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Foreword

By Jeremy Wright, Secretary of State for Digital, Culture, Media and Sport

As | set out in my Value of Culture speech: culture matters; it
matters to us as individuals, as communities and as a Nation. The
UK is renowned for its cultural and creative excellence and there is
a growing demand for British content all around the world.

In the UK there are over 48 million internet users and Ofcom
reports that the average Briton spends 24 hours a week online,
with 62% of that time on a smartphone. Digital activity is
increasingly becoming the new ordinary, playing a huge role in
both how we connect with each other and with the world around us. The use of digital
technology within the cultural sector has led to an increasingly integrated landscape of
creative activity and unlocked new forms of artistic expression, methods of distribution and
audiences.

But this is not a one-way relationship: culture transforms and is transformed by new
technology. From the National Theatre’s Draw Me Close VR experience to the development
of Al through videogames, culture grows alongside technological advancements to dream of
new methods of use and to ask how we as a society should relate to them. As evidenced
throughout this report, next generation companies working in spheres like immersive
technology are seeking out cultural and creative partners to test the limits of their technology
and create new experiences for audiences.

In this document | am able to outline the progress we have made on implementing
#CultureisDigital. When DCMS published the initial report, it found evidence of a culture
sector facing a number of barriers to greater digital adoption, such as skills, literacy,
fragmentation or funding; but also a sector with the energy and drive to generate new
solutions to these barriers and tackle them collaboratively. This document tells the story of
this collaboration and highlights the tools, techniques and opportunities to help the sector
build its digital literacy, embrace new opportunities and inform new technologies in the digital
world.

My thanks go to the many individuals, organisations and advisors from across the cultural
and tech sectors, whose energy, ingenuity and expertise meant Culture is Digital became a
reality. | am also very grateful to the many commitment holders whose ongoing leadership in
the Digital Culture space makes me believe that we are only at the beginning of our work
together, with a long and exciting journey ahead of us. In no particular order, they are:

Owen Hopkin, Nicola Saunders, Tonya Nelson, Ben Lane, Carl Stevens, Tiina Hill and Paul
Glinkowski, Arts Council England
Tom Steinberg, the National Lottery Heritage Fund



Valerie Johnson and Susannah Baccardax, The National Archives and all the Taskforce
members.

Cimeon Ellerton, The Audience Agency

Fiona Morris and John White, the Space

Sally Long, Laura Phillips and Margaret Haig, the Intellectual Property Office
Annette Mees, the Royal Opera House

Chris Michaels, The National Gallery

Sarah Ellis, Royal Shakespeare Company

Lamia Dabboussy, BBC Arts

Anthony Lilley, Andrew Chitty, Kristine Zaidi, Arts and Humanities Research Council
Hassan Bhakshi and Francesca Sanderson, Nesta



Executive Summary

The UK is one of the most exciting cultural destinations in the world; boasting world class
museums and galleries, with the British Museum, The National Gallery, Tate Modern and
V&A in the top ten most visited art museums in the world. The ¢.3,000 libraries on high
streets and in communities across Great Britain provide a range of services to meet the
needs of local people. The creative industries and digital sector contributed over £101 billion
and £130.5 billion GVA in 2017 respectively and from Saatchi & Saatchi to Improbable, UK
companies are known around the world for their creative excellence and technological
brilliance.

The Digital Culture Project has been about bringing these success stories together, aiming
to explore how culture and technology can work together to the benefit of each other. Born
out of the Culture White Paper, the #CultureisDigital online consultation was launched in
April 2017. Through this exercise we heard clear messages about the opportunities and
challenges in digital culture as well as the ask from all parties for leadership, coordination
and infrastructure. Ultimately this culminated in the publication of the 2018 Culture is Digital
Report which contained research, evidence and commitments across three key themes:
Audiences, Skills and Digital Capability, and Future Strategy.

We are now in the implementation stage of Culture is Digital and this document charts the
progress that has been made in partnership with the commitment holders as well as
opportunities for future development.

On Audiences the report noted that the collection, analysis and sharing of audience data
would allow organisations to develop a more informed and responsive approach with both
existing and new audiences. Since then:

e applicants to the Cultural Development Fund were encouraged to include digital
engagement as part of their place-based strategies. In particular, Plymouth will
receive A3.5 million to develop the use of immersive and digital technologies
and bring to life the cultural programme to mark the 400th anniversary of the
Mayflower ship’s pioneering voyage

e the Arts Council have made it a mandatory requirement for all National Portfolio
Organisations in the 2018-22 portfolio to contribute to Audience Finder and are
continuing to invest in tools like the Impact and Insight Toolkit

e the National Lottery Heritage Fund are embedding skills development on the use of
audience data within multiple workstreams as part of its new £1 million Digital
Campaign (see below).

