn, enables a panoramic portrayal of European-level phenomena and furnishes qualitative 
information critical for understanding the present efficacy of learning programs in generating 
contemporary and accessible competencies aligned with the demands of the current and 
future labour market. 

Within the purview of this report, the analysis zeroes in on the data gleaned from the 
CYANOTYPES | Survey on Skills Needs and Demands, executed through the Survey 
Monkey platform. The survey unfolds in two phases encompassing general mapping and a 
subsequent in-depth analysis of the collected data (see Appendixes B and C). The ensuing 
overview encapsulates the nuanced findings derived from this rigorous research endeavour. 

 

 

Phase 1 General Mapping 

1.1 Design the survey Completed 

1.2 Design the consent form Completed 

1.3 Design the repository of data Completed 

1.4 Design the survey on Monkey survey Completed 

1.5 Design an email Completed 

1.6 Define a list of partners and network for sharing the survey Completed 

1.7 Define an engagement strategy Completed 

1.8 Define the sample Completed 

https://www.surveymonkey.com/r/QL2J8DW
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1.9 Sending the survey Completed 

Phase 2 Analysis of data 

2.1 Analysis of data: best practices, bias and ranking Completed 

2.2 Visualization of data Completed 

2.3 Design of the Final Report Completed 

Phase 3 Further Iterations  

3.1 Rescoping the survey for continuous mapping Completed 

3.2 Relaunching the survey 01/02/2023 

3.3 Period of data analysis of the feedback loop of the overall 
methodology 06/02/2023 

3.4 Iterative reporting D2.1.2, D.2.1.3 and D2.1.4 
15/09/2024, 
15/09/2025, 
30/08/2026 

 
This report undertakes a comprehensive analysis of the entire survey, delving into two distinct 
segments: "Your thoughts on skills provision in general" and "Specific questions for 
educational providers". 

Your thoughts on skills provision in general: This section caters to educational providers, 
encompassing organizations delivering educational programs and training at various levels, 
including tertiary levels (higher education), vocational education (VET) and other forms of 
informal learning. 

Specific questions for educational providers: This section is tailored for educational 
providers, referring to organizations offering educational programs and training across tertiary 
levels (Higher Education), vocational education (VET) and other informal training providers. 
Focusing specifically on the learning program, participants are encouraged to concentrate on 
a singular program within their educational portfolio. It is important to note that a learning 
program is not synonymous with an individual course; rather, it denotes a structured 
educational framework with a defined learning objective and target audience. To facilitate 
comprehensive responses, participants are encouraged to replicate the provided template for 
each distinct learning program within their portfolio. 

As of September 28th, 2023, a total of 177 responses were recorded, and a modest increment 
led to a cumulative count of 190 responses by November 14th, 2023. However, for alignment 
with concurrent reports published during the same timeframe, the data incorporated into this 
report is updated until September 28th, 2023, reflecting the 177 responses. The new database 
will also be integrated in the next phase of the project when the survey will be revised and 
relaunched. 

Additionally, it is noteworthy that the questionnaire within the "Specific questions for 
educational providers" segment closely mirrors the KIC Mapping AP2 survey. The KIC 
Mapping AP2 survey is a parallel project that maps existing lifelong learning programs offered 
by both the EIT Culture and Creativity Partners and European Cultural and Creative Industries 

https://www.surveymonkey.com/r/kicmappingap2


 

 

 

27 

(CCI) more broadly. Currently, there are a total of 141 responses collected from KIC Mapping 
AP2 survey. Therefore, to enhance the representativeness of the data, the analysis for this 
section draws upon information extracted from both surveys: CYANOTYPES | Survey on 
Skills Needs and Demands and KIC Mapping AP2. 

 

2.4. THE MAIN FINDINGS 
2.4.1 Learning Program Characteristics 

This section of the report provides a comprehensive overview of the prevailing characteristics 
inherent in current learning programs. The analysis encompasses a detailed examination of 
key elements, including the area and category of study of learning programs, credentials, 
types of participation, educational approach, and the duration of learning programs. Moreover, 
the assessment extends to practical experiences, incorporating dimensions such as 
internships, apprenticeships, and job training. Other factors will also be analysed such as 
seeing if the learning program is designed or developed through a European Program, the 
inclusion of both academic and non-academic partners, etc. The report systematically 
explores correlations among these critical factors, delving into the intricate interplay that 
shapes the contemporary educational landscape within the surveyed institutions. This 
comprehensive analysis aims to offer nuanced insights into the multifaceted nature of current 
learning programs, contributing to a holistic understanding of the educational frameworks in 
place. 

In exploring the educational landscape within the realm of Creative and Cultural Industries 
(CCI), a pivotal starting point is the comprehensive analysis of the "Area of Study of the 
Learning Programmes" offered by educational providers. This analysis constitutes a 
foundational exploration into the specialized domains and curriculum focal points that shape 
the educational experiences within CCI. By examining the diverse areas of study within 
learning programs, the strategic emphasis placed on fostering expertise and cultivating skills 
in specific disciplines are expected to be discerned. More details are illustrated in Figure 2 as 
below: 

 

 

https://www.surveymonkey.com/r/QL2J8DW
https://www.surveymonkey.com/r/QL2J8DW
https://www.surveymonkey.com/r/kicmappingap2
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Figure 2. Area of Study of the Learning Programmes 

The term "area of study" refers to a curriculum category that organizes course titles, providing 
a structured framework for concentrated and comprehensive learning. The collected data 
reveals a diverse array of program offerings, categorizable into distinct clusters based on their 
shared characteristics and correlations. 

A prominent category encompasses domains related to arts and cultural heritage, including 
Performing Arts, Cultural Heritage, Design, Film, Audio-visual, and Theatre and Dance. These 
areas collectively constitute a substantial portion of the responses, representing approximately 
65% of the surveyed individuals. Notably, Performing Arts emerges as the most prominently 
featured area, indicating a significant emphasis on arts and culture-related education within 
the surveyed organizations. 

Survey participants also indicate the presence of programs in technology-related domains, 
such as ICT (Information and Communication Technology) and Architecture. While 
representing a smaller proportion of responses (approximately 18%), these areas underscore 
the continued relevance of technology and architecture in the contemporary educational 
landscape. 

