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Overview

This research is aimed at critically analyzing and evaluating student progression and their understanding of employers within the Creative Industry sector in the Yorkshire and Humber East Region. It will look in depth at the student experience at these levels:

• Further Education into Higher Education – level 3 into level 4

• Progression through levels 4, 5 and 6

• Progression into employment
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Outcomes

•
The research report which will be a usable guide for curriculum development in collaboration with employers within the Creative Industries sector. 

•
It will aid institutions in better understanding the dynamics and demographics of the student market for HE when planning and marketing. 

•
It will help institutions understand employer’s needs and relate this to student progression at all levels.
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In visual terms, we can see that from the
current overview we start out with a rather
disparate view of the relationship between

students, institutions and employers. This
research is aimed at bringing these areas
together so that there is more overlapping
understanding in all areas for the benefit
of all.
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1. Introduction

Until recently the creative industries were seen as a bit of a Cinderella part of the economy, but things have now changed, as they should. We're second only to the service sector in our contribution to the economy and its good news that the Government now recognizes our importance. British design and creative community is known throughout the world for its unique approach, so it's really important that we encourage our young talent to join the industry and carry it on into the future. 

 - Wayne Hemingway MBE, HemingwayDesign, 2008
1.1 Global Creative Industries
At the heart of the creative economy lie the creative industries. Loosely defined, the creative industries are at the crossroads of the arts, culture, business and technology. In other words,

they comprise the cycle of creation, production and distribution of goods and services that use

intellectual capital as their primary input. Today’s creative industries involve the interplay of traditional, technology-intensive and service-oriented subsectors. They range from folk art, festivals, music, books, paintings and performing arts to more technology-intensive subsectors such as the film industry, broadcasting, digital animation and video games, and more service-oriented fields such as architectural and advertising services UN, (2008). All these activities make intensive use of creative skills and can generate income through trade and intellectual property rights.

‘The creative economy has the potential to generate income and jobs while promoting social inclusion, cultural diversity and human development’ 

‘This Report provides empirical evidence that the creative industries are among the most

dynamic emerging sectors in world trade’

The United Creative Economy Report (UN, 2008) states that in the contemporary world, a new development paradigm is emerging that links the economy and culture, embracing economic, cultural, technological and social aspects of development at both the macro and micro levels. The report goes on to say that central to the new paradigm is the fact that creativity, knowledge and access to information are increasingly recognized as powerful engines driving economic growth and promoting development in a globalizing world. “Creativity” in this context refers to the formulation of new ideas and to the application of these ideas to produce original works of art and cultural products, functional creations, scientific inventions and technological innovations. There is thus an economic aspect to creativity, observable in the way it contributes to entrepreneurship, fosters innovation, enhances productivity and promotes economic growth. Creativity is found in all societies and countries – rich or poor, large or small, advanced or developing. The word “creativity” is associated with originality, imagination, inspiration, ingenuity and inventiveness. It is an inner characteristic of individuals to be imaginative and express ideas; associated with knowledge, these ideas are the essence of intellectual capital. Similarly, every society has its stock of intangible cultural capital articulated by people’s identity and values. Civilizations since the beginning of time have been aware of these concepts. However, the twenty-first century has seen a growing understanding of the interface and relationship between creativity, culture and economics, which, as the UN Creative Economy Report supports is the rationale behind the emerging concept of the ‘creative economy’. The concept of the creative economy is that It entails a shift from the conventional models towards a multidisciplinary model dealing with the interface between economics, culture and technology and centered on the predominance of services and creative content.(ibid).
For some people, the ‘creative economy’ is a holistic concept dealing with complex interactions between culture, economics and technology in the contemporary globalized world that is dominated by symbols, texts, sounds and images. Others are more skeptical about this fashionable label, voicing concerns about its overstated importance and the way it may exacerbate cultural and technological divisions. Against this background, the creative economy has become a topical issue of the international economic and development agenda, calling for informed policy responses in both developed and developing countries.

There is no unique definition of the ‘creative economy’. It is a subjective concept that is still being shaped. There is, however, growing convergence on a core group of activities and their interactions both in individual countries and at the international level.

The Creative industries can be defined as the cycles of creation, production and distribution of goods and services that use creativity and intellectual capital as their primary inputs. They comprise a set of knowledge-based activities that produce tangible goods and intangible intellectual or artistic services with creative content, economic value and market objectives.

Creative industries constitute a vast field dealing with the interplay of various creative activities ranging from traditional arts and crafts, publishing, music, and visual and performing arts to more technology-intensive and services-oriented groups of activities such as film, television and radio broadcasting, new media and design. 

The creative sector has a flexible and modular market structure that ranges from independent artists, designers and small-business enterprises at one extreme to some of the world’s largest companies at the other. 

Today, creative industries are among the most dynamic sectors in world trade. Over the period 2000-2005, international trade in creative goods and services experienced an unprecedented average annual growth rate of 8.7 per cent. The value of world exports of creative goods and services reached $424.4 billion in 2005, representing 3.4 per cent of total world trade, according to The United Nations Conference on Trade and Development (UNCTAD), 2004.
Nowadays in the most advanced economies, the creative industries are emerging as a strategic choice for reinvigorating economic growth, employment and social cohesion. The turnover of the European creative industries amounted to 654 billion euro in 2003, growing 12.3 per cent faster than the overall economy of the European Union and employing over 5.6 million people (UN, 2008).

The Creative Cities Network is a project supported by UNESCO. Its aim is to celebrate and maintain cultural diversity and the alliance formed by member cities share practice and experience in promoting local heritage as well as the issues surrounding globalization (Scott, 2006). The project focuses on the main product of excellence of these cities and finds ways to maintain its relevance to city life, the local economy, and social development. These initiatives are revitalizing the economy of urban centers through cultural and social developments offering attractive jobs, particularly to young people (UNESCO, 2006) 

The fields of excellence are: 

Literature – Edinburgh, Scotland; Melbourne, Australia; Iowa City, US.

Film – Bradford, England.

Music – Bologna, Italy; Seville, Spain; Glasgow, Scotland.

Craft and folk art – Aswan, Egypt; Santa Fe, US, Kanazawa, Japan.

Design – Berlin, Germany; Buenos Aires, Argentina; Montreal, Canada; Nagoya, Japan; Kobe, Japan; Shenzhen, China.

Media Arts – Lyon, France.

Gastronomy – Popayan, Columbia.

A significant finding of the United Nations Creative Economy Report in 2008 was the evidence that some developing countries, mainly in Asia, have started benefiting from the dynamism of the global creative economy and are putting in place tailored policies to enhance their creative industries. China, which is leading this process, became the world’s leading producer and exporter of value-added creative products such as in 2005. There is a concerted political will to maximize the economic potential of the Chinese Creative Industries in areas such as animation production, which has led to massive investment in education and training in these industries. So much so, that animation in China is sometimes referred to as ‘the creative RMB’, such is its recognized economic potential.
1.2 The UK Creative Industries

International comparisons of the creative industries are very difficult but in many of the Creative Industries, the UK is acknowledged as a world leader. In architecture, fashion, product design, advertising, the performing arts, games software and many aspects of film and broadcasting, British practitioners and UK companies are among the best in the world. The performance of the creative industries is testament to this. In 2005 they accounted for £60 billion or seven point three per cent of Gross Added Value (GVA), exports by the Creative Industries totaled £14.6 billion in 2005, which equates to four point five per cent of all goods and services exported. In 2003, they accounted for eight per cent of Gross Value Added (GVA) and contributed £11.6 billion to the UK’s balance of trade. Between 1997 and 2003, these industries grew by an average of six per cent per annum – three times the rate of the economy as a whole. The Creative Industries grew by an average of six per cent per annum between 1997 and 2005, which is twice as fast as the rest of the economy. According to the industry body, British Design Innovation, up to seventy per cent of the output of some UK design companies is sold overseas. Creative employment within the UK in 2006 totaled 1.9 million jobs; this encompassed just over 1.1 million jobs in the Creative Industries and almost 800,000 further creative jobs within businesses outside these industries. Total creative employment increased from 1.6 million from 1997 to 1.9 million in 2006, an average growth rate of two per cent per annum, compared to one per cent for the whole of the economy over this period (DCMS, 2008).

