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Definition ïHong Kong

ά!group of economicactivities that exploit and deploy

creativity, skill and intellectual property to produce and

distribute products and servicesof social and cultural

meaning ς a production system through which the

potentials of wealth generation and job creation are

realized.έ

Source: Centre for Cultural Policy Research, HKU for Central Policy Unit, HKSAR Government (Sept. 2003)

ñBaseline Study on Hong Kongôs Creative Industriesò.2



Creativity, Creative Industries and the Wider Economy

Core
Creative
activities

Culturalindustries

Creative industries 
and activities

Rest of the Economy Manufacturing & service 
sectors benefit from and 
exploit the expressive 
outputs generated by the 
creative industries

The combination of 
expressive & functional 
values, e.g. design, 
fashion, advertising, 
architecture, software

Mass reproduction        
to commercialise 
expressive values, e.g. 
film, music, publishing

Performing arts, arts & 
crafts

Adapted from ñStaying Ahead: The Economic Performance of the UKôs Creative Industriesò, The Work Foundation, June 2007.
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Hong Kong ï11 sectors

1. Advertising

2. Architecture

3. Art, Antiques & Crafts

4. Design

5. Digital Entertainment

6. Film & Video

7. Music

8. Performing Arts

9. Publishing

10. Software & Computing

11. Television & Radio
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Importance/Benefits (1)

Â highvalue-addedandemployee-intensive,with increasingcontribution
to GDPand employment. UNCTADestimated that creative industries
accountedfor 7% of world GDPand were forecastedto grow at an
averageof 10%per annum*

Â environmentally friendly

Â desirable and prestigious ςimage appeal, also attracting talent for non-
creative sectors

Â tool for urban/regional regeneration, instilling and reinforcing 
community identity and vitality

* Eleventh session on Creative Industries and Development, United Nations Conference on Trade and Development, 

São Paulo, 13-18 June 2004.
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Importance/Benefits (2)

Â crossover ability ςsustaining the evolution of individual sectors as well 
as breeding new products

Â multiplier and spillover effects

ü Conference Board of Canada estimated a 1.84 multiplier impact if 
ǘŀƪƛƴƎ ƛƴŘƛǊŜŎǘ ŀƴŘ άƛƴŘǳŎŜŘέ ŎƻƴǘǊƛōǳǘƛƻƴǎ ƛƴǘƻ ŀŎŎƻǳƴǘ*

ü b9{¢! ƻŦ ¦Y ŜǎǘƛƳŀǘŜŘ ǘƘŀǘ рп҈ ƻŦ άǎǇŜŎƛŀƭƛǎǘέ ŎǊŜŀǘƛǾŜ ǇŜƻǇƭŜ 
worked in non-creative sectors**

ü spillover impact on tourism, for example

Â ŎǊŜŀǘƛǾƛǘȅ ŀǎ ŀƴ ŜŎƻƴƻƳƛŎ άŜƴŀōƭŜǊέ ǿƘƛŎƘ ŦŀŎƛƭƛǘŀǘŜǎ ŀ ǎǘǊƻƴƎŜǊ ŦƻŎǳǎ ƻƴ 
innovation to foster the development of a creative economy

* The Conference Board of Canada (Aug. 2008) ñValuing Culture: Measuring and Understanding Canadaôs Creative Economyò.

** National Endowment for Science, Technology and the Arts (Feb. 2008) ñBeyond the Creative Industries: Mapping the Creative 

Economy in the United Kingdomò. 6
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Globalisationandeconomicdevelopmenthavechanged

the nature of industry and country competitiveness.

Creativeindustriesare becominga key component of

the knowledgeeconomy.



