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1. Introduction   
  

RestART creates a transferable ECVET-based framework to support VET providers in designing innovative and 

flexible training offers for the CCS. It is aimed at professionals and VET providers from the cultural and creative 

sector. RestART will train and develop professionals from the cultural and creative sector (CCS) with new skills to 

face the digital transition. RestART will support and equip VET providers to adapt the training they offer to 

current and future needs of the labor market, economy and society. The focus of RestART is on CCS actors’ need 

to improve their digital skills and the proposals of training to fill the skill gap.  

To support the program, HBC prepared a transnational comparative need analysis, which is part of the 

framework. This report is based on key findings and conclusions of questionaries provided by Artists, SMEs and 

VET providers, highlighting MOOC-ART: a digital journey for the CCS, challenges and priorities of the CCS and 

CCS-oriented VETs, common trends and specific national priorities in Italy, Finland, Spain, Greece, Austria and  

Portugal. In order to get the results, co-creative meetings, questionnaires, and national reports were produced.    

  

  

  

  

  

  



      
 

 

  

2. Literature Revision and Desk Research  
 

The labor market has received a big crisis during the Covid-19 pandemic and, according to the OECD, it has been 

especially severe for creative industries. The entertainment workers were particularly affected due to the 

shutdown of performing arts (OECD, 2020a).   

As all the major institutions at the international and European level (OECD, 2020a; KEA European Affairs, 2020;  

ILO, 2021; ETUI contributors, 2021a; Culture Action Europe & Dâmaso, 2021; Ernst & Young, 2021; Eurofound, 

2021), have reported, the impact of the pandemic has been very hard for creative industries, with a negative 

peak in entertainment and arts, whose workers have been one of the most affected working group by the 

effects of COVID-19 due to the shutdown of performing arts activities.   

According to a recent report written by Ernst & Young, revenues in the cultural and creative sectors plunged by 

31% in 2020 compared to 2019.   

The research and reports at both European and national level that have dedicated to the social and economic 

insecurity of entertainment workers caused by the COVID-19 is still very few but now growing.  

Artistic and cultural work can be characterized by its intermittence, heterogeneity, and instability, much more 

pronounced than in other sectors. It is often not paid fairly or even sufficiently protected as in other sectors.   

Artists and cultural workers have atypical work patterns. Such as the non-standard nature of their working 

conditions, status and income, the unpredictability of the end product of artistic work and of its reception, the 

fact that artistic creation is both time- and labour-intensive, business models driven by artistic excellence and 

other societal values rather than market goals, and propensity for cross-border mobility (which includes atypical  



      
 

 

  

situations that aren’t easily translated into pre-existing categories associated with visas, social protection or 

taxation).   

They are also more likely to work part-time, not having an open-ended contract, and to combine employment 

and self-employment in several countries throughout their careers, and in other sectors such as services and 

education.    

Considering that most entertainment workers are usually isolated in the labour market, they also suffer from a 

lack of bargaining power and struggle to exercise their representation and trade union rights. For this reason, 

they can be forced to work undeclared or accept poor working conditions with a higher level of precariousness 

than workers of other sectors and negative consequences in terms of health, and safety and social security.   

The coexistence across Europe of multiple definitions of ‘artists’ as well as competing frameworks specifically 

aimed at them hinders a unified recognition of artists’ labour status. COVID-19 accelerated pre-existing trends 

and inequities, which created a sense of urgency to tackle the situation on a European level. The sector faces an 

uncertain future. COVID-19 accelerated pre-existing trends, including precariousness and inequity. Facing 

destitution, many professionals may leave the sector and thousands of institutions may close. With them, 

accumulated knowledge and skills would be permanently lost, and the cultural and creative ecosystem would be 

profoundly weakened.  