With all this in mind it is clear to see why the Department for Culture Media and Sport in partnership with Department for Business, Enterprise and Regulatory Reform (BERR) and Department for Innovation, Universities and Skills (DIUS) invested time, energy and expertise into it’s strategic paper on the Creative Industries - 'Creative Britain: New Talents for the New Economy' published in February 2008. Outlined within this document were 26 commitments aiming to bring the Creative Industries from the margins to the mainstream of the UK economy. These commitments came under eight distinct themes: 1 - Giving all children a creative education, 2 - Turning talent into jobs, 3 - Research and innovation, 4 - Helping creative businesses grow and access finance, 5 - Fostering and protecting intellectual property, 6 - Supporting creative clusters, 7 - Promoting the UK as the world's creative hub & 8 - Keeping the strategy up to date. Establishing their vision of Britain eight years from now -
…where the local economies in our biggest cities are driven by creativity, where there is a much expanded range of creative job opportunities in every region with clear routes into creative careers from local schools and colleges, and where every young person believes they have a real choice to use their talents in a creative capacity. It is a vision of creativity as the engine of economic growth for towns, cities and regions. It’s also a vision of dynamic, innovative, successful creative businesses providing prosperity and fulfilling job opportunities right across the country. (DCMS, p.8, 2008)

Many of these commitments are now actively in place, some of which will be discussed further within this paper, with clear schedules for the remaining ones to be in practice within the next few years. However, what is integral to Britain holding its position is how ‘partners’ collaborate and develop in order to sustain the impetus for continuing to drive this vision forward to ensure the UK remains as the Global Leader for the Creative Industries. This vision didn’t start in 2008 but represents the culmination of a significant body of work that started in 1997, when Chris Smith, then DCMS Secretary of State, established the first Creative Industries Task Force, not forgetting the crucial 2005 Cox Review of Creativity and Business, and the 2006 Leitch Report on UK Skills: Prosperity for all in the global economy – world class skills.  What we hope to have achieved within this report is demonstrate how these factors relate to the Creative Industries Sector within the Yorkshire and Humberside Region through critically analyzing and evaluating student progression and their understanding of employers within the Creative Industry sector.
1.3 Yorkshire & Humber Region Creative Industries
Size and shape of the workforce

Employment in the creative media industries in Yorkshire and Humber exceeds 24,000 which is around 5% of the entire creative media industries. Women make up 33% of the creative media workforce in the region and 3% of the workforce is from a Black, Asian or Minority Ethnic (BAME) background and 4% of the creative media workforce in Yorkshire and Humber is disabled. A quarter (24%) of those working in the creative media industries in Yorkshire and the Humber are freelancers, compared to 36% across the whole of the UK.

Sector by sector

Animation

Fewer than 100 people work in animation in Yorkshire and Humber according to the 2006 Skillset Census. However that is not to say there is no animation activity in the region. For example, Ay Up! Animated Yorkshire is a newly established network for people involved in animation in Yorkshire and the Humber. It is run by animation people for animation people, and aims to bring together all the disciplines of animation.

Computer Games and Interactive Media

New sectors such as computer games and interactive media have now taken over as major employers in the region with over 700 people working in computer games and interactive media becoming one of the most significant creative media employers in the region, employing 5,600 people.

Film

Over 100 people operating in the key sub-sectors of film production live in Yorkshire and Humber. A strong independent film sector has grown around Leeds. Sheffield has an established and growing independent film sector and is home to the nationally recognised Warp Films and Warp X, the low budget digital production company.

The region has a very strong and well-established exhibition sector and festivals programme. The UK’s premiere documentary festival, Doc/Fest, is based in Sheffield. Bradford is home to major film and animation festivals and Leeds offers international children’s film festivals. Key independent cinemas include the Showroom in Sheffield and the National Media Museum in Bradford. 

In 2007, Yorkshire hosted the International Indian Film Awards (IIFA) bringing key industry figures and huge international exposure to the region. The Yorkshire Film Archive is one of the UK’s most successful and progressive, having recently won major funding to start digitizing its archive content.

Other content production

Screen Yorkshire and Yorkshire Forward are working closely with Channel 4 to bring 4IP to Yorkshire. 4IP is collaboration between Channel 4 and a network of partners across the UK and aims to deliver publicly valuable content and services on digital media platforms.

Photo Imaging

Around 2,500 people work in photo imaging in the region and over half of these are photographers. Most of the businesses are very small, with over 90% employing just 1-5 people, reflecting the high number of freelancers and sole traders in the sector. Symbiosis is a Skillset Approved training provider and they have a training facility in Leeds to complement their main base in Leamington Spa.

Publishing

There are nearly 10,500 people working in publishing in the region, approximately five per cent of the total publishing workforce. The predominant sector is newspaper publishing with strong regional and local presses such as Hull Daily Mail Publications (Northcliffe Media), the Yorkshire Post (Northcliffe) and Metro Yorkshire. The Press Association - one of the leading press agencies - accounts for almost all those working within this sector through their office in Howden. They also have a highly regarded training business and have a range of projects and links with local schools and universities.
Radio

700 individuals work in publicly funded radio, commercial, and community and voluntary radio in Yorkshire and Humber. There are five BBC local radio stations in the region and approximately 20 commercial radio stations of which Galaxy is the largest. Community broadcasting is also present in the region including Bradford Community Broadcasting (BCB), one of only 15 radio stations throughout the UK broadcasting a full-time ‘access radio’ station licensed by the Radio Authority.

Television

Over 1,800 people work in broadcast TV, cable and satellite and independent production. The region has a rich history of media production due in part to ITV Yorkshire being based in the region. ITV Yorkshire has a strong drama base, producing Emmerdale and several network dramas including Heartbeat, The Royal and The Royal Today. 

The BBC has two main centres in the region BBC Yorkshire and BBC East Yorkshire and Lincolnshire.

Higher Education

In December 2007, the Skillset Media Academy Network was launched. Skillset is working with universities and colleges to collaborate seamlessly with industry partners to develop new curricula, innovative teaching, world-class research and development, and enhanced business acumen. The Yorkshire and Humber Skillset Media Academy is a partnership between Bradford University and East Coast Media.
2. Overview of Research Areas

2.1 Graphic Design

From road signs to technical schematics, from interoffice memorandums to reference manuals, graphic design enhances transfer of knowledge. Readability is enhanced by improving the visual presentation of text. Graphic Design can also aid in selling a product or idea through effective visual communication. It is applied to products and elements of company identity like logos, colors, and text. Together these are defined as branding. Branding has increasingly become important in the range of services offered by many graphic designers, alongside corporate identity, and the terms are often used interchangeably. Textbooks are designed to present subjects such as geography, science, and math. These publications have layouts which illustrate theories and diagrams. A common example of graphics and more specifically illustration in use to educate is diagrams of human anatomy. It should be noted however that this area is a highly specialised area of illustration and is as such an area that a designer may take many years to develop. This is also the case for technical and information graphics and illustration and specialist degrees and postgraduate qualification exist which cover these specialisms. Graphic design is also applied to layout and formatting of educational material to make the information more accessible and more readily understandable.

Graphic design is applied in the entertainment industry in decoration, scenery, and visual story telling. Other examples of design for entertainment purposes include novels, comic books, opening credits and closing credits in film, and programs and props on stage. This could also include artwork used for t-shirts and other items screenprinted for sale.

From scientific journals to news reporting, the presentation of opinion and facts is often improved with graphics and thoughtful compositions of visual information - known as information design. Newspapers, magazines, blogs, television and film documentaries may use graphic design to inform and entertain. With the advent of the web, information designers with experience in interactive tools such as Adobe Flash are increasingly being used to illustrate the background to news stories.

Jobs

Graphic design career paths cover all ends of the creative spectrum and often overlap. The main job responsibility of a Graphic Designer is the arrangement of visual elements in some type of media. The main job titles include graphic designer, art director, creative director, and the entry level production artist. Depending on the industry served, the responsibilities may have different titles such as “DTP Associate” or “Graphic Artist,” but despite changes in title, graphic design principles remain consistent. The responsibilities may come from or lead to specialized skills such as illustration, animation, photography or interactive design.