Nature of Competitiveness between 

Firms in Different Sectors

Transformation-intensive sectors 

e.g. manufacturing
performance gaps narrowing

Transaction-intensive sectors 

e.g. retail, transportation

Tacit-interactivity sectors 

- high communications and 

problem-solving elements

wide performance gaps
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The Knowledge Economy

Â financial services

Â business services

Â information and communication technologies (ICT)

Â education services

Â health services

Â cultural/creative services

Â research & development services
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Knowledge Economy in the UK

* The Work Foundation Report, June 2007.
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The knowledge economy has a 41% share of

nationalincomein the UKin 2002.*



Global Competitiveness Index 2008 - 2009: 

The 12 Pillars of Competitiveness

Source: The Global Competitiveness Report 2008-2009, World Economic Forum. 11



Global Competitiveness Index 2008 - 2009: 

The 12 Pillars of Competitiveness ïwith Hong Kongôs rankings

Source: The Global Competitiveness Report 2008-2009, World Economic Forum. 12



Characteristics of Creative Industries

Â structured uncertainties

ü market uncertainty

ü value and quality difficult to predict

Â high risks, volatile returns

Â co-existence of very large and very small firms; simultaneous 

fragmentation and consolidation in many sectors

Â complex labourmarket with implications for training and management

Â clustering ςimportance of co-location

Â close linkages among different sectors and with other industries

Â substantial input of knowledge and skills 
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Market Phenomenon

Â consumption unpredictable- quality and word of mouth important

Â discretionary spending, strong dependence on income

Â high fixed costs of creation, low marginal costs of production

Â concentration of smaller companies

Â excess of supply

Â distorted distribution of income and risks

Â technological development leads to globalisation and international 

competition
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Changes to the Landscape of 

Creative Industries (1)

Â impact of technology resulting in new products, new markets and new 

processes:

ü digital entertainment; new media

ü digitisation and the Internet are changing the business models of 

entertainment and knowledge industries

ü opportunities to work interactively with consumers in co-production

ü moving from a distribution-driven to consumer-driven model
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Â increasingcrossoverof different sectors; old sectoralboundaries

partiallyobsolete

Â globalisationof industries,marketsandlabour

Â more creative specialistsworking outside creative industries;

άŎǊŜŀǘƛǾŜŜŎƻƴƻƳȅέrather than a setof άŎǊŜŀǘƛǾŜƛƴŘǳǎǘǊƛŜǎέ

Â networks supplantingtraditional organisationalfirms; harnessing

and leveraging in-house and external competencies gaining

importance

Changes to the Landscape of 

Creative Industries (2)
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Drivers of Success for 

Creative Industries (1)

Â demand ςaffected by level of affluence, economic activities,education, 

exposure to culture and government procurement

Â talent ςsupply of highly-skilled workforce, education and skills

Â technology ςcommunity ICT readiness;use of technology in production 

and delivery

Â nurture of creativity ςeducation;investment in arts and culture;    

public institutions

Â diversity ςatmosphere of tolerance, openness and exposure
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Â infrastructure

ü hardware (land/development policy)

ü software (business support, information exchange)

Â networksςharnessing interdisciplinary collaboration & innovation

Â capital and business building capacity

Â Intellectual propertyςclearly defined and enforced regime

Â improved data & classification

Drivers of Success for 

Creative Industries (2)
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Creativeindustries are moving from the fringes to

the mainstreamof policyconsiderations.



Development of Creative Industries as a 

Matter of National/Development Policy (1)

Â United Kingdom ςCreative Industries Task Force (1997)

Â SingaporeςCreative Industries Development Strategy (2002)

Â NewZealandςCreativeIndustriesasoneof the three industry

sectors (with ICT and biotechnology) to focus government

resources and raise international competitiveness in the

ƎƻǾŜǊƴƳŜƴǘΩǎGrowth and InnovationFramework,Growingan

InnovativeNewZealand(2002)
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Development of Creative Industries as a 

Matter of National/Development Policy (2)

Â Taiwanςidentifiedά/ǳƭǘǳǊŀƭCreativeIndustries5ŜǾŜƭƻǇƳŜƴǘέ

aspart of the ά/ƘŀƭƭŜƴƎŜ2008: StrategicDevelopmentPlanfor

thebŀǘƛƻƴέ(2002)

Â Chinaςin its report to the 16th PlenarySessionof the Chinese

Communist Party (Nov. 2002), the government announced

plans to άŀŎǘƛǾŜƭȅpromote the development of cultural

activitiesandculturalƛƴŘǳǎǘǊƛŜǎέ
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Rationale for Public Sector Involvement

Â to generate economic growth, exports and employment

Â market failure ςpublic goods; imperfect competition; research and 

development

Â beneficial externalities

Â public sector in better position to assume risks, with prospect to share gains

Â education and training

Â cultural identity/diversity

Â intellectual property

Â linkages to tourism, urban and