Other areas of study, including Ecology, Music, Tourism, Fashion, Craft, Enogastronomy, 
Book and Publishing, and Gaming, exhibit comparatively lower representation among survey 
participants, with some areas receiving no responses. Collectively, these domains make up a 
smaller fraction of the data, accounting for 17% of total responses. 

The survey findings highlight a distinct concentration of educational offerings in the domains 
of arts and cultural heritage, reflecting a substantial commitment to fostering creativity and 
preserving cultural heritage within the surveyed institutions. The inclusion of technology and 
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Similarly significant is the category of Artistic and Cultural Production, capturing around 26% 
of responses. This prominence signifies a dedicated effort within the surveyed institutions to 
nurture artistic and cultural talents. The emphasis on creativity and cultural preservation within 
this category underscores a deliberate educational focus on these foundational aspects. 

In a closely related domain, Media and Communication command notable attention, 
constituting approximately 13% of responses. This distinctive emphasis reflects an institutional 
commitment to equipping students with the requisite skills for adeptly navigating the 
information-intensive contemporary landscape. The acknowledgment of the evolving role of 
media and communication underscores the tailored educational responses to societal shifts. 

Additionally, specialized categories such as Cultural Studies and Humanities contribute to the 
overall diversity of educational opportunities, tailoring offerings to specific interests and career 
aspirations. While receiving fewer mentions, disciplines like Sociology, History, and 
Environmental Studies retain significant academic value, offering nuanced perspectives on 
societal dynamics, historical contexts, and environmental concerns. 

This detailed data analysis illuminates the varied landscape of learning program categories 
within the surveyed institutions. The deliberate focus on leadership development, fostering 
creativity, cultural awareness, and addressing the evolving landscape of media and 
communication reflects a strategic commitment to providing a comprehensive and diverse 
educational experience aligned with contemporary and future demands. 

The interrelationship between the area and category of learning programs, while appearing to 
be inherently connected, necessitates a closer examination to ascertain the nature of their 
correlation. This inquiry reveals affirmative findings. The analysis of the correlation between 
the area of study within a learning program and its corresponding category yields valuable 
insights into the educational framework of the surveyed institutions. This examination 
elucidates how specific fields of study are systematically classified and organized within the 
broader context of educational programs. Figure 4 visually represents the diverse correlations 
between the area of study and the category of learning programs. 
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Figure 4. Correlation between Area of Study and Category of Learning Programs 

Notably, within the domain of learning programs in Management, a discernible alignment with 
the study area of Performing Arts is evident. This alignment suggests a deliberate strategy to 
equip students in the performing arts field with not only artistic skills but also managerial 
competencies essential for the multifaceted demands of the performing arts industry. 
Furthermore, Cultural Heritage, ICT, and Design also manifest as prevalent areas of study 
within the category of Management. 

Similarly, the Artistic and Cultural Production category unveils a robust connection with three 
distinct study areas: Performing Arts, Audio-visual, and Architecture, each exhibiting three 
correlations. These interconnections underscore the inherently interdisciplinary nature of 
artistic and cultural production, serving as a bridge across multiple study areas to nurture 
creative talents and preserve cultural heritage. 

In addition, the domain of Media and Communication showcases its dynamic and integrative 
nature by establishing correlations with four distinct learning program categories. These 
multifaceted associations underscore the interdisciplinary character of Media and 
Communication, exemplifying its capacity to seamlessly integrate with and enhance different 
study areas. This reflects the evolving dynamics of communication in the digital age, where 
versatility and adaptability are paramount. 

Conversely, for other learning program categories, the correlations with areas of study are 
more nuanced. For instance, in the case of learning programs focused on Cultural Studies, 
the emphasis is more likely directed towards Cultural Heritage, Performing Arts, and Ecology. 
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The observed correlations between areas of study and learning program categories 
underscore a multidisciplinary approach to education within the surveyed institutions. This 
emphasizes a commitment to providing students with a holistic and diversified learning 
experience tailored to their specific academic interests and career aspirations. 

Furthermore, in reference to the credentials and types of participation delineated in Figures 5 
and 6, an evident trend emerges, highlighting the prevalence of certificates as the most 
frequently obtained credential. Certificates, comprising 38.7% of the total, serve as tangible 
indicators of individuals having successfully concluded a specified course or program of study, 
thereby substantiating their proficiency and competence in a particular subject area. Following 
closely, Badge and Degree are also noteworthy, constituting 16.1% and 14.5% respectively 
of the observed data. The License credential is notably less common, reflecting the emphasis 
on practical skills, creativity and innovation in the CCI sector. Given the dynamic and hands-
on nature, the traditional and academically-oriented aspects of a License credential do not 
seamlessly align with the characteristics of many roles within the CCI sector. The diminished 
prevalence of the License credential within the CCI sector can be attributed to a strategic 
alignment of educational pathways with the distinctive demands of this industry, highlighting 
the importance of practical, creative, and innovative dimensions in professional proficiency. 

The prevailing trend in the modality of participation within learning programs in the CCI sector 
reveals a strategic emphasis on physical engagement, constituting 45.2% of responses. This 
underscores the recognition of this sector of the value derived from in-person interactions, 
hands-on experiences and collaborative endeavours inherent to many roles. The closely 
following hybrid participation, at 38.7%, suggests a receptivity to a blended approach that 
combines in-person and remote elements, allowing for flexibility without compromising the 
benefits of face-to-face interactions. Conversely, remote participation, accounting for 16.1%, 
is the least prevalent, indicative of the preference of this sector for immersive and interactive 
learning experiences that align with its dynamic and collaborative nature. This observed trend 
reflects a nuanced approach, acknowledging the importance of physical engagement while 
remaining open to the advantages offered by hybrid models for adaptability in learning 
programs within the CCI sector. 

 

 Figure 5. Credentials     Figure 6. Type of Participation 
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Nonetheless, a pertinent inquiry arises concerning the potential correlation between the type 
of credential and the mode of participation. This line of investigation is deemed crucial due to 
its potential to yield insights into the interplay between chosen credentials of learners and their 
corresponding modes of engagement within learning programs. Understanding this 
relationship is pivotal in discerning patterns that may influence the efficacy of specific 
credentialing approaches in diverse participation contexts. Figure 7, presented below, 
provides a comprehensive visual representation of the pertinent data, contributing to a more 
nuanced comprehension of the intricate dynamics between credential types and modes of 
participation. 