A graphic designer reports to the art director, creative director, senior media creative or creative director. As a designer becomes more senior, they may spend less time designing media and more time leading and directing other designers on broader creative activities, such as brand development and corporate identity development. As graphic designers become more senior, they are often expected to interact more directly with clients.

A graphic design project may involve the stylization and presentation of existing text and either preexisting imagery or images developed by the graphic designer. For example, a newspaper story begins with the journalists and photojournalists and then becomes the graphic designer’s job to organize the page into a reasonable layout and determine if any other graphic elements should be required. In a magazine article or advertisement, often the graphic designer or art director will commission photographers or illustrators to create original pieces just to be incorporated into the design layout. Contemporary design practice has been extended to the modern computer, for example in the use of  user interfaces, often referred to as interactive design, or multimedia design.

Visual arts

Before any graphic elements may be applied to a design, the graphic elements must be originated by means of visual art skills. These graphics are often (but not always) developed by a graphic designer.  Visual arts include works which are primarily visual in nature using anything from traditional media, to photography or computer generated art. Graphic design principles may be applied to each graphic art element individually as well as to the final composition.

Typography

Typography is the art, craft and techniques of type design, modifying type glyphs, and arranging type. Type glyphs (characters) are created and modified using a variety of illustration techniques. The arrangement of type is the selection of typefaces, point size, line length, leading (line spacing) and letter spacing. Typography is performed by typesetters, compositors, typographers, graphic artists, art directors, and clerical workers. Until the Digital Age, typography was a specialized occupation. Digitization opened up typography to new generations of visual designers and lay users.

Page layout

Page layout is the part of graphic design that deals in the arrangement and style treatment of elements (content) on a page. Beginning from early illuminated pages in hand-copied books of the Middle Ages and proceeding down to intricate modern magazine and catalog layouts, proper page design has long been a consideration in printed material. With print media, elements usually consist of type (text), images (pictures), and occasionally place-holder graphics for elements that are not printed with ink such as die/laser cutting, foil stamping or blind embossing.

Interface design

Graphic designers are often involved in interface design, such as web design and software design when end user interactivity is a design consideration of the layout or interface. Combining visual communication skills with the interactive communication skills of user interaction and online branding, graphic designers often work with software developers and web developers to create both the look and feel of a web site or software application and enhance the interactive experience of the user or web site visitor. An important aspect of interface design is icon design.

Printmaking

Printmaking is the process of making artworks by printing on paper and other materials or surfaces. Traditionally this was a strong element with graphics design and illustration courses and indeed now it is more likely to see illustrators working in this way than graphic designers. 

Computers and the creative process

In the mid 1980s, the arrival of desktop publishing and graphic art software applications introduced a generation of designers to computer image manipulation and creation that had previously been manually executed. Computer graphic design enabled designers to instantly see the effects of layout or typographic, and to simulate the effects of traditional media without requiring a lot of space. However, traditional tools such as pencils or markers are often used to develop ideas even when computers are used for finalization. Indeed, a designer or art director may well hand sketch numerous concepts as part of the creative process. Some of these sketches may even be shown to a client for early stage approval, before moving on to develop the idea further using a computer and graphic design software tools.

Computers are generally considered to be an indispensable tool used in the graphic design industry. Computers and software applications are generally seen, by creative professionals, as more effective production tools than traditional methods. However, some designers continue to use manual and traditional tools for production, such as Milton Glaser.
There is some debate whether computers enhance the creative process of graphic design. Rapid production from the computer allows many designers to explore multiple ideas quickly with more detail than what could be achieved by traditional hand-rendering or paste-up on paper, moving the designer through the creative process more quickly.  However, being faced with limitless choices does not help isolate the best design solution and can lead to designers endlessly iterating without a clear design outcome.

A graphic designer may use sketches to explore multiple or complex ideas quickly without the potential distractions of technical difficulties from software malfunctions or learning the software. Hand rendered comps (comprehensive visuals) are often used to get approval of an idea execution before investing time to produce finished visuals on a computer or in paste-up. The same thumbnail sketches or rough drafts on paper may be used to rapidly refine and produce the idea on the computer in a hybrid process. This hybrid process is especially useful in logo design where a software learning curve may detract from a creative thought process. The traditional-design/computer-production hybrid process may be used for freeing one’s creativity in page layout or image development as well. Traditional graphic designers may employ computer-savvy production artists to produce their ideas from sketches, without needing to learn the computer skills themselves. However, this practice is less utilized since the advent of desktop publishing and its integration with most graphic design courses.

Skills gaps

Most of the general skills gaps within graphic design exist across the other areas of industry within this project. However, at entry level in relation to progression into employment gaps identified were:

· Drawing and visualization skills.

· Appropriate computer software applications.

· Overall industry awareness.

· Understanding of inclusive design (particularly website design).

· Understanding of sustainable design – packaging.
2.2 Illustration

There are specialist areas of illustration, including fashion, medical, scientific and technical illustration. Creative Choices (2009) states that self-employed illustrators need to be proactive in finding work. This includes promoting themselves to employers and keeping their portfolio up to date. Some illustrators use agents to do this work. They also need to keep their own records and accounts. A new entrant working full time may earn between £14,000 and £19,000 a year. Illustrators in employment usually work from 9am to 5pm, Monday to Friday. The working hours of freelance illustrators vary depending on deadlines and quantity of work.  Most illustrators work at home or in a studio. They usually work at a drawing board and computer workstation. Full-time work can be hard to obtain. Most illustrators are self-employed and are paid an agreed fee for each project or illustration. Illustrators combine art, design and creative skills to develop ideas and produce original visual images for a wide range of products. These include:

· books and book jackets 
· educational, training and reference materials 
· instruction manuals, leaflets and sales brochures 
· greetings cards, giftware and packaging 
· advertising materials, posters and catalogues 
· magazines and newspapers 
· television and film animations and storyboards 
· computer games, websites and mobile phone visuals.

Most illustrators specialize in a particular style. There are various different stages in their work, including:

· Discussing client needs and identifying the target audience for the work 
· Agreeing the brief and contract, including payment and deadlines, with the client 
· Developing visual ideas that suit the brief 
· Seeking client approval for ideas with rough visuals - this stage may involve going back to the drawing board several times to rework sketches 
· Using drawing, sketching, painting and photographic skills to produce illustrations increasingly, using computer packages to scan in their own visual images, and then refine and develop the ideas on screen.

· Continuing to work with the client, seeking approval at all stages of development and making any changes as required, right up to completion of the job.
Jobs

A few illustrators are employed, although graphic design or animation skills may be needed in addition to illustration skills. There may be opportunities with:

· Design or advertising agencies.

· Publishers multimedia and web publishers.
· Games studios as Concept Artists.

· Animation Studios as storyboard, layout and character artists.

· Within the film industry as storyboard artists, production design, concept art.

· Museums.

· Teaching hospitals as medical illustrators.

· Automotive and other large engineering companies as technical illustrators.

· Some illustrators employ agents to promote their services. Lists of agents are available to members of the AOI and the Society of Artists Agents.

Most freelance illustrators remain self-employed. Illustrators work throughout the UK and abroad and it is important to understand that illustration is a global business. They often have other paid jobs while they try to build up their business. It is a competitive area of work. Success depends upon building a strong reputation and securing a steady flow of work. Some illustrators broaden their business by developing skills in related areas of work such as graphic design, animation and cartoons. They may choose to specialise and train in a particular area of work, such as medical or technical illustration. Established illustrators may also run workshops in schools, libraries or museums. A few may become agents for other illustrators. Some may train to teach illustration. There may be opportunities for illustrators in employment to become art directors, design managers or heads of departments.
According to Andrew Coningsby of Illustrators Agency Debut Art, ‘with regard to financial re-numeration for illustration, in real terms, allowing for adjustments in inflation the levels have halved since 1980, even though the size of the market which consumes illustration have more than doubled’. He goes on to say ‘ some clients attribute this to economies of scale stemming from the digital revolution stating that it’s now much quicker and cheaper to produce illustration’. 

The Illustration Agencies group The Society of Artist Agents and the Association of Illustrators disagree with this argument and state that the real value of illustration lies in its equitable value to the client. This might depend on the size of client, usage of illustration across various territories, copyright licenses’ agreed, the intrinsic value of the illustration – not just the time it takes to produce. The Association of Illustrators has been very active in working to fight unethical and poorly paid contact rates and fees with some success. Illustrator’s Agents are highly optimistic about the future of illustration and see the value of the originality of illustration only rising.