On Digital Skills and capability the report noted skills gaps in the sector, such as data
analysis and intellectual property knowledge, and highlighted the benefit of increasing digital
skills and maturity. Since then:
e the Arts Council have launched their new A1.1 million Digital Culture network, a
two-year initiative to increase the digital skills and capacity of arts and cultural



organisations, providing practical hands-on support, developing partnerships with the
technology sector and facilitating the sharing of resources and best practice.

DCMS have provided A200,000 to support the creation of a new Digital Culture
Code and a Digital Maturity Index, a tool being developed by the Arts Council and
National Lottery Heritage Fund in partnership for the benefit of the whole culture
sector

the National Lottery Heritage Fund is embarking on a new A1 million campaign
to build digital capability in the heritage sector. Over the next two years they will
invest in new projects and learning opportunities that target heritage organisations
that lack digital skills and confidence

the Intellectual Property Office have delivered six free training seminars on
intellectual property attracting over 100 organisations from across the culture sector
the Space have worked with the sector to develop and agree a new IP rights
terminology to make the contracting of contributors, creators and existing
rights-holders easier and more standardised.

On Future Strategy the report highlighted the UK’s competitive advantage in digital and
cultural sectors and how, through greater coordination in areas like Research and
Development (R&D) and use of online heritage collections, the UK could lead the way in
creating new art and cultural experiences with technology. Since then:

the National Archives launched their online collections taskforce in 2018, bringing
together leaders from across the heritage sector. The taskforce is launching online
resources that look at the issues organisations need to consider before digitising
collections

working with technology innovator, Magic Leap, the Royal Shakespeare Company
have launched an exciting Fellowships programme. Each Fellow will benefit from a
year’s long programme, including a week residency at Magic Leap exploring their
technology, skills and expertise, and with the RSC working alongside their creative
teams

the National Gallery are launching their new innovation space, National Gallery
X in the Summer of 2019. This space, will house a range of activity, leading with a
collaborative R&D project with King's College London

the Royal Opera House have launched the dAudience Labsi, an exciting
programme of experimental activity looking to explore Opera and Ballet away from
the stage using cutting-edge technology.



Audiences

Data

In the UK there are 48 million internet users, making digital experiences part of daily life.
Ofcom reports that the average Briton spends 24 hours a week online with 62% of that time
on a smartphone. According to the DCMS Taking Part survey 90% of adults in 2018 were
recent internet users with 30.6% of adults having digitally participated in culture in the 12
months prior to interview. Our 15 sponsored museums received over 47 million physical
visitors in 2017/18 and over 114 million unique visits to their websites. In 2017/18 The
National Theatre had 8 million people engage through digital channels, with 60% of state
secondary schools signing up to use of On Demand in Schools, their free production
streaming service.

The Culture is Digital (CiD) report highlighted how the collection, analysis and sharing of
audience data can allow organisations to develop a more informed and responsive approach
with both existing and new audiences. The report also recognised the under-representation
from Black, minority ethnic and disabled people, and lower socio-economic groups for many
of the cultural sectors and emphasised how digital communications and data tools can
support efforts around audience diversity in combination with the provision of cultural content
and experiences.

Commitments:

e Arts Council England and the Heritage Lottery Fund (now the National Lottery
Heritage Fund) will ensure that funded organisations get better at collecting, using
and sharing audience data, including:

o Collecting and understanding data on the reach and impact of their digital
and nondigital work and using it to drive their audience engagement
strategies ensuring it is done on a consistent basis across the arts and
heritage sector;

o Encouraging the use of integrated databases, such as Audience Finder,
and the sharing of audience insight research, so that all businesses in the
sector can better understand digital and physical audiences

e The Space and The Audience Agency will work with arts and cultural
organisations, Nesta, the BBC and other content publishers and partners to
develop a metrics framework and best practice guidance for arts and cultural
organisations to use when planning and assessing audience engagement across
different digital platforms.

Collecting, Using and Sharing Audience Data

Arts Council England (ACE) is currently consulting on its ten year strategy, in which
supporting artists and arts organisations in using digital technologies to create new types of
content; reach new audiences; and build data driven businesses will be an important part.