In Europe, Ernst & Young estimated that CCIs lost €199 billion due to the COVID-19 pandemic, which 

corresponds to more than 30% of their business volume in 2020. The pandemic has exposed the structural 

fragility of the businesses and people foundational to supporting the cultural and creative sectors. For the most 

part, these are small businesses, non-profit organizations like art fairs, festivals, museums or theatres and 

independent artists and creative professionals like writers, painters or musicians — many who are operating just 

above survival level. The pandemic has removed their main sources of revenue but has not diminished their 



      
 

 

  

costs of creation. If they go under, they may never recover. This would create a long-lasting dent in the 

production of cultural content.    

During a crisis, two types of strategy are mainly adopted: reactive or proactive strategies. Specifically, in this 

study we observed that all strategies developed are reactive. So far, no creative industries or creators were 

able to implement a pro-active strategy as the magnitude/impact of this pandemic was clearly unknowable. 

From the material collected, an identified general trend included the partial or total closure of live activities, 

with a shift to online – when online/home working was possible for creative workers, creators, and users. This 

has implied a collapse of employment in the creative sector (specifically for free-lancers and self-employed). 

Some creative sectors showed more adaptability to highly volatile business environments, applying digital 

technology adoption strategies. The digital maturity of institutions played a key role in facing the challenges 

implied by the pandemic.   

In the future, emerging technologies such as virtual and augmented reality have the potential to fuel new types 

of cultural experiences that can be marketed not only to large audiences but also to new audiences who were 

not consuming the cultural content before.  

Digital platforms, which experienced a new wave of expansion due to the pandemic, contributed to the 

sectors’ growth. Specifically, this could be done by accommodating end- users and disrupted physical 

audiovisual production chains, and by significantly reducing the costs relating to dissemination, screening, and 

the ultimate consumption of the content and product.   

The demand for creative services – delivered digitally – has never been greater than right now.    

As UNCTAD published in 2021 an analysis that found that, aside from depending on the internet to do our jobs, 

to go to school, do shopping, and keep informed and connected with others during COVID-19, it also become 

the main source of entertainment.  



      
 

 

  

  
The COVID-19 pandemic also revealed structural problems in the sector, and some authors suggest that it may 

lead to a systematic crisis (Blasquez, 2020). The “platformization” trend represents a segment of a larger 

tendency that impacted audiovisual markets globally. COVID-19 has massively accelerated the demand for 

audiovisual over-the-top (OTT) services worldwide. OTT services refer in the context of the audiovisual market 

to the distribution of content dependent on the internet rather than upon conventional channels such as over 

the air TV, cable television, or direct to home satellite. Lockdowns, an increase in the product range and variety, 

the promotion of localized content and increased household connection to fixed, high-quality broadband led to 

the growth of OTT subscriptions   

Regarding the structural changes and social impacts, in the United States the pandemic showcased the 

fragmented nature of the types of workers that make up the sector while some stakeholders point out to 

historical problem linked to the logic of project-based labour insertion, widely predominant in audiovisual 

production, film and live entertainment. This is also supported by reported falls in the level of employment in 

the sector, which is higher than those of the economy, because the sector showcases a higher percentage of 

informal contracts (such as self-employed, temporary or casual employment). With the significant suspension of 

activities in the audiovisual sector, the workers in the industry had greater exposure to unemployment and 

could not rely on social security, paid leave, health care and aid funds.   

The music industry has been particularly affected by the COVID-19 pandemic, especially in the context of the 

live music industry. A report by the OECD noted that whilst there were major losses, the impact of this has been 

partially mitigated by the fact that 50% of the revenue in the industry stems from recorded music. The live 

music sector has been the most severely impacted by the restrictions on social distancing associated with the 

pandemic and limited economic activity in many countries. Moreover, even when sanitary measures were 

reduced between different lockdown phases, musical events have been at risk of suffering from low attendance 

because of the increasing costs of travelling and accommodation. During the pandemic, musicians turned to 



      
 

 

  

utilizing digital platforms in an increased manner in order to engage with their fans and followers, but also as 

a means to regain some lost revenue in light of the cancellation of live performances. Another strategy 

enabling these creatives to keep in touch with their fans was to record their performances in advance and share 

them as screencasts, suggesting the way people consumed music also changed to some degree during the 

pandemic.  