Skills

· Excellent drawing and IT skills.

· To be able to work to a brief, solve problems creatively and adapt their style if needed.

· Creativity and imagination.

· An eye for detail and design. 
· Self-promotional skills. 
· Self-motivation and the ability to work to deadlines. 
· To be good at communicating and negotiating with clients and colleagues. 
· A good understanding of medicine, science or technology (to be a medical, scientific or technical illustrator). 

Skills gaps (within graduates and new entrants)
· Graduates were highlighted as having poor drawing skills in general.

· Mastery of a particular media.

· Lack of understanding of how the business works and operates.

· Slow working practices – lack of understanding of real world deadlines.

· Unrealistic understanding of the quality and level of skill required.

· Copyright law

· Business practice
2.3 Animation

There are just over 3000 people working in dedicated animation companies in the UK, nearly half of them freelance. Most of the money spent on animation is associated with the advertising industry and competition for commissions is fierce yet this area accounts for only a small proportion of the workforce. The UK leads the world in the production of pre-school storytelling and design, which continues to attract investors. Other products using animation skills and techniques include: feature films; children’s programmes, computer games, interactive media, music promos, titles and idents, CDRoms and adult comedy and drama. Animation has a number of distinct and highly successful centres of excellence: London, Bristol, Manchester, Cardiff and

Dundee. The competition for entry-level jobs in the animation sector is fierce and currently 78% of new entrants are graduates. Of the remaining 22%, some are probably filled by the in-house promotion/runner route. 

The UK has an excellent reputation for creativity and technology, but high costs mean that production is often contracted out to other countries, such as Spain, Eastern Europe and the Far East. Consequently companies specialising in 2D series, specials and feature films now rarely employ UK based staff as animators. These companies recruit mainly in pre-production roles such as design, storyboard and layout. This change is predominantly due to the economics of financing animated programming rather than a lack of talent in the UK. In addition, the introduction of new technology means that some of the labour intensive processes, such as tracing and painting, have virtually disappeared and those jobs no longer exist. Companies that have embraced new technology however have been able to retain production in the UK. Specialists in computer generated animation (3D or 2D), particularly those working in games development and visual effects (VFX), are enjoying an unprecedented level of production activity and companies often struggle with recruitment of key technical, creative and production personnel, due to a worldwide shortage of talent with expertise in these areas. Series production involving 2D digital techniques (like CelAction and Flash) is currently flourishing in the UK. Unlike 2D drawn, much of this work is actually animated in the UK too.
Stop frame production is also retained in the UK, largely due to the international success of the major UK studios, like Aardman Animations and Cosgrove Hall Films, and it remains a popular technique both with broadcasters and advertising agencies. However, stop-frame does work on a boom or bust model depending on what films are in production, and there is a trend towards the use of Computer Generated imagery (CGI) to produce work that looks very like trademark model animation because it is more controllable, cost-effective and sub-contractible.
Animators employ various techniques, for example:

· Traditional hand-drawn animation - every movement and facial expression is painstakingly drawn, then transferred onto film or increasingly onto digital media. As many as 45,000 drawings may be needed for a half-hour film.
· Model, or stop frame animation - made famous by Aardman’s Wallace and Gromit - requiring equally detailed work to bring the characters to life.

· Computer generated animation or CG - using highly sophisticated software for both 2D and 3D animation.

Jobs

Animation jobs can be found at small production companies, larger studios, computer generated post production facility houses and at computer games developers or interactive  media designers. It is important to make clear to students that the role of an animator is a small proportion of the team that creates an animated film, particularly in CG, and recruiters often comment that applicants lack detailed knowledge about the different jobs available, leading to some being oversubscribed whilst others are difficult to fill. Although some people work on their own, professional studio work is based on teamwork and multi-tasking. A large team may be involved in the various stages of production - from raising the finance for the original idea, to script development, the original design of animated characters and backgrounds, casting the ‘voices’, recording the soundtrack, creating the animation, editing and sound mixing - and the finished product has to look as if it were all ‘drawn by one hand’.

Students deserve to be given honest and realistic assessments of their ability and prospects. The craft skills are crucial but, without the appropriate artistic talent, those aiming for one of the main creative roles may find it tough finding a job. However, it would be good to think that an undergraduate course will give an individual the opportunity to recognize their strengths and weaknesses and, as a result, give them a chance to adapt/modify/change their original objective. The most obvious example is that if someone’s drawing remains weak, they would be unwise to pursue a career as a 2D drawn character animator. However, if their acting and timing skills are good, they may find 3D animation or work in Celaction (2D computer programme) is a more realistic possibility. 

Animation is a sector in which there is great potential for creativity and innovation, although some people find it difficult to make the transition from college to a commercial environment.

Skills

Required skills include:
· Creativity and imagination.

· Patience and attention to detail.

· Drawing skills.

· Computer literacy and familiarity with graphics software.

· Communication and presentation skills.

· Ability to meet deadlines and work as part of a team.
Most areas of the industry, except stop frame, emphasize the value of drawing skills as well as 2D animation training as the best grounding for many of the creative jobs within the industry. However, with few exceptions, it is now very tough to earn a living in 2D drawn animation in the UK. The reality is that computers play a big part in the lives of most people entering the animation industry and consequently, computer literacy, a good understanding of the principles of 3D computer animation and a working knowledge of some of the relevant graphics and animation software are very important for everyone. There are also a number of technical jobs that require A-level math’s or physics.

Skills gaps

A number of skills gaps have been identified in the animation sector, especially at entry level, including:

· Fundamental techniques of drawn animation.

· Capability to exploit opportunities in digital content creation - new technology is revolutionising animation production. This creates difficulties both for new entrants and for established animators, who need the skills to take advantage of new technology. Although online learning packages are available, traditionally trained animators need additional support in adapting their skills.
· Pre-production, including scriptwriting, design, storyboard and layout
· Producing and production management, particularly in areas of business skills and budgeting. Animation production can be a very costly, labour intensive process. This has placed a heavy emphasis on good project management and good teamwork; the skills shortages in this sector reflect the need for people who can adapt to busy production schedules.

· Trainers - animation requires a high trainer ratio. More trainers with industry experience are urgently needed. More use of mentoring on an industry-wide basis would also assist in sustaining continuous learning within a growing industry sector.

The  Animation Sector, Labour Market Intelligence Digest which undertook an extensive consultation period across all sectors of the industry into entrants into the animation industry, states that ‘there is a strong feeling that new entrants are not prepared for a working environment and are lacking in a fundamental understanding of animation processes and the industry as a whole’. (Skillset, 2008)
2.4 Interactive Media Design

The interactive media industry is a very fluid sector with many overlaps with, and blurred distinctions between, other sectors.  In particular, as interactive media products become more sophisticated, their development increasingly has greater overlap with the software and IT sector. As convergence gathers pace, the boundaries between interactive media and other forms of digital media become yet more blurred - particularly as television broadcasters look to multi-platform, ‘360 degree’ commissioning models. In a rapidly evolving industry, any definition of it risks quickly becoming out of date. Interactive media itself is a vague and often misunderstood term. We must look not just at what the sector does and who does it, but also at other stakeholders who operate in the grey area at its fringes, as well as considering those who use its products. (Livingston, et al., 2005)
The market for interactive media contributes to, and even underpins, a number of significantly larger markets. This is taking into account those who enable it, buy from it and, in turn, are enabled or supported by it. The biggest of these are e-commerce and online advertising.

The UK’s interactive media industry is worth several billion pounds annually, but its products support a far larger economy.