 

 

Figure 7. Correlation between Credentials and Type of Participation 
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Figure 10. Correlation between Credentials and Duration of Learning Programmes 

In the examination of whether contemporary learning programs integrate hands-on 
experiences such as internships, apprenticeships or on-the-job training, a prevailing trend 
emerges wherein the majority of these programs do not offer such experiential components, 
as illustrated in Figure 11. The limited incorporation of practical experiences could be 
attributed to the observed shorter durations of courses, as detailed in previous analysis. 
Shorter course durations may present logistical challenges in accommodating extensive 
hands-on experiences within the curricular framework. It is plausible that the brevity of these 
programs necessitates a more concentrated focus on theoretical and foundational aspects, 
leaving limited room for extended practical engagements. However, the significance of hands-
on experiences in fostering skill acquisition and real-world applicability cannot be understated. 
While this trend underscores the prevailing landscape, future considerations for program 
enhancements might involve exploring innovative methods to integrate practical experiences, 
even within shorter-duration courses, ensuring a well-rounded educational approach that 
addresses the industry's evolving needs and expectations. 
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1. EQAVET, grounded in a quality assurance and improvement cycle encompassing 
planning, implementation, evaluation/assessment, and review/revision, incorporates 
descriptors and indicators applicable to quality management at both Vocational Education and 
Training (VET) system and VET provider levels. It proves versatile for VET providers and 
systems, supporting the quality assurance of diverse learning environments, including school-
based provision, work-based learning, apprenticeships, and formal, informal, and non-formal 
provision across various learning contexts, such as digital, face-to-face, and blended 
modalities, and applicable to both public and private sector VET providers, as well as VET 
awards and qualifications at all levels of the European Qualifications Framework (European 
Commission, n.d.). 

2. The EQF, an 8-level, learning outcomes-based framework, serves as a translation tool 
for all types of qualifications, enhancing transparency, comparability, and portability across 
diverse national qualifications frameworks. This framework facilitates the comparison of 
qualifications across different countries and institutions, contributing to the harmonization of 
qualifications (European Union, n.d.). 

3. EntreComp, on the other hand, stands as a free and flexible reference framework 
adaptable to support the development and understanding of entrepreneurial competence in 
any setting, further emphasizing its relevance within the entrepreneurial landscape (European 
Commission, n.d.). 

Figure 12 elucidates a discernible scenario: within the scope of this research, learning 
programs exhibit a notable deficiency in aligning their contents and services with established 
frameworks. These frameworks, conversely, remain largely unutilized, resulting in the 
infrequent integration of their qualitative schemes into educational content. This lack of 
alignment introduces complexities in evaluating and comparing the competences generated 
by these programs. Despite the potential for these frameworks to provide a standardized basis 
for comparison, their practical application encounters challenges. Their immediate applicability 
is hindered by fixed structures that fall short of encompassing the multifaceted aspects 
underpinning these learning programs. Furthermore, frameworks frequently manifest a high 
degree of specialization, necessitating specific competences and processes for internal 
application within organizations and in relation to the programs. 
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Figure 12. The compliance of Learning Programmes with EQAVET, EQF and EntreComp 

Furthermore, inquiries regarding the origins of learning programs within the CCI reveal a 
noteworthy trend, with over 50% of respondents indicating that their learning programs are not 
outputs following a European Project, as referred in Figure 13. Conversely, more than 40% 
affirm that their learning programs have indeed been designed or developed through a 
European Program, exemplified by initiatives such as Erasmus+ or Horizon Europe. While the 
proportion of respondents indicating "No" still surpasses those answering "Yes," the 
substantial percentage of affirmative responses underscores a considerable engagement with 
European programs in shaping learning initiatives within the CCI sector. This trend suggests 
a notable recognition and utilization of European frameworks for the development and 
enhancement of educational offerings in the realm of cultural and creative pursuits. The 
acknowledgement of programs like Erasmus+ and Horizon Europe as contributors to the 
genesis of learning programs reflects the commitment to leveraging international collaboration 
and resources to enrich educational experiences and align them with evolving European 
standards and priorities. 
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Figure 13. The Development of Learning Programmes through a European Project 

Finally, in the examination of collaborative activities involving external partners, encompassing 
Higher Education Institutions (HEI), Vocational Education and Training (VET) and private 
organizations, distinctive trends are evident, as depicted in Figure 14. Regarding partnerships 
with HEIs, approximately 60% of respondents reported a lack of engagement, while 40% 
affirmed collaboration. This stands in stark contrast to partnerships with VET and private 
institutions, where over 75% of respondents indicated involvement, while fewer than 25% 
reported no such collaboration. This disparity underscores a pronounced divergence in 
engagement levels across academic and non-academic partnerships within the CCI sector. 

The prevalence of 
collaborations with 
VET and private 
entities suggests a 
strategic emphasis on 

interdisciplinary 
connections and 
industry integration, 
aligning learning 
programs with real-
world practices and 

fostering 
comprehensive skill 
development.  

Conversely, the 
comparatively lower 

 

Figure 14. Partnership with HEI, VET and Private Partners 
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engagement with HEIs may reflect a distinct focus on non-academic alliances, emphasizing 
the sector's responsiveness to the diverse needs and dynamics inherent to the CCI landscape. 

Within the collaborative framework between learning program providers and both academic 
and non-academic entities, there exists a nuanced approach. While engagements with Higher 
Education Institutions (HEIs) predominantly centre on the development of curricula and 
teaching activities, the partnerships with Vocational Education and Training (VET) and private 
organizations extend beyond the academic sphere, as referred in Figure 15.  

 

Figure 15. Partnership Activities with HEI, VET and Private Partners 

The collaborations with VET and private partners involve additional components such as 
placements, internships and field activities. This strategic expansion of collaborative activities 
indicates a comprehensive approach, wherein academic partnerships emphasize curriculum 
development and teaching methods, while non-academic collaborations extend to practical 
and experiential components. This multifaceted engagement aligns learning programs within 
the CCI sector with the broader spectrum of industry practices, ensuring a holistic and 
integrated educational experience for participants. 

 

2.4.2 Target Audience Examination 

Building upon the examination of prevailing learning program provision activities within the 
CCI, outlined in the preceding chapter on "Learning Program Characteristics," this section 
embarks on a concentrated analysis of the specific target audience for these educational 
initiatives. The revelations derived from this scrutiny are encapsulated in Figure 16, offering a 
visual synthesis that augments our comprehension of the nuanced dynamics governing the 
target audience of contemporary learning programs in the realm of cultural and creative 
pursuits. 