For artists, the pandemic highlighted a great ‘digital divide’ between established musicians and new and 

emerging artists. The pandemic also had a significant impact regarding distribution, whereby several artists 

delayed releases of material despite the ability to release music digitally. Owing to the cancellations of book fairs 

and industry events, lockdown measures being placed, and the disruption of global supply chains, global 

publishing sales have been heavily hit.   

The effects of the pandemic on the visual arts sector were felt across the globe. A study by EU noted that the 

European visual arts sector suffered a 38% loss in turnover in 2020 compared to 2019 (€-53 billion). The visual 

arts were highly affected by the measures that came with the pandemic, particularly given the closure of art 

galleries, museums, and auction houses. Given that the sector also largely relies on big events, fairs and 

biennales, the restrictions on travel and social gatherings brought about by the pandemic had a profound 

negative effect on the international visual art market and its related ecosystem.   

While we recognize this uncertainty is being faced by millions around the world, we believe the condition of 

artists in this pandemic demonstrates an ongoing problem with performance work not being seen as ‘real’ work. 

In many instances, detail of how employment subsidy and dedicated arts schemes will operate for self-

employed artists has not come fast enough making them rush to what few privately run emergency funds exist.  

The shutdown period has substantially affected a key pattern of art consumption: its social and experiential 

dimension. Whereas some consumption patterns have temporarily disappeared since the beginning of the crisis  



      
 

 

  

(i.e., collective, physical, on site, indoor, public, etc.), some others have dramatically risen for they are less 

affected by social distancing (i.e., digital/virtual, private, home, free and open access). Footnote 5 Additionally, 

crucial parameters such as the structure’s status (e.g., public, or private, commercial or non-profit), its field of   

specialization, and missions (e.g., education, entertainment, conservation, research, etc.) may have impeded 

efficient crisis management. Further, while the closing measures applied to all types of structures (e.g., concert 

venues, museums, theatres, creative industries, auction houses, etc.), the easing of containment measures and 

the reopening of countries reveal differential and uncoordinated treatments.  

The race for digital content has revealed some disparities among cultural institutions and industries, some of 

them being less willing or less prepared than others to cope with the crisis, depending on their level of 

engagement in innovation.  

Although digital actions will never replace face-to-face experience, the real social media potential is to build a 

community, cultivating connections with increased accessibility facilitating involvement, loyalty, co-creation and 

co-financing. Furthermore, no longer former targets could be actors and beneficiaries, also people that could 

have geographical, financial, or healthy restrictions to consume the product (Ryder, 2020).  

This “digital turn” within community arts (Camlin & Lisboa, 2021) has raised two recurring concerns. First, the 

accessibility and inclusivity of online activities; second, the expectations of and satisfaction with the quality of 

the alternative digital provision.   

While virtual platforms have been one of the most widely adopted adaptations for arts organizations and artists, 

they come with some severe limitations. For example, many artists and arts organizations had to purchase new 

equipment and systems, learn new skills such as video and sound editing, and learn how to monetize their 

offerings in a virtual environment. At the same time, it is not guaranteed that audiences will be able to fully 

adapt to a virtual environment.   

https://www.tandfonline.com/doi/full/10.1080/09548963.2022.2048170
https://www.tandfonline.com/doi/full/10.1080/09548963.2022.2048170
https://www.tandfonline.com/doi/full/10.1080/09548963.2022.2048170


      
 

 

  

 

Within every crisis, there is opportunity. The COVID-19 pandemic has been a catalyst for many changes around 

the world, both positive and challenging, but the survival of institutions will depend on how they can weather 

this emergency situation. All countries around the world took whole-of-economy measures, and specifically 

focused on cultural and creative sectors to support creators, institutions and in some cases audience as well.   

The COVID-19 pandemic is likely to have profound and lasting structural effects on how culture is produced and 

enjoyed as well as how education and research are undertaken.   