Definition of the sector is difficult not only because of the pace of change, but also because there are many companies and individuals involved in interactive media who more accurately fit within other sectors. In many ways it is not so much a sector as a discipline, as its creation and use is increasingly becoming part of everyday activity across all sectors of industry in general.
The interactive media sector is estimated to employ around 40,000 people, representing approximately ten percent of the total audio visual workforce. It is heavily reliant on freelancers and contractors, who are estimated to account for around one fifth of the workforce. The workforce is generally very highly qualified. Thirty percent hold a postgraduate qualification and a further fifty percent hold an undergraduate degree. Hence in total, around eighty percent of the workforce are graduates. The titling of job roles vary significantly within the sector. This depends on company size and the need to employ a number of new skill sets across projects on a case by case basis. 
Jobs
The job tends to be divided into various levels of seniority, based mostly on experience. As a general rule, the greater the seniority, the more responsibility the Designer will have for the overall user experience, including the design of navigation, features and functionality. At junior levels, Designers tend to be tasked with only some aspects, typically the visual styling, of the interface. There are no typical career routes, but many interactive media Designers come from a traditional design background – such as graphic, print or information design. Sometimes they combine this with experience or study in a more technical subject – such as computer science, engineering, mathematics or psychology. It is this combination of creative and technical disciplines that tends to distinguish the best interactive media Designers and enables them to progress into more senior positions, either within the Designer role, or in roles such as Information Architect or Producer.

The role of the Designer is to create the ‘look and feel’ of an interactive media product. What this actually involves can vary, depending on the size of team the Designer is part of, or the type of company they are working for. The role often overlaps with Information Architect and Producer, especially in more senior positions, or where the Designer is working alone or in a very small team. The Designer must combine creativity with an awareness of the tools and technologies that will be used to build the product, and an understanding of what these can and cannot do.

The role sometimes also overlaps, or may even be merged with, that of Developer, especially in smaller companies or teams. Designers may be employed in permanent positions within a company, or may work on a freelance basis. Amongst freelancers, there tends to be most demand for those who are both good designers and have technical expertise, or who can combine several roles.

The Designer produces visuals of user interfaces, using software such as Adobe Photoshop or Illustrator. They usually follow a design brief that may be given as verbal instructions, a written specification or ‘wire–frame’ diagrams. The Designer will normally produce a separate visual for each type of screen within the product – for example, different sections of a CD–Rom, or the home page, first–level and lower–level pages of a web site. As a minimum, these visuals must show the screens’ layout, colour scheme, typography and any conventions for presenting images or other assets. However, they usually also specify – either through annotations or additional visuals – how interface elements should respond to interaction by the product’s user. For example, this might include specifying colour or style changes for hypertext links that are clicked or rolled over, or designing animated buttons or menus. Depending on the type of product being created, the Designer may also need to specify how, where and what sound effects or background music should be used.

Designers must prepare designs in a way that allows them to be easily implemented by Developers. This means designs must be appropriate for their intended purpose and visuals must be provided in the right format and at the correct size and resolution. Typically the visuals will be sliced and optimised before being incorporated into the product. This task may be carried out by a Production Assistant, or it may be the responsibility of the Designer or the Developer – they usually work closely together and these roles often overlap or have blurred boundaries. Sometimes the roles are combined, with the Designer–Developer being responsible for implementing their own designs – especially where the entire interface is animated or where a CSS–based web design approach is being used.

Skills

Designers need creativity and artistic flair but also a certain amount of technical understanding. The nature of interactive media means that they must often design within many unknown or variable parameters – for example, the user’s screen size, or the amount of content to be included on a web page. The Designer must therefore be able to identify these factors and think laterally so as to produce flexible designs that work correctly in a range of circumstances. They need to understand usability issues, the principles of interaction design, and any user–interface conventions and standards that are relevant to the product. Awareness of the technical process used to implement their designs is also important.

Key Skills include:
· Design talent

· Good drawing and diagramming ability

· Knowledge of relevant design, image manipulation, and asset optimisation    

  software.

· Good interpersonal communication skills, especially when dealing with specialists 
  in other disciplines.

· Ability to manage time, prioritize tasks and work under pressure.

· Knowledge of the requirements of the relevant Health and Safety legislation and 
  procedures. 

Most interactive media Designers have Bachelor’s Degrees, and some have Master’s Degrees. Although there are now various specialist interactive media courses available, many Designers’ qualifications are in more traditional art-related subjects. Architecture and product design are particularly useful backgrounds, as they tend to encourage the combinations of creative and technical thinking that interactive media requires – design in its broadest sense. Experience is generally valued most, however, and a good portfolio of interactive media work is essential.

Interactive media requires a broad range of cross-disciplinary skills. Practitioners typically need a combination of specialist skills drawn from at least two of the design, technical, content and business disciplines, and also a range of more general work-life skills. Also needed is an all-round awareness of the industry, its context (particularly relating to other sectors), processes and business issues as a whole. It is particularly important that practitioners, both creative and technical roles, have a strong awareness of their position in the production process, and of the needs and expectations of others involved in the project. 

Awareness of the other interactive media skill sets beyond their own specialism is key. As interactive and other digital media increasingly converge, awareness of how products and content can be created across multiple platforms is vital - in particular the way intellectual property can be used beyond its original medium. A pro-active, self-motivated, autonomous and even entrepreneurial attitude is also essential, particularly relating to skills acquisition and working practices.  Practitioners must be able and willing to learn for themselves and keep their skills up to date. They must also be flexible and willing to work in multi-functional roles, and to go beyond their job description. They may need to accommodate unpredictable working hours, including long days. Frequent changes of employment are also likely.

Skills gaps 

The ‘interactive media skill set’ has a far wider application than just interactive media. 

Anyone outside the sector who contributes content or uses interactive media as part of their work will need at least some of its skills. But in addition, the skill set is likely to have value across many sectors, if not the whole of industry. In particular, the combination of creative and logical thinking necessary to perform many of the cross-disciplinary functions needed in interactive media potentially makes for a valuable foundation for any job in the knowledge economy.
The industry needs rich combinations of ‘hybrid’ skills, as well as a broader cross-disciplinary awareness. Finding people with the right mix of skills can be difficult - particularly the combination of creative and technical thinking, and a solid foundation of transferable life and work skills. 

While individuals with deep, specific skills (such as graphic designers or programmers) are relatively easy to find, those with the hybrid or combinations of skills needed by the industry are not. An absence of cross-disciplinary awareness and understanding of role context is particularly significant.

This need for combinations of skills, broader awareness, high-level understanding and business competencies is important across most functions. But it is especially so with respect to long-term career development. This broad expertise is essential for practitioners to progress into senior or management roles; for example, for developers to become systems architects, designers to become producers, and so on. 

Livingston, et al. (2005) suggests that to meet the industry’s long-term needs, these skills need to be developed throughout young peoples’ experience of the education system, and particularly at university when they will shortly emerge into the workplace. The vast majority of employers (around 90%) felt that changes to the teaching provided by schools to 14-19 year olds would better prepare them for work in the industry. 

3. Further Education into Higher Education – level 3 into level 4, 5 and 6

3.1 What intentions and expectations lie behind FE student’s choice of pathway?
The general consensus of the students who are currently studying in their first year of a specialist two year National Diploma in a Design or Media subject when surveyed was that they had pursued a ‘personal interest’. This fell into leisure entertainment that they enjoyed: games and/or computers or a subject they enjoyed most at school: graphic design, art or media. From this starting point they looked for courses on offer at the local college via ‘the internet’ or through ‘calling in’ for a prospectus so they could pursue their interest further. At this stage they did not question the career opportunities available to them through undertaking these studies at level 3. In general these students didn’t receive impartial, structured, informed career guidance whilst at school regarding the range of F.E. options open to them, nor the specific F.E. college courses aligned to the creative industries outlined in this research document. However this information mainly ‘came out’ at subsequent interviews, although applicants by this time had already applied for a specific course of study. A minority of these students indicated they had a longer line of vision and saw H.E. as their ‘real step’ into the industry. On the other hand for the majority of students who responded to this question it was a case of studying a subject they enjoyed for the next two years and ‘nearer the time’, in their final year of study would evaluate their options. 

3.2 What are the Further Education student’s perceptions of Higher Education?

Having analyzed the answers to this question the majority of students saw  H.E. as ‘developing their skills further’ and that it would be ‘much harder than F.E.’,  one individual  went as far as to add ‘it would be like living in the real world.’ A number of the students linked studying at H.E. to ‘better jobs, leading to better prospects’. In contrast to this a minority group saw it as ‘getting a paper certificate’, but recognized that degrees carried ‘status’ and ‘currency’ within the creative industries. Of note was the high level number of students who linked studying at level 4, 5 and 6 immediately to debt. On this topic students were divided with nearly half recognizing that to achieve long term goals this was inevitable but were quite positive ‘I think university will be hard and cost a lot but will be great in the long run’. As opposed to the other half of students who viewed it in a more negative light, when linked to their futures, ‘ making the money back by doing low paid jobs that require no skills, so three years of H.E. is wasted’. 