Furthermore, this section exclusively focuses on the course participants, emphasizing its 
separation from the broader characterization portion due to the significance of comprehending 
this data. The rationale behind this isolation is linked to the upcoming analyses in the 
subsequent report section. These analyses will primarily highlight the interconnection between 
the skills cultivated and the target audience, ultimately culminating in a multifaceted correlation 
involving the area of study, categories, skills, and the identified target demographic. 
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sections. The prevalence of these targets in the sample corresponds with the nature of the 
examined learning programs and the prominence of management, production, and 
communication in the identified categories. 

Another cluster of targets includes minorities, migrants, NEET (Not in Education, Employment, 
or Training), and seniors, constituting 8.06%, 8.06%, 9.68%, and 19.35%, respectively. These 
populations are primarily engaged with the dual objective of acquiring new competences to 
address social marginalization and exclusion. The learning programs serve as a means to 
learn new skills for market participation or re-entry, particularly in the case of migrants and 
seniors. While these targets are proportionally less engaged than others in the sample, they 
are adequately represented. 

Women, while potentially falling into any of the aforementioned categories, are specifically 
mentioned separately, as many programs and grants allocate resources specifically to 
address their needs, particularly in the context of upskilling and job placement. This target has 
been identified 29.03% of the time. 

Educators represent a significant portion of the total population at 27.42%, emphasizing the 
importance of tailored programs to enhance their competences. Such programs are essential 
as educators play a pivotal role in training other individuals, thereby elevating the overall 
quality of education within the sector. 

Lastly, policy-makers are mentioned only 6.45% of the time, indicating a comparatively lower 
emphasis on upskilling within this category, at least within the purview of CCI learning 
programs. 

2.4.3 Current Skills Provision 

This chapter undertakes an examination of the prevailing skill landscape within the CCI. In 
light of the continuous evolution of the CCI and their influential role in shaping the global 
cultural and economic milieu, there is an escalating need for a highly skilled workforce adept 
at navigating the intricate nuances of this dynamic terrain. The chapter is dedicated to 
elucidating the present state of skill provision within the CCI sector, strategically delving into 
the multifaceted aspects of skill development and innovation. Furthermore, it endeavours to 
map the EU CCI learning program profile, offering a nuanced understanding based on specific 
areas and categories of learning programs.  

Focus on Skills Development and Innovation 
This section delves into an in-depth exploration of the intricate skills landscape within the 
Cultural and Creative Industries (CCI), with a specific and deliberate focus on areas of 
expertise deemed essential for enhancing professional efficacy and fortifying industry 
resilience. The identified skills, crucial for navigating the complexities of the dynamic CCI 
sector, are as follows: 

 

1. Developing sustainable business solutions 

2. Financial and business management skills 

3. Critical thinking skills 



 

 

 

44 

4. Ecological skills 

5. Entrepreneurship skills 

6. Creative thinking and problem-solving skills 

7. Interpersonal relations and collaborative skills 

8. Generating new knowledge, ideas, and technological solutions 

9. Evaluation of unintended consequences of innovation and technology 

 

This list serves as a foundational framework for our examination, aiming to unravel the 
strategic emphasis and nuanced dynamics surrounding these pivotal skills within the 
contemporary landscape of the CCI.  

To expedite analysis and facilitate meaningful comparisons, the graphics with similar shapes 
have been thoughtfully grouped together. By organizing graphics based on shared shapes, 
the presentation aims to enhance clarity and comprehension, ensuring a more accessible and 
insightful exploration of the information presented in this section. 

 

Figure 17. Skill provision on developing 
sustainable business solutions 

Figure 18. Skill provision on financial and 
business management skills 

In the realm of cultivating sustainable business solutions and fostering financial and business 
management skills, responses regarding the emphasis placed on these aspects in current 
learning programs exhibit notable diversity. While a significant portion of respondents 
indicated that their learning programs either place a high emphasis or emphasize these skills, 
a noteworthy percentage of responses suggests that these competences are not prioritized 
during the development of curriculum for their learning programs. This diversity can be 
attributed to the heterogeneous nature of the CCI sector, encompassing individual artists, 
creatives, start-ups and larger organizations, each with distinct priorities. For instance, 
individual creators might prioritize artistic development over financial management, while 
larger entities recognize the crucial role of sustainable business practices. The evolving 
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landscape of the CCI sector, shaped by technological advancements and shifting consumer 
behaviours, further contributes to varied perspectives on the relevance and prioritization of 
these skills in learning programs. 

  

Figure 19. Interpersonal relations and 
collaborative skills 

Figure 20. Entrepreneurial skills 

  

Figure 21. Generating new knowledge, 
ideas and technological solutions 

Figure 22. Creative thinking and problem-
solving skills 

Furthermore, prevailing educational initiatives in the Cultural and Creative Industries (CCI) 
sector underscore a significant focus on fostering interpersonal relations, collaborative skills, 
entrepreneurial competencies, the generation of novel knowledge and ideas, technological 
solutions, and creative thinking along with problem-solving skills. In contrast, a restricted 
subset of responses indicated a more measured emphasis or conveyed that these skills are 
not given priority in their respective learning programs, as depicted in Figure 19, 20, 21, and 
22. The emphasis on diverse skills in current Cultural and Creative Industries (CCI) learning 
programs reflects the dynamic and interdisciplinary nature of the sector. Foundational skills 
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such as interpersonal relations and collaboration are pivotal, given the inherent collaborative 
ethos in CCI endeavours. Entrepreneurial competencies are essential for navigating the 
business aspects of creative pursuits and ensuring sustainability. The focus on generating 
new knowledge, ideas, and technological solutions underscores the commitment of the sector 
to innovation. Nurturing creative thinking and problem-solving skills highlights the importance 
of adaptability in addressing challenges. The subset of responses indicating a measured 
emphasis suggests varying priorities or challenges in aligning learning programs with diverse 
skill sets. This trend underscores the evolving landscape of the CCI sector, emphasizing the 
need for a balanced approach that combines foundational and innovative skills crucial for the 
continued success and resilience of professionals and organizations in the field. 

Simultaneously, existing learning programs in the Cultural and Creative Industries (CCI) sector 
exhibit a notable emphasis, either highly or moderately, on the cultivation of critical thinking 
skills and ecological competencies. Conversely, a minority of responses indicate that these 
skills are somewhat emphasized in their respective learning programs. Further details are 
shown in Figure 23 and 24.  