Digital Skills

Skills and Capability

Developing digital skills is at the forefront of the UK’s Digital Strategy and the UK’s Industrial
Strategy. These set out Government ambitions to ensure that we have the skilled and
capable workforce necessary for an increasingly digital world. By 2024, the annual
aggregate economic benefit of equipping individuals with Basic Digital Skills is expected to
amount to £3.3 billion. The 2017 Digital Culture Survey reported that 70% of organisations
saw a major positive impact from digital technology on their ability to deliver their mission but
the majority of organisations viewed themselves as only having basic digital skills.

Over the last 12 months, the DCMS Digital Skills Partnership has developed and launched 6
Local Digital Skills Partnerships (Local DSP) which brings together public, private and charity
sector organisations, both regional and national to collaborate and help increase the digital
capability of individuals and organisations regionally. Working closely with Local Enterprise
Partnerships (LEPs) and Combined Authorities, Local DSPs have been established in
Lancashire, Devon/Somerset, West Midlands, Cornwall and Isles of Scilly, Cheshire and
Warrington and the South East which covers Kent, Essex and Sussex. Supported by a small
initial grant from DCMS, all six regions have appointed a local coordinator to help build a
strong network of stakeholders at a regional level and linking in industry partners and
national stakeholders to support innovative digital skills programmes and initiatives.

LOCALDIGITAL SKILLS
PARTNERSHIPS

- LANCASHIRE

®#® DIGITAL SKILLS
® PARTNERSHIP

Map showing the 6 trailblazer Local Digital Skills Partnerships
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https://www.gov.uk/government/publications/uk-digital-strategy
https://www.gov.uk/government/uploads/system/uploads/attachment_data/file/664563/industrial-strategy-white-paper-web-ready-version.pdf
https://www.gov.uk/government/uploads/system/uploads/attachment_data/file/664563/industrial-strategy-white-paper-web-ready-version.pdf
https://www.goodthingsfoundation.org/sites/default/files/research-publications/the_economic_impact_of_digital_skills_and_inclusion_in_the_uk_final_v2.pdf
https://www.goodthingsfoundation.org/sites/default/files/research-publications/the_economic_impact_of_digital_skills_and_inclusion_in_the_uk_final_v2.pdf

Commitments:

e Arts Council England, working with the Heritage Lottery Fund and partners, will
create and pilot the use of a Digital Maturity Index for the cultural sector, to enable
organisations to understand and benchmark their own digital capability and set
plans in place to make improvements.

e Arts Council England, working with the Heritage Lottery Fund and partners, will
work together to create a Digital Culture Code; a set of guidelines and principles
which cultural organisations should sign up to in order to demonstrate a
commitment to developing their own digital maturity and the maturity of the wider
cultural sector.

Digital Culture Code and Maturity Index

Using funding secured from the Digital Skills Partnership, DCMS has provided £200,000 to
support the creation of tools and infrastructure that implement the digital skills and maturity
commitments set out in the CiD report. This funding, has supported Arts Council England
(ACE) and National Lottery Heritage Fund (NLHF), in addition to their own resources, to
work in partnership to create a new Digital Culture Code and a Digital Maturity Index. Both of
these commitments support the increase of digital maturity across the whole cultural sector
from large heritage sites to local museums and galleries.

Following scoping work by the partners, a decision was taken to deliver the two
commitments together. Bringing these tools together allows the Code to articulate a broad
set of guiding principles to achieving digital maturity that can be easily understood by staff
and Trustees across organisations and support the development of digital strategies and
plans. Positioned alongside this, the Index will be a self-help tool that will enable
organisations to assess how mature they are in their use of digital technology. The design
and build work are currently being undertaken by a partnership led by The Space, Culture24,
The Audience Agency, University of Leicester and Creative Coop.

The Index is designed as a self-assessment process rather than a monitoring tool. It will
include a standardised scale for measuring maturity, which users can apply to a range of
areas and capabilities including:

e overall strategy and governance

e specific arts, cultural and heritage activities

e general activities such as digital skills development and operations.

Whilst data collected by the index will aid ACE and NLHF in understanding the digital
maturity of the arts, cultural and heritage sector, the primary focus is to help organisations
understand their own maturity and to focus on areas they might want to improve, depending
on their wider organisational goals. Using the tool, organisations will be able to customise
the Index to focus on the areas relevant to them, record the current maturity of their digital
capabilities and identify their targets for improvement. The tool will be designed to enable
easy exporting and sharing of data and reports, including revisiting progress in subsequent
years.
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