In many ways this was a pivotal question to have asked these student groups at that stage of their second year of study; when directly faced with making monumental decisions over the next few months as to where do they go next and why? Whether to continue in education to level 4 or find employment? Hopefully this exercise helped focus students thinking and ultimately the decisions they would make later on.
3.3 What are the Further Education student’s expectations of Higher Education?

Student’s individual expectations of Higher Education were closely aligned to their perceptions in a number of cases discussed earlier in 3.2. However what was most significant was that this line of question served to illustrate their knowledge of H.E. and how informed they were in general. There was a broad list of expectations from the students polled ranging from ‘get a degree,’ ‘ get experience, better knowledge’, ‘have better facilities and hopefully get a job at the end of it’ to ‘expect it to be more casual, but a lot stricter with work’ and ‘meet a wider circle of friends’. Looking at this it was clear that these students have clear expectations of what they want to get from studying at this level but refreshingly it was interesting to note that a small percentage saw their expectations balanced with their own need to have ‘dedication and ambition’. However, although refreshing it was only a minority group of students that linked this to what they needed to do in order to maximize what H.E. had to offer them as individuals.
3.4 What information and sources inform student progression from FE to HE?

The responses to this question from the students surveyed were not too dissimilar to those  discussed in 3.1, though the numbers were more weighted to a positive experience; approximately two thirds to a third with the latter stating they felt ‘unsupported’ and ‘lost’. This group of students felt they had to drive the sourcing of information to help them make the right, informed choices. Methods they used were finding and accessing specific websites: UCAS, individual colleges/universities, specialist courses, including organizing visits to attend open days. In contrast the two thirds of students, who had the positive experience, received structured, impartial advice. With a further half of these students singling out tutors for praise in the way they ‘organized visits to the UCAS Design Your Future Fair’, provided additional guidance and support including help in ‘accessing and sourcing specialist websites’. 

Lastly for the majority of students searching courses via the internet, regardless of positive/negative support in response to this question were ‘overwhelmed with the number of colleges and courses on offer’ for their specific area of study. ‘How do they narrow their choices down’ yet still select the ‘most appropriate ones for them’.  A small group indicated within their responses they would narrow it down to local colleges, due to fees being lower, ‘cost is a big factor, looked at Bournemouth but it would have been costly, £4,500 per year in fees plus accommodation, exiting a course with a big debt’.
4. Progression through levels 4, 5 and 6

4.1 What factors have informed the student’s choice of subject area?
In evaluating the responses gathered for this specific question, a significant pattern emerged, that the vast majority of students wished to continue studying a specialist creative subject closely aligned to their previous one, to ‘enhance existing skills’. Previous study being either a specialist national diploma in graphic design, photography, animation, games art, art & design, media and on a slightly smaller scale a more formal, academic ‘A’ level route in either Art, Media or Graphic Design. The remaining student responses were varied regarding what had informed their choice. Of the remaining students a minor group was already employed within the creative industry sector as graphic designers and had been given the opportunity to up-skill, supported by their places of work on a day release programme of study, through in-house continual professional development initiatives. With the last small percentage of students having had either previous H.E. experience, some of which had been negative who now wished to change direction, ‘felt they knew what they wanted to do now’ or were mature students who had decided they wished to pursue something they enjoyed and ‘gave opportunities’, rather than jobs they’d ‘stumbled into’ upon leaving school at sixteen. This finding also reflects that at levels 4, 5 and 6 students are choosing to apply from more diverse backgrounds in qualifications, age and experience.

The next significant point that came to light was ‘debt’, linked directly to course fees, student loans, travel and accommodation, including personal responsibilities, which in many cases significantly influenced where students chose to study at level 4. ‘I choose to stay local due to cost of accommodation and in order to retain part-time job - didn’t want to get into debt’. A sentiment echoed by approximately fifty percent of the students surveyed.  However studying at level 4, 5 and 6 many of the students saw it as a natural progression to be taken in their education, with the added factor that they had more choice of where to study and a choice of more specialist courses. For them they didn’t decide to remain local as a secure as a cheaper option, other key factors determined their decision. Having visited, applied, and taken part in formal interviews to a number of alternative colleges and universities offering the same or similar specialist provision, collated responses indicated that ultimately what drove their final decision making process was finding the course they felt provided them with the ‘best opportunities’. They factored in ‘positive experiences’ with Doncaster H.E. lecturers when they attended both open days and interviews. For a smaller percentage within this same group students who had been taught at level 3 by tutors ‘coming across’ from the University Centre specialist curriculum areas felt inspired by these lecturers ‘extended knowledge’ and ‘skills expertise’ in their specialist areas of teaching. Additional to this was they felt they had been able to forge relationships with these staff and that this made the progression from level 3 to level 4 far smoother and less anxious. For over fifty per cent of students, originating from a host of regions across the UK and abroad they choose to study within the specialisms’ at the University Centre Doncaster because it was the right choice for them. 
Having  compared colleges and universities courses, through websites, attended open days and interviews, decisions in the end, from the majority of the students surveyed were down to ‘not worried about studying elsewhere or cost it was about studying on the right course with the right opportunities’.
Lastly changing direction whilst on programme rarely occured, although the majority of students felt as their knowledge of the industry grew this directed the ‘fine tailoring of their ‘portfolio’ and narrowed their specialist focus.
What is significant and was highlighted by a small number of students across all levels was the intrinsic role tutors played throughout their level 4, 5 & 6 experience. Through informing them of developments within their various industry sectors and ensuring students are taught the appropriate skills and knowledge, stating ‘tutors important to how we develop on the course and how we stay on focus, negative experience can effect choice and staying on course’. In addition to which they see ‘practitioners’ as ‘visiting lectures as invaluable’, as they re-enforce what many tutors say but give a ‘direct link to the industries’ they wish to enter.

The final area that factored under this question from student feedback was ‘career advice’. On the whole seventy per cent of students felt they had received either ‘good’ or ‘some’ career advice to inform them of their choices at level 3 to support their progress to levels 4, 5 & 6. Tutors at level 3 being mainly responsible for this, especially through PPD sessions, showing them the UCAS website and organizing a one day visit to the UCAS ‘Design Your Future Fair‘, including support in completing UCAS application forms on-line. However not all of these students received all these areas of support, this time being an approximate seventy/thirty split. This left many students working individually, predominantly using the web as a tool to gather course and university information before organizing individual visits to college and university open days. The remainder of the students questioned felt they didn’t receive clear, structured advice on either choice of course to study at level 4, 5 & 6 or where best to study once choice of course has been decided. This also included how to conduct effective comparisons both regionally and nationally, dependant on student’s individual personal circumstances and desires. On this matter from their responses these students felt very much ‘left to their own devises’. The sheer enormity of selecting a course for the next three years of their lives, from the ‘hundreds’ was a daunting task and they would have preferred a more structure, informed approach to support them at this crossroads in their lives. However the ‘web’ proved to be a ‘brilliant’, ‘really useful’ search mechanism as too were the numerous university and specialist course websites, once located.
 As a last note once studying at level, 4, 5 & 6 the majority of students felt as they progressed through the levels they achieved ‘wider knowledge of different career pathways and skills needed’.

4.2 What are the student’s perceptions of employment and industry at levels 4, 5 and 6?

Student’s perception to employment and industry through the levels focused predominantly, especially at level 6, upon what is currently occurring in the ‘creative industries’; in regard to fewer graduate opportunities, due to the current economic climate and recession. However, that said a minor number of students saw this as a motivational factor, as they were ‘more determined to do well, succeed and get a job in the industry at the end’. Aligned to this was another small group of student’s spanning both levels 5 and 6, taking on live, paid projects. One of these students had received regular commissions to produce ‘traditional design work’ for a design company. He emphasized ‘working with own clients, becoming aware of costing, invoicing and in doing so become more ‘professional’. This student had previously undertaken a ten week placement with this company, during the second year of his foundation degree. Flowing from this was ‘industrial contacts’, where a third of the students recognized the significance of ‘building contacts now, so you can forge closer relationships, links with industry’. Aligned to this were a small group of students who stated they were hoping to gain placements and were prepared to work for ‘free’’ owing to the ‘experience’ and ‘contacts’ these placements would possibly present them. Therefore thinking long term, however, in contrast a far larger number of students said they wouldn’t be willing to undertake a placement for ‘nothing’, sighting ‘living expenses’, ‘loss of earnings’ in present part-time employment and especially worried if the placement meant travelling or moving away. 