 

Figure 23. Critical thinking skills Figure 24. Ecological skills 

The observed emphasis on critical thinking skills and ecological competencies in current CCI 
learning programs can be attributed to the increasing awareness of sustainability and the need 
for responsible practices. Critical thinking skills are integral for navigating the complex and 
evolving landscape of creative industries, enabling professionals to analyse, interpret, and 
respond effectively to challenges. The emphasis on ecological skills aligns with the growing 
global emphasis on sustainability and environmental considerations within the CCI sector. 
This trend reflects a broader societal shift toward environmentally conscious practices, 
influencing the priorities and curriculum development in learning programs. The subset of 
responses indicating a somewhat measured emphasis suggests potential variations in 
priorities or challenges faced by programs in aligning with these specific skill sets.  
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Finally, the inclusion of skills related to the assessment of unintended consequences of 
innovation and technology diverges from the prevailing trend observed in other skill categories. 
A majority of respondents indicate that their learning programmes do not prioritize this specific 

skill, with only a minority opting for alternative 
choices.  

The divergence in emphasis on skills 
pertaining to the evaluation of unintended 
consequences of innovation and technology in 
the Cultural and Creative Industries (CCI) 
sector may stem from several factors. The 
sector's focus on innovation and technology 
often places a primary emphasis on creativity, 
design, and technical proficiency. The 
evaluation of unintended consequences may 
not be as overtly integrated into traditional 
curricula, as the sector traditionally places a 
strong emphasis on the positive outcomes of 
innovation. Additionally, the dynamic and 
rapidly evolving nature of technology in the CCI 
sector may present challenges in predicting 
and evaluating unintended consequences. 

This trend suggests an opportunity for the sector to re-evaluate the incorporation of critical 
evaluation skills into its educational programs, acknowledging the importance of considering 
the broader impact of innovation and technology in creative practices. 

The earlier analysis exclusively delves into the comparison of responses pertaining to specific 
skills, yet Figure 26 enriches the perspective by delineating the extent of emphasis across 
diverse skill domains. Preeminent among these skills are creative thinking and problem-
solving, standing as the most intensely underscored, closely followed by the generation of new 
knowledge, ideas, and technological solutions securing the second position. Entrepreneurship 
skills clinch the third position in terms of high emphasis. In contrast, interpersonal relations, 
collaborative skills, critical thinking, ecological proficiency, and the development of sustainable 
business solutions receive a consistently moderate level of emphasis on average. Notably, 
financial and business management skills, as well as the assessment of unintended 
consequences of innovation and technology, occupy a lower rung in terms of the number of 
learning programs that accord them high emphasis, as discerned from the preceding analysis. 

Figure 25. Evaluation of unintended 
consequences of innovation and 
technology 
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Figure 26. Comparison the level of high emphasis among different skill provisions 

The emphasis on specific skills aligns with its inherent characteristics and evolving priorities. 
The elevated focus on creative thinking and problem-solving underscores the industry's 
recognition of the crucial role of innovation and adaptability in creative pursuits. The second 
position accorded to the skill of generating new knowledge, ideas, and technological solutions 
reflects the sector's commitment to staying at the forefront of technological advancements and 
fostering a culture of continuous innovation. Entrepreneurship skills securing the third position 
align with the entrepreneurial nature of many CCI professionals and organizations, 
acknowledging the need to navigate the business aspects of creative pursuits successfully. 
The moderate emphasis on interpersonal relations, collaborative skills, critical thinking, 
ecological proficiency, and sustainable business solutions suggests a balanced approach, 
recognizing the significance of both foundational and innovative competencies in the 
multifaceted CCI sector. The lower emphasis on financial and business management skills 
may stem from the traditional perception of creative industries as primarily driven by artistic 
endeavours, and the evaluation of unintended consequences of innovation and technology 
may receive less attention due to the rapid and unpredictable nature of technological 
advancements in the sector. In summary, these trends highlight the diverse skill set crucial for 
the continued success and resilience of professionals and organizations within the dynamic 
CCI sector. 

Finally, concerning the subject of innovation, the primary focus of the learning programs 
revolves around advancing new business and innovation processes, fostering student 
networks, and implementing a continuous improvement plan for instructors and trainers. There 
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is a comparatively lesser emphasis on promoting inter-/transdisciplinary approaches. And the 
least emphasis is placed on promoting competences related to intellectual property rights 
(IPR). 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 27. 
The Focus of Learning Programmes with the Topic of Innovation 

The observed trend in the emphasis of learning programs within the context of innovation 
reflects a strategic orientation toward specific aspects. The primary emphasis on promoting 
new business and innovation processes underscores a commitment to instilling practical skills 
that contribute directly to the development and execution of innovative practices within the 
Cultural and Creative Industries (CCI) sector. Focusing on fostering student networks 
highlights the recognition of the importance of networking and collaborative relationships in 
fostering innovation, potentially enhancing opportunities for cross-disciplinary collaboration 
and knowledge exchange. 

The emphasis on implementing a continuous improvement plan for instructors and trainers 
indicates a commitment to ensuring that the educators themselves possess up-to-date 
knowledge and pedagogical approaches, thereby enhancing the quality and relevance of the 
learning experience. However, the relatively lesser focus on promoting inter-/transdisciplinary 
approaches suggests that while collaboration is acknowledged, it may not be the primary 
emphasis in these learning programs. 

The least emphasis on promoting intellectual property right (IPR) competences might be 
attributed to a variety of factors. It could reflect a perception that IPR is not as central to the 
immediate goals of fostering innovation, or it may indicate a need for increased awareness 
and training in this specific area. In the CCI sector, intellectual property rights are crucial, 
particularly considering the often intangible and unique nature of creative products, making 
this trend noteworthy for potential future considerations in program development. 
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EU CCI Learning Program Profile  
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learning environments and the essential changes deemed necessary for skill delivery 
enhancement. Following a comprehensive qualitative analysis, discernible correlations were 
identified within responses to these queries. This analytical synthesis has facil itated the 
delineation of four distinct clusters: Keeping up, Connections, Formats, and 
Transversal/Transformative Skills. Further elucidation of these clusters is presented in Figure 
29 for enhanced clarity and comprehension. 