Given the importance of access to culture, public policy interventions must aim to support the digitalization of 

cultural experiences as one way to help face the uncertainty of the future. Even in stable times, governments 

have struggled to adapt their policies to the non-traditional business models that mark the cultural sector. That 

needs to change.   

The form of measures and aid provided can vary but according to UNCTAD (2021) two objectives must be 

prioritized. One, the aid must help to guarantee the survival of companies and organizations, employees and 

artists who make access to culture possible. Cultural producers — particularly those that are small and 

independent — will need help to build their digital skills. And two, looking to the future, the aid must be 

competition-neutral — business and organizations must not be favoured over others — to ensure lively 

innovation by new entrants. If necessary, anti-competition law should be applied to avoid abusive practices that 

reduce access to culture. With the fulfilment of both conditions, we can emerge from this crisis a culturally 

stronger and more forward-looking and resilient than before.  

  

  



      
 

 

  

Research conclusions:  
 
Digital technologies have the potential to positively impact audiences and improve accessibility. Evidence from 

the pandemic however shows that digital arts and culture engaged the same audiences as in-person activity. 

Disabled audiences benefited significantly from increased access online, but this has not yet translated to 

improving accessibility in person.    

The pre-existing inequalities in the cultural sector affect some creative practitioners’ ability to use technology.  

Stakeholders link some of these barriers to the wider lack of diversity in the creative sector.    

The ability and use of technology within smaller arts and culture organizations in deprived areas can be 

impacted. There were some small organizations who innovated quickly during the pandemic but financial 

returns on digital activity remained low for most organizations.    

Many stakeholders argue there are opportunities for the sector to learn from the pandemic and develop its 

digital capability. They call for more technological innovation and funding focusing on cross-sector collaboration 

and R&D. Other recommendations include bridging arts and culture and technology within formal education 

while improving diversity and accessibility in the sector.   

3. Transnational field research   
  
In Restart project we collected information very flexible way. Partners conducted their co-creative group 

discussion meetings face-to -face, by phone or online which allowed CCS actors to participate from different 

parts of the countries as well. The survey was divided to two target groups: Vet providers and Artist & SME's.  

All the partner countries have conducted the co-creative meetings and register the results in the online 

questionnaires. For Vet (Vocational Educational Training) providers survey got 35 responses while 38 responses 

were given by RestART Artist & SME's. Altogether 73 people answered the questionnaires.  



      
 

 

  

3.1. Summary  
  

The most informative answers by Artists and SMEs were:   

• In digital world over 65% of the respondents thought that training is the most needed tool   

• about 90 % of the artist and SMEs thought that improving their digital skills will help showcase them to 

have a new public   

• about 87 % of the artists and SMEs think that by gaining digital skills will promote their work more 

effectively.  

Among the VET providers the main answers were:   

• Nearly 89% of the VET survey respondents thought that training is the most important guiding tool   

• the most necessary skills within the digital use are video/photo editing 67 %   

• story telling skills 66 % and social networking 60 %    

• the most wanted MOOC modules were communication 90% and nearly as important were social 

networking and video and photo editing both 85%   

• nearly 50% of the answerers thought that diversity is the most important issue in the work  

• 75 % of the VET providers thought that partnerships with people from different cultures is most 

important and 60 % thinks that working for a more diverse audience and partnerships with people with 

different genders is almost equally important.  

  

  

  

  

  
  



      
 

 

  

Skills, future training & ideas for MOOC  

  

Artist and SME’s  

  

VET providers  

  

  



      
 

 

  

  
3.2. Demographics of the survey   
For Vet (Vocational Educational Training) providers survey got 35 responses while 38 responses were given by 

RestART Artist & SME's. All together 73 people answered the questionnaires.  

RestART Artist & SME's   

 

 RestART Artist & SME’s 38 responses per project countries chart above.  

RestART VET  

 

RestART Vet (Vocational Educational Training) Providers 35 responses per project countries chart above.  
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Most of the survey responders are living in the city area. From Artist and SME’s over 80% of them and nearly 

95% of the VET providers.  