The tool that all students saw as being essential to industry and crucial to them gaining employment once they graduated is an ‘excellent portfolio of work’ in both a physical, traditional sense and as an on-line self promotional web-site, Including show-reels and self-loading, promotional DVD’s. With all  student ‘portfolios’ built and refined during the course of their studies, but mainly consisting of their third year work, tailored to a specific industry sector and demonstrating creative skills/abilities to future employers. 

4.3 What are their intentions with regard to employment at these stages and how are they informed and how do they change?

The vast majority of students commence level 4 with very definite views on what their profession will be and where they will be employed within the creative industries once they graduate three years later on. This however changes in many if not most cases, a fact clearly evidenced when analyzing the student’s responses to this question, following personal reflection of their individual journeys. Their intention to employment within a specific area changes over the levels, not necessarily in the over arching title: graphic design, illustration, animation or interactive media design but within the more defined roles that come under those titles.’ When I started I thought I was going to be a concept artist but I discovered I was more along the lines of a character designer’. Similar statements were repeated over an over again, regardless of specific course title. As student’s responses to this question demonstrate this was a natural progression which results as students develop a deeper understanding of their specific area and become more informed regarding the individual roles that lie within their specific industry sector. As an example a student may say they wish to be an animator on entry at level 4, however when they become informed of the different stages and skills required within the animation process: character design, visual styling, storyboarding, concept art, cell drawings, stop-motion and 3D modeling etc. etc., they see that there are far more options open to them within that profession. This informs their own development of skills, the direction of their portfolio, show-reel, web-site etc. In the same way this informs students studying on an animation course, graphic design students are presented with similar opportunities, under its’ main title you may have: typography, editorial layout, logo design, branding, packaging, web-design etc. This goes too for interactive design and all the other sectors that make up the creative industries. 
A valuable point that was raised during a focus group discussion with the graphic design students was web-design’, a quarter of them highlighted in their responses that through recent visiting lecturer programmes they were becoming increasingly aware of the shift from paper based design to web based design. In knowing of this it ‘gets them to thinking about whether they want to create web design or focus on mock-up, or continue with traditional methods’. This aside all the students questioned are critically aware that they live in a digital society and being able to work within this medium offers more opportunities to graduating students. - Technological advancements have always inspired new modes of working when linked to creativity.

5. Progression into employment

5.1 What tacit knowledge do graduating students have about their particular industry sectors?

This is crucial area for industry as this has been highlighted as a skills gap for a number of years with the Creative Arts and in particular within Design disciplines. This particular skills gap has been highlighted by industry via the Skills Sectors Councils and useful information has been produced and disseminated through their websites and within guidance documents. Skillset – The Sector Skills Council for the Creative Media Industries
– which includes Animation, Games and Interactive Media has undertaken extensive industry research over a number of years and worked with Higher education providers to produce guidance documents which offer undergraduate course guidance in Creative Media. Of particular note are their guidance documents detailing undergraduate frameworks in animation and computer games. The ‘Foundation Degree Framework Developed by the Animation Industry’, Foundation Degree Framework in Computer Games’ and ‘Undergraduate Course Accreditation Guidelines for Computer Games’ all point to this as an important skills gap which needs to be addressed.

Of the students consulted as part of this report most had a broad understanding of the industries that they aspired to enter but had little real in-depth knowledge of how the industry worked and the job specific roles, responsibilities and how they fitted into the organization structures. This was particularly worrying at level 6 or the final year of undergraduate study, when students were required to produce major projects and live briefs for industry and their portfolios for potential employment. There was a lack of appreciation and understanding of practical issues the specific technical requirements associated with producing creative work for various contexts. Students had awareness of this but still continued to stick with what they knew instead of the industry standard procedures. Students also had an unrealistic understanding of timescales involved in producing various aspects of project work and there was a combination of shock and worry when examples of timescales were given within the illustration and games industry when working freelance.

Quality of work was and area that many students worried about in terms of: ‘will my work be good enough’? Some students seemed to think that they would be expected to be at the level of an experience practitioner straight from college or university. In other cases there were worrying examples of student arrogance and an ignorance of the measure of their work against industry standards. In all cases, students spent little time in their final years actually contacting, writing to or visiting industry to understand more and be better prepared. Some felt that this was a staff responsibility to organize, others cited time and financial issues which prevented this from happening. 

In all of the courses on which the students were studying there are modules specifically written to address the issues of professional practice which includes engaging with industry in the form of a research basis or practical ‘live’ projects, visiting lectures, industry workshops or a combination of these elements. Clearly there are major gaps in knowledge and understanding of the actual realities of the specific roles and there is an attempt to bridge this gap through professional practice modules and so on, but, many students did not feel that they should be at the centre of this and instead felt that someone else should be informing them and providing this knowledge. 

Placements were another area where students had differing opinions of their effectiveness in there own learning. Many students were enthusiastic about placement opportunities and wanted the college or university to organize this for them. Some felt that working on a placement for ‘free’ was wrong and that they would not consider a placement unless they were paid. Others spoke of problems with finance but more within the context of actually being able to afford to live and work in another town or city for a long period of time. The logistics and sometimes harsh realities of Higher Education were brought to the fore on more than one occasion with students stating how much part-time work they need to take on in order to afford to go to college or university in the first place. The fact that they have part-time jobs means that getting time off for a placement is difficult and in some cases meant actually having to give up the job which again was problematic.

Importantly, given the recognized change in Higher Education demographics, students also stated childcare issues, care of a relative, impact on relationships and other personal issues which might prevent the opportunity to undertake a placement.

These issues are clearly important barriers for progression into employment and there seems to be no clear and easy solution to this problem in the short term. Some aspects of Foundation Degree delivery have in part recognized this issue and simulated work-based learning has had some success in improving knowledge, understanding and experience of industry practice. As Derek Longhurst, Chief Executive of Foundation Degree Forward puts it ‘there needs to be a systematic way of recreating the culture of the working environment through which ‘live’ projects are delivered involving employer support and engagement’. (Longhurst, 2009)

5.2 What is the employer perception of current graduating students?
Across all sectors, there was a strong feeling that new entrants were not prepared for a working environment and were lacking in a fundamental understanding of processes and the industry as a whole. Many respondents were critical of new entrant’s people, team working and life skills as well as fundamental artistic skills. 2D and 2D digital practitioners had a fairly similar experience, citing a lack of general understanding of animation processes and film making as well as a deficiency in computer skills. Stop frame practitioners said the same and cited additional problems with specific skills like lip synch and a general lack of preparation for a working environment. CG companies and companies producing via a mixture of techniques cited more specific deficiencies: in understanding Visual Effects (VFX) techniques, specific software and roles involved in CG such as technical direction and R&D. Mixed companies also cited deficits in pre-production skills, from story, character development to storyboard, layout and doping. While many of the deficits surrounding company practices and specific software can be understood, the lack of fundamental understanding of animation is worrying for many companies. Many respondents felt that undergraduate education is too focused on short film making and direction, is not focused enough on specific areas of skills need, particularly with regard to specific occupations within VFX and games companies and the demands of large scale production. 

