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CW2.0 Challenges 

× move beyond what is already known? 

× identify practical and effective solutions that address ongoing 

dissatisfaction by industry about the skills of new entrants? 

× have real impact upon education and training approaches and 

policies directed at new entrants and existing workers?

How can CW2.0 research:



CW2.0 Research Opportunities

Creative Industries labour market:

× Sustainable creative careers

× Skill sets/gaps/shortages

× Demand and supply of workers

× Global networks and mobility of labour

× Embeddedness of creatives in other sectors

Education and training:

× Education-to-work transitions strategies/models

× Relationships between industry and E&T providers

× Initial and ongoing E&T of workers

Creative Industries businesses:

× New/changing technology, markets, and consumer needs

× Transformation of business models



Key CW2.0 contact

1. Interactive Skills Integration Scheme Greg Hearn

2. Creating Innovators Ruth Bridgstock (VC Fellow)

3. Games Industry Skills Project Sandra Haukka

4. Film Industry Futures & Human Capital Mark Ryan

5. The Enterprising Creative Ruth Bridgstock

6. Older Australians and the Internet Sandra Haukka

7. Online creative ecologies and social networks Mark Ryan

8. Human capital in CI innovation system Sandra Haukka

9. Capacity building for 21st century innovative work: Addressing the 

learning needs of digital content workers in Australia & Singapore
Ruth Bridgstock/Greg Hearn

10. Creative graduate career trajectories Ruth Bridgstock

11. Brisbane City, Screen City: Identifying growth strategies for regional 

career pathways 
Mark Ryan

12. Growing Future Innovators Julie Robson/Luke Jaaniste

13. Creative Workforce 2.0 Symposium: Education for the 21st Century 

Creative Economy
Greg Hearn/Erica McWilliam

CW2.0 Current and Future Projects



Interactive Skills Integration Scheme

Aim
To investigate HR development issues for Australiaôs games and mobile entertainment 

industries

Issues
× Skills deficiencies of graduates

× Managers with inadequate business skills

Outcomes

× Improve the education and training of graduates to better equip them for careers in the

industries

× Develop more sustainable career pathways for existing games and interactive media 

practitioners

× Pilot interactive media applications, services and technologies in cross-sector markets

× Improve the upper management skills of industry organisations

Partners Enterprise Connect Creative Industries Innovation Centre, UTS

Contact Greg Hearn (g.hearn@qut.edu.au)



Aim
To build and test theory about  individual capabilities which lead to the generation and 

implementation of innovative ideas

Issues

Limited knowledge of:

× individual skills and attributes needed for innovation in the 21st century

× how universities can address these skills and attributes through creative industries 

programs.

Method Case studies of outstanding Australian creatives and science/technologists

Findings

Some key óinnovation capabilitiesò:

1. Social network capability

2. Transdisciplinarity & disciplinary agility

3. An enterprising orientation

4. Passion + planned happenstance

Funding QUT Vice-Chancellor's Research Fellowship Scheme

Contact Ruth Bridgstock (r.bridgstock@qut.edu.au)



Games Industry Skills Project

Aims
× To identify and analyse current and future skills needs and gaps 

× To determine which occupations and skills sets require E&T focus

Issues

× Ongoing skills shortages 

× Unattractive wages & conditions

× Weak international presence of Australian industry

× Uncertainty about industry recovery

× Lack of R&D in Australia

× New/changing technology, markets, and consumer needs

× Inadequate knowledge of business models/production methods

× Ineffectiveness of games courses 

Outcomes

× Consolidation study of existing resources

× Skills gap analysis: what is vs. what should be

× Education and training solutions to address skills gaps

Partners QUT Creative Industries Faculty, Games Developersô Associationof Australia

Contact Sandra Haukka (s.haukka@qut.edu.au)

Industry poll results

Industry poll results



The Enterprising Creative

Aim
To develop understanding of enterprise/entrepreneurship education in the Creative 

Industries and enhance provision at QUT

Issues

Limited knowledge of:

× the meaning of being óenterprisingô &/or óentrepreneurialô in creative disciplines

× which knowledge and skill sets are required

× how to address these skill sets in CIF.

Outcomes

× Future strategies/solutions for CIF to address needs

× Interim findings available July 2010 

× Presentation at all staff Faculty meeting 8th July

Partners QUT Creative Industries Faculty ïChristina Hong-Joe

Contact Ruth Bridgstock (r.bridgstock@qut.edu.au)



Film Industry Futures & Human Capital 

Aims
To propose new ways of doing and understanding filmmaking and implications for 

Australian screen, cultural and innovation policies

Issue
New technologies in production, distribution/exhibition and consumption are fundamentally 

transforming traditional approaches to filmmaking and career paths

Outcomes

× óPost-cinemaô attitudes, processes, and strategies of ónext generationô film makers

× New policy models suitable for emerging filmmaking practices and new filmmaking 

pathways

Partners

Pending ARC Discovery project: Ryan and Hearn (QUT), Verhoeven (RMIT) , $420,285:

The Next Generation of Australian Filmmaking: Understanding Emerging Business Models, 

Innovation, and New Opportunities for Growth

Contact Mark Ryan (m3.ryan@qut.edu.au)


