Artist & SMEs  

  

VET providers  

  

  

  

  

  



      
 

 

  

  
  

Artist & SME’s age, gender and education. Over 80% of respondents age are between 30-59 years and 

over 71% of respondents are Female and 74% of respondents have university education.  

  

  

  



      
 

 

  

  
  

VET Providers age, gender, and education. Over 90% of respondents age are between 30-59 years and 

63% of respondents are Female and 74% of respondents have university education.  

  

  

    
  



      
 

 

  

3.3. Key findings and Transnational Conclusions  
The key finding of Artists and SMEs  

 Before the pandemic 55% of Artists and SMEs used digital devices often. Nowadays the most used media are 

laptop and cell phone, over 39% uses laptop and 34% uses cell phone as a main digital media.  

  

  

  

  

  



      
 

 

  

When asked about the skills in digital media, nearly 66% of the artists and SMEs thought that their digital media 

skills were excellent.   

  

In resent time, over 65% of the respondent’s adopted promotion in social media and marketing and 50% has 

adopted learning environment.  

  

  

  



      
 

 

  

In digital world over 65% of the respondents thought that training is the most needed tool.  

  

 About 90 % of the artist and SMEs thought that improving their digital skills will help showcase them to have a 

new public and wider audience.  

  

  

  



      
 

 

  

About 87 % of the artists and SMEs think that by gaining digital skills will promote their work more effectively.   

  

When asked about the most needed skills in the digital era: over 65 % answered video and/or photo editing, 61 

% communication, 55 % the social networking and 53 % story telling and marketing and selling.  

  

  



      
 

 

  

  
Nearly 60% of the artist and SMEs thought that he most beneficial social network is Instagram.  

  

The key findings of VET providers  

Nearly 89% of the VET survey respondents thought that most important guiding tool is training.  

  

  

  



      
 

 

  

  
  

VET providers think that the most necessary skills within the digital use are video/photo editing 67 % , story 

telling skills 66 % and social networking 60 

  

When asked about most wanted MOOC modules, the most wanted were communication 90% and equal 

important were social networking and video and photo editing both 85%.  

   
0 ,0 % 20 ,0 % 40 ,0 % 60 ,0 % 80 ,0 % 100,0  % 
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Website creation 

Marketing and selling 

Most wanted MOOC modul 



      
 

 

  

  

  
List of most wanted MOOC modules with percentiles.  

• Communication 90 %  

• Social networking 85 %  

• Video and/or photo editing 85 %  

• Storytelling skill 77 %  

• Design 77 %  

• Technical issues 67 %  

• Website creation 60 %  

• Marketing and selling 54 %   

  

Nearly 66% of the VET’s taught that organization and economic are the main hindrance for sustainability in 

the work place.  

  

  

  



      
 

 

  

  

  
Nearly 50% of the answerers thought that diversity is the most important issue in the work.  

  

Nearly 75 % of the VET providers thought that partnerships with people from different cultures is most 

important and 60 % thinks that working for a more diverse audience and 57 % partnerships with people with 

different genders is almost equal important.  
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ANNEXES  
 

Online questionnaires for Artist & SMEs and VET providers:   

RestART Artist & SME's - Google Forms  

RestART VET (Vocational Educational Training) Providers - Google Forms  

 

https://docs.google.com/forms/d/1cBbiQsiJV-AlX1kCkfeDvbgfZrTVjcS5nSm-P19FwMw/edit
https://docs.google.com/forms/d/1cBbiQsiJV-AlX1kCkfeDvbgfZrTVjcS5nSm-P19FwMw/edit
https://docs.google.com/forms/d/1sRwNg1F_lEHGClLPQNxQdfoiWei2iDMEbCDAGNDkyS8/edit
https://docs.google.com/forms/d/1sRwNg1F_lEHGClLPQNxQdfoiWei2iDMEbCDAGNDkyS8/edit
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