 

 

Note: Blue elements = Needed changes; Yellow elements = Gaps. 

Figure 29. Perceived gaps and changes needed on current training provision 

Within the provided table, elements rendered in black and white denote the correlation 
between responses addressing main gaps and those identifying the most pivotal changes 
requisite in the current training provision within the context of Creative and Cultural Industries 
(CCI). This grayscale representation signifies the concurrent absence of these factors in the 
existing training paradigm, emphasizing the imperative for substantial modifications. Factors 
highlighted in yellow signify the identification of certain main gaps not expressly addressed in 
responses pertaining to the essential changes required for current learning programs. In 
contrast, elements presented in blue represent the paramount changes deemed necessary, 
yet these were not explicitly referenced in responses addressing the identified main gaps.  

Analysis of Responses Addressing Main Gaps and Pivotal Changes in Current Training 
Provision within CCI 

Within the corpus of responses addressing both identified main gaps and pivotal changes in 
the current training provision within CC), a recurrent theme emerges, notably the formidable 
challenge of maintaining currency with swiftly evolving trends, particularly in curriculum and 
innovation. The identified deficiencies in innovation are intricately linked to the primary gaps 
within the cluster of formats, where respondents emphasize the restricted nature of online 
accessible learning. This recurrent sentiment highlights a critical gap in the capacity to adapt 
to the dynamic landscape of CCI. For example, in one response mentioning about the rapidly 



https://reform-support.ec.europa.eu/what-we-do/green-transition_en
https://reform-support.ec.europa.eu/what-we-do/green-transition_en
https://commission.europa.eu/strategy-and-policy/priorities-2019-2024/european-green-deal_en
https://commission.europa.eu/strategy-and-policy/priorities-2019-2024/european-green-deal_en
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in cultivating effective collaboration and partnerships, both within the educational ecosystem 
and in establishing robust connections between educational institutions and industries. These 
identified gaps underscore the imperative for a paradigm shift towards a more interconnected 
and collaborative learning environment, transcending traditional academic boundaries. 
Moreover, the deficit in industry connections signifies a critical gap hindering meaningful 
engagement between educational programs and the evolving demands of CCI.  

Analysis of Responses Addressing Main Gaps in Current Training Provision within CCI 

In delineating responses exclusively associated with inquiries about the main gaps in existing 
learning programs, distinct focus areas emerge, namely transferability, individualized learning 
formats and career self-management skills. The aspect of transferability underscores a 
perceived limitation in the application of acquired skills across diverse contexts within Creative 
and Cultural Industries (CCI). This pertains to the efficacy of learning programs in enabling 
learners to apply acquired knowledge in cross-sectoral positions, emphasizing a need for 
enhanced adaptability. 

Within the cluster of formats, the identified main gap revolves around individualized learning 
offers. Respondents emphasize a deficiency in tailoring educational approaches to individual 
needs, signalling a disjunction between current training provision and the diverse learning 
preferences and requirements inherent in CCI. This insight advocates for a transformative shift 
towards more personalized and adaptable learning formats, ensuring resonance with the 
unique needs of each learner in the dynamic CCI sector. 

Lastly, the focal gap in career self-management highlights a perceived dearth of emphasis on 
equipping individuals with the requisite skills for effective career management within CCI. 
Respondents articulate a demand for comprehensive training programs that extend beyond 
technical skills, fostering a proactive and strategic approach to career development. The 
identified gap underscores the imperative for educational providers to integrate a holistic skill 
set, empowering individuals to navigate and excel in the multifaceted landscape of CCI. This 
nuanced analysis provides a granular understanding of the specific gaps identified within each 
cluster, offering valuable insights for targeted improvements in the current training provision 
paradigm within CCI. 

 

 

 

Analysis of Responses Addressing the Most Important Changes Needed in Current Training 
Provision within CCI 

Within responses underscoring the essential changes required in the current landscape of 
learning program provision activities, particular emphasis is placed on the thematic clusters of 
keeping up and connections. The identified pivotal changes within keeping up include the 
imperative for the recognition of values of skills and heightened awareness of training needs. 
This underscores the need for a comprehensive understanding and acknowledgment of 
diverse skill sets as well as a proactive approach to identifying and addressing emerging 
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training needs, ensuring the continual alignment of programs with the dynamic demands of 
the industry. 

In the cluster of connection, respondents articulate crucial changes, emphasizing the need for 
cross-sectoral impact and the provision of financial support. The call for enhanced cross-
sectoral impact underscores the necessity for training programs to transcend sectoral 
boundaries, fostering interdisciplinary collaboration and preparing graduates for diverse 
professional contexts within Creative and Cultural Industries. Simultaneously, recognition of 
the importance of financial support signifies the need for sustainable funding mechanisms, 
fortifying the viability and accessibility of high-quality training within the sector. 

Furthermore, within the cluster of formats, a critical change identified is the imperative for 
pedagogical revisions. This emphasizes the necessity for a transformative overhaul of 
pedagogical approaches to better align with the dynamic needs of Creative and Cultural 
Industries. It advocates for innovative and adaptive teaching strategies that resonate with the 
evolving demands of the industry, ensuring the pedagogical framework remains contemporary 
and effective. These nuanced insights into the identified imperative changes within each 
thematic cluster provide a comprehensive and strategic perspective for stakeholders invested 
in enhancing the efficacy and relevance of learning program provision activities within the 
contemporary landscap





https://www.surveymonkey.com/r/QL2J8DW
https://www.surveymonkey.com/r/QL2J8DW
https://esco.ec.europa.eu/en
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The affiliations of the respondents' organizations are delineated in Appendix D, showing a 
diverse array of organizational typologies. Higher education institutions constitute over 44% 
of these affiliations, accompanied by the substantial representation of vocational and training 
institutions, freelancers, SMEs, creative hubs or cultural centres, sectoral associations or 
networks, and governmental institutions. 

Detailed in Appendix E, the majority of respondent organizations align with the educational 
sector (44%). In focusing on the subsectors identified by CYANOTYPES as pivotal for the 
research, notable concentrations include the design sector (nearly 30%), the film sector (over 
23%), and the audiovisual sector (over 28%). However, the videogaming and fashion 
industries exhibit comparatively lower representation, each accounting for approximately 11% 
of the respondents. 

 

Figure 30. Respondents to the CYANOTYPES survey, per sector 

In delineating the geographical distribution of the amassed data, it is noteworthy to highlight 
our accomplishment in acquiring information from a diverse array of 27 European countries, 
as detailed in Appendix F. This expansive coverage provides a comprehensive panorama of 
perspectives on the subject under investigation. 

However, it is imperative to delve into a nuanced consideration of the data distribution, as it 
reveals a discernible imbalance across national ecosystems. Notably, the responses exhibit a 
pronounced concentration emanating from Austria, Germany, and the Netherlands. These 
countries contribute significantly to the dataset, thereby exerting a substantial influence on the 
overall findings. 
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6. Entrepreneurial Skills: Defined as capacities to act on opportunities and ideas, 
transforming them into value with potential financial, cultural, or social implications. 

7. Technical Skills: These encompass qualities acquired through expertise in 
performing physical or digital tasks. 

 

 

Figure 33. Perceived importance of various skills types 

Subsequently, respondents were prompted to provide insights regarding the provision of 
specific skill sets within their respective sectors. Notably, technical and digital skills emerge 
as the most frequently offered, despite receiving lower scores in the perception of relevance 
previously in the survey.  

Conversely, sustainability and transformative skills are perceived as lacking in provision, yet, 
these are identified as among the most crucial. Consequently, the data reveals a discernible 
disjunction between the perceived importance of certain skills and their actual availability, 
indicating a notable gap in skills provision. 

 

3.4.6 Main Skills Gaps in the CCII 

The survey inquired of participants a question on perceived primary skills gaps encountered 
within the cultural and creative sectors.  

From the responses received, a compilation has been devised enumerating the principal skills 
deficiencies as perceived by the 61 respondents. Systematic categorization of the responses 
has been undertaken, classifying them into four distinct skills domains, namely transformative, 
digital, green, and entrepreneurial skills. Presented herewith is the resultant inventory 
engendered from the gathered insights on skills gaps.  

 

Transformative Skills: 























https://oecd-opsi.org/publications/supporting-decision-making-with-strategic-foresight/
https://oecd-opsi.org/publications/supporting-decision-making-with-strategic-foresight/


https://www.economist.com/essay/2023/04/20/how-ai-could-change-computing-culture-and-the-course-of-history


https://euipo.europa.eu/tunnel-web/secure/webdav/guest/document_library/observatory/documents/reports/2022_Impact_AI_on_the_Infringement_and_Enforcement_CR_Designs/2022_Impact_AI_on_the_Infringement_and_Enforcement_CR_Designs_FullR_en.pdf
https://euipo.europa.eu/tunnel-web/secure/webdav/guest/document_library/observatory/documents/reports/2022_Impact_AI_on_the_Infringement_and_Enforcement_CR_Designs/2022_Impact_AI_on_the_Infringement_and_Enforcement_CR_Designs_FullR_en.pdf
https://euipo.europa.eu/tunnel-web/secure/webdav/guest/document_library/observatory/documents/reports/2022_Impact_AI_on_the_Infringement_and_Enforcement_CR_Designs/2022_Impact_AI_on_the_Infringement_and_Enforcement_CR_Designs_FullR_en.pdf
https://euipo.europa.eu/tunnel-web/secure/webdav/guest/document_library/observatory/documents/reports/2022_Impact_AI_on_the_Infringement_and_Enforcement_CR_Designs/2022_Impact_AI_on_the_Infringement_and_Enforcement_CR_Designs_FullR_en.pdf
https://store.gitcoin.co/products/green-pill-book-digital-edition
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4.2.4 Competence Framework Overview 

DigComp14 

 

 

 

Figure 34. DigComp 

 
14 Digital Competence Framework for Citizens (DigComp), https://joint-research-centre.ec.europa.eu/digcomp_en 
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GreenComp15 

 

 

 

Figure 35. GreenComp 

 

 

 
15 GreenComp: the European sustainability competence framework, https://joint-research-
centre.ec.europa.eu/greencomp-european-sustainability-competence-framework_en 
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LifeComp16 

 

 
Figure 36. LifeComp 

 
 

EntreComp17 
 

16 LifeComp: The European framework for the personal, social and learning to learn key competence, https://joint-
research-centre.ec.europa.eu/lifecomp_en 
17 EntreComp: The entrepreneurship competence framework, https://joint-research-
centre.ec.europa.eu/entrecomp-entrepreneurship-competence-framework_en 
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Figure 37. EntreComp 

 

 

ResearchComp18 
 

 
18 ResearchComp: The European Competence Framework for Researchers, https://research-and-
innovation.ec.europa.eu/jobs-research/researchcomp-european-competence-framework-researchers_en 
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Figure 38. ResearchComp 
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PolicyComp19 

 

 

 

Figure 39. PolicyComp 

 
19 Competence frameworks for policymakers and researchers, https://knowledge4policy.ec.europa.eu/projects-
activities/competence-frameworks-policymakers-researchers_en 
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Figure 42. CYANOTYPES Matrix of terms used in the conversation on future skills 

And while time for skilling is scarce in all learning contexts with which we are familiar, the 
process of triple loop learning is less about efficiently connecting all of the dots to accelerate 
skilling than a skillset of its own: the self-organization of learning journeys based on 
individual needs and values. 

  











https://www.oecd.org/finance/OECD-INFE-core-competencies-framework-on-financial-literacy-for-MSMEs.pdf
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entrepreneurship training modules, b) explore CYANOTYPES research outcomes related to 
future skilling and the role of generative (artificial intelligence) systems in creative education, 
and c) develop pilot training modules that address the role of generative systems in 
entrepreneurship training for students in the creative sector and beyond. 

 

4.4.4 Peer Review Publications 

Our research on future skills has already been validate through peer-review research. Two 
publications are currently in publication, one follow-up paper to the systems design conference 
RSD12 and another to the design culture journal DIID published by the University of Bologna. 
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meaningful partnerships across disciplines, industries, and 
cultures 

3 
Digital Literacy and 

Technical Skills 

 Proficiency in software applications and in using cutting-edge 
tools, and platforms commonly used in the creative industry, 
such as Adobe Creative Suite, Sketch, Figma, or Blender, and 
that enhance creativity, efficiency, and collaboration such as 
coding, 3D printing, and virtual reality. Additionally, 
understanding basic coding principles, to create and deliver 
digital content, data analysis, and digital security practices can 
enhance one's skillset 

4 
Critical Thinking 

and Problem-
Solving 

 The capacity to analyse complex information, identify patterns, 
and develop strategic responses to address complex 
challenges. This involves evaluating data, identifying (data) 
biases, and making informed decisions 

5 
Emotional 

Intelligence and 
Empathy 

Understanding and managing one's own emotions, as well as 
being able to relate to others, read and respond appropriately 
to their emotions, and design products and experiences that 
resonate with diverse users, is critical for building strong 
relationships within creative teams and with clients 

6 
Adaptability and 

Resilience 

The ability to pivot quickly in response to changes in 
technology, trends, and client needs is essential for creative 
professionals, as well as bouncing back from setbacks, and 
maintain a positive attitude in the face of uncertainty. This 
requires a growth mindset, flexibility, and an openness to 
learning from failures 

7 
Data Analysis and 

Interpretation 

The capability to collect, process, and interpret data to inform 
design decisions, optimize workflows, and measure success, 
drawing on skills in data science, machine learning, and 
statistics 

8 
Project 

Management and 
Time Management 

The ability to prioritize tasks, manage time effectively, and 
meet deadlines, and coordinate multiple projects 
simultaneously 

9 
Project 

Management and 
Leadership 

Strong organizational and leadership abilities to oversee 
multidisciplinary projects, prioritize tasks, manage timelines, 
and ensure effective communication among team members 
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10 
Sustainability and 

Ethics 

 Knowledge of sustainable practices, ethical principles, and 
social responsibility, and the ability to integrate these 
considerations into creative decision-making, reflecting the 
United Nations' Sustainable Development Goals (SDGs) and 
the principles of the circular economy 

11 
Sustainability and 

social Impact 
Awareness 

The knowledge and skills required to create sustainable and 
socially responsible artistic works, products, and services that 
contribute positively to society and minimize harm to the 
environment 

12 
Eco-Design and 

sustainable 
Production 

Developing environmentally conscious designs, materials, and 
manufacturing processes that minimize waste, reduce carbon 
footprints, and promote sustainable consumption, echoing the 
principles of circular economy frameworks 

13 
Climate Action and 

Environmental 
Design 

Appreciation for environmental concerns and the ability to 
incorporate sustainable thinking into creative problem-solving, 
production methods, and brand storytelling 

14 
Storytelling and 
Narrative Design 

Harnessing the power of narrative to convey compelling 
messages, engage audiences, and create memorable 
experiences, acknowledging the importance of storytelling in 
human communication and creative expression 

15 
Service Design and 

User Experience 

Delivering seamless, intuitive, and satisfying interactions that 
meet users' needs, desires, and expectations, building on best 
practices in service design, UX, and UI 

16 
Immersive 

Experience Design 

Creating immersive experiences that combine physical and 
digital elements to captivate audiences, considering the rise of 
virtual, augmented, and mixed reality technologies, and the 
increasing demand for experiential entertainment, retail, and 
events 

17 Artificial 
Intelligence and 

Basic knowledge of AI and ML concepts, including natural 
language processing, computer vision, and predictive 
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Machine Learning analytics, and how they can aid creative professionals in 
generating novel ideas, streamlining processes, and improving 
user experience 

18 
Blockchain and 

Intellectual 
Property 

Understanding blockchain technology's role in protecting 
intellectual property rights and ensuring authenticity in creative 
industries like music, art, and fashion 

19  
Entrepreneurship 
and Risk-Taking 

The willingness to take calculated risks, develop business 
plans, and market oneself and one's ideas to potential clients 
or investors 

20  
Entrepreneurship 

and Business 
Acumen 

An understanding of business fundamentals, market trends, 
and revenue models, enabling creatives to commercialize their 
talents, build successful start-ups, and navigate the gig 
economy 

21 
Social Impact and 

Community 
Engagement: 

Using creativity to drive positive social change, engaging with 
local communities, and promoting social justice, diversity, and 
inclusion, aligning with UNESCO's commitment to fostering 
peace, tolerance, and human dignity 

22 
Global Citizenship 
and Cross-Cultural 

Competence 

Understanding the global context, appreciating cultural 
differences, and recognizing the impact of creative work on 
local and international communities, aligning with UNESCO's 
emphasis on intercultural dialogue and exchange 

23  
Strategic Foresight 

and Futures 
Thinking 

Anticipating future trends, scenarios, and opportunities, and 
developing strategies to capitalize on them, informed by 
forecasting methodologies and futures studies, and cognizant 
of the potential implications of emerging technologies and 
societal shifts 

24  
Continuous 

Learning and 
Adaptability 

Embracing lifelong learning, staying up-to-date with emerging 
trends and technologies, and adapting quickly to changes in 
the industry, inspired by the OECD's focus on continuous 
professional development 

25  
Risk Tolerance and 

Resilience 

Accepting calculated risks, learning from failures, and 
persevering through challenges, reflecting the entrepreneurial 
spirit and mindset encouraged by creative industry 
associations. 
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The lists define a range for action to be operationalized across a diversity of contexts. Above 
and beyond the specificity of the skill in question, future skilling therefore has to address these 
dynamics: the contingency and context-dependency of skillsets (what is futural depends on 
context). The following section introduces a creative agency model that relates these 
competences and skills to the frameworks and integrates them into a holistic model of how we 
(may) want to act in processes of transformation.  











https://www.if-designfoundation.org/en/designstudium-deutschland-2023-beitrag-zum-public-value
https://www.if-designfoundation.org/en/designstudium-deutschland-2023-beitrag-zum-public-value




https://www.ucl.ac.uk/bartlett/public-purpose/wp2023-10
https://www.ucl.ac.uk/bartlett/public-purpose/wp2023-10
https://www.ucl.ac.uk/bartlett/public-purpose/wp2023-10
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7. LIST OF ABBREVIATIONS 
Abbreviation  Description  

CCI Cultural and Creative Industries 

CCII Cultural & Creative Sectors and Industries 

EC European Commission 

EIT European Institute of Innovation and Technology 

EQF European Qualification Framework 

ESG European Standard and Guidelines 

EU European Union 

HEI Higher education institution 

KIC Knowledge and Innovation Community 

NGOs Non-Governmental Organization 

NQF National Qualification Framework 

SDGs Sustainable Development Goals 

UN  United Nations 
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APPENDIX C: Specific Questions for 
Educational Providers 

 

 
 
 




























































	INTRODUCTION
	1. LITERATURE REVIEW