The ‘interactive media skill set' has a far wider application than just interactive media. Anyone outside the sector who contributes content or uses interactive media as part of their work will need at least some of its skills. But in addition, the skill set is likely to have value across many sectors, if not the whole of industry. In particular, the combination of creative and logical thinking necessary to perform many of the cross-disciplinary functions needed in interactive media potentially makes for a valuable foundation for any job in the knowledge economy. (Livingston, et al. 2005)
The industry needs rich combinations of ‘hybrid' skills, as well as a broader cross-disciplinary awareness. Finding people with the right mix of skills can be difficult - particularly the combination of creative and technical thinking, and a solid foundation of transferable life and work skills. While individuals with deep, specific skills (such as graphic designers or programmers) are relatively easy to find, those with the hybrid or combinations of skills needed by the industry are not. An absence of cross-disciplinary awareness and understanding of role context was seen as particularly significant. This need for combinations of skills, broader awareness, high-level understanding and business competencies is important across most functions. But it is especially so with respect to long-term career development. This broad expertise is essential for practitioners to progress into senior or management roles; for example, for developers to become systems architects, designers to become producers, and so on. 
5.3 What is the employer perception of current HE Art & Design curriculum content, delivery and outcomes?
To meet the industry's long-term needs, these skills need to be developed throughout young peoples' experience of the education system, and particularly at university when they will shortly emerge into the workplace. The vast majority of employers (around 90%) felt that changes to the teaching provided by schools to 14-19 year olds would better prepare them for work in the industry.

Most consultation via focus groups or by telephone or face to face interview broadly echoed concern about the quality and type of undergraduate training and the sheer number of graduates hoping to enter the industry every year. The tables below show the number of courses available within the UK in general and more specifically in the Yorkshire and Humber Region.

	Undergraduate courses (including Foundation Degrees and Honours Degrees) 


	Discipline
	Number of UK courses
	Number of courses in the Yorkshire & Humber region

	Graphic Design
	388
	21

	Illustration
	170
	15

	Animation
	240
	33

	Interactive Media Design
	89
	5

	Multimedia
	530
	38

	New Media
	22
	1

	Interactive Media
	55
	5


	Postgraduate courses 


	Discipline
	Number of UK courses
	Number of courses in the Yorkshire & Humber region

	Graphic Design
	979
	70

	Illustration
	98
	0

	Animation
	59
	8

	Interactive Media Design
	315
	28


This situation was felt to be at the heart of new entrant difficulties, and many employers expressed dissatisfaction that the onus is on business to fix something that shouldn’t be broken. 

Professionals welcome the Accreditation Schemes that is being piloted by Skillset and many cite the need to reformat courses along the lines of European models which encourage team work and have more industry-appropriate curricula. 

Many industry participants in this project also commented that too many courses were geared toward direction, were not enough focused on craft and specific skills and that graduating students had unrealistic expectations of employment opportunities. All felt the need for more contact between course tutors and industry. 
A ‘twin track’ approach is therefore favored. Addressing problems within education are seen as a priority and incepting measures that will address difficulties with new entrants over the short to medium term. 

Work was considered to be the best means of training graduates with companies seeking to enhance their current training provision in the form of financial and practical assistance. The reasons for this were that they would be working with colleagues who were best placed to instruct them in their specific role and some were simply unable to release trainees from the work place on a regular basis or for long periods of time. Companies also explained that they are often inhibited from taking on trainees due to lack of trainer time, or for example the cost of supplying additional software seats for trainees. 

In-work training was favored above vocational or post-graduate courses as it is the most relevant means of training to an employers need. Employers were also keen for new entrants to take some responsibility for their career development and would favour candidates with the initiative to do this. Employers are generally happy to supply time and practical and technical support to enthusiastic trainees. 

In addition, short, basic but focused external courses that supply to companies and trainees specific needs were also favored. These would also suit freelance staff and lone workers if the level of funding was sufficient. 
5.4 What do employers think about Foundation Degrees, Honours Degrees and qualifications in general?

Overall most employers were encouraged by recent developments which focused on the relationship between education and industry improving for example Foundation Degrees and in particular the focus on intellectual skills combined with practical work related skills development. 

Many employers felt that this could happen on any course at any level and that if the curriculum was designed from the ground up to include employers as end beneficiaries then they would be more inclined to become involved and contribute. Although in some cases this would have only been a limited involvement due to time and resource constraints. However, all employers were encouraged by the large focus on employment with Foundation Degrees and the sense that this was intrinsic to the course design and delivery. Some employers felt that some Honours Degrees seemed to demonstrate this focus as an ‘add on’; whilst others had experience of conventional three year Honours Degrees with excellent industry links and a determined focus on employable skills. 

Foundation Degree Forward plans to publish a framework for Work-Based Learning in 2009 to guide practice through the establishment of a number of key principles that might usefully support the understanding, design and delivery of work-based learning (Longhurst, 2009). Its aim will be to complement the QAA (Quality Assurance Agency) Code of Practice, which focuses on the quality assurance of work-based and placement learning (QAA, 2007).

None of the employers surveyed saw any intellectual differentiation between BA’s, FdA’s or HND’s (Higher National Diploma) and would look at graduates with any of these qualifications if their work was strong enough. Indeed, some employers stated that qualifications were not important at all and that the portfolio of work or show-reel was the most important factor in offering an interview. Other factors such as professionalism, reliability, good inter-personal skills, ability to work in a team, ability to articulate confidently, good personal presentation were seen as highly important skills which graduates needed to develop, which could be encouraged as part of their development on a degree course, but not taught. Where employers used freelancers, experience was seen to be key and most employers felt that this was highly valuable and recognized this above academic qualifications. 

A great deal of the industry areas we looked at as part of this pilot project – graphic design, illustration, animation and interactive media uses freelance employees extensively so this acquisition of experience was seen as highly employable. The ‘catch-22’ scenario of ‘how do you get employment if you don’t have experience’ came up in our discussions with undergraduates and was a clear cause of concern for them. No employers we spoke to as part of this pilot project would consider taking graduates on straight from college or university in a freelance capacity.

For junior full-time positions employers looked upon graduates with at least some sort of work experience under their belt as being positive as well as other formative experiences and activities such as travel and charity work. Courses which encouraged this (employers own course experiences came to the fore here) were seen as effective at developing a more rounded creative individual with more experiences to contribute to the work place.
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Research Participants
Thanks to all of the employers, lecturers and students who participated in this research from more formal questionnaires to some enlightening and cathartic discussions which all helped to stimulate and provide in-depth understand of all of the relevant issues.

Many of the industry participants’ were chosen for their specialist experience and also there own educational development. They were able to give a clear perspective on the current situation, changes and future direction of their industries whilst at the same time empathizing and showing understanding of the realities of education.

The lecturers who contributed were invaluable for their experience of education but also for their own industrial experience as most were or are practitioners. They were able to clearly articulate the issues surrounding the relationship between industry and education and the student’s perspective at all levels. 

Finally, the input from the students who were surveyed was essential and highly informative in some surprising and interesting ways. Their candid responses to some quite difficult questions were much more informative than a statistical survey and showed overall that many are engaging with their own progression and the relevant industries they aspire to at all levels.

Jolyn Webb – Animation Director, Blitz Games Studios

Darren Watford – Concept Artist, Blitz Games Studios

Simon Burr – Managing Director, The Apple Agency Ltd

Iain Blenkhorn – Interactive Media, The Apple Agency Ltd

Terry Wells, Interactive Media Designer

Andy Holt – Designer, Imagination Ltd

Kevin Jones – KJA-Artists

Jonny Ford – Finger Industries

Nick Hill – Director, NM Design
Robert Cooke – Freelance Illustrator and External Examiner

Sophie Hinds – Art Buyer, Saatchi & Saatchi

Simon Gomes – Course Leader, BA Graphic Design, Doncaster College
Richard Holling – Course Leader ND Media (Games Development), Doncaster College
Chris Lillywhite – Course Leader BA Design, Grimsby Institute of Further and Higher Education

Paul Clifford – Academic Consultant, Hull University

Robert Cooke – Freelance Illustrator and External Examiner

Dave Chapman – Head of HE, Kirklees College

Special thanks go to all of the students who help with the survey on the following courses:

ND Media (Games Development) Year 1, Doncaster College
ND Media (Games Development) Year 2, Doncaster College
FdA Animation & Games Art Year 1, Doncaster College
FdA Animation & Games Art Year 2, Doncaster College
BA (Hons) Illustration & Animation (Honours Stage), Doncaster College
BA (Hons) Graphic Design Year 1, Doncaster College
BA (Hons) Graphic Design Year 2, Doncaster College
BA (Hons) Graphic Design Year 3, Doncaster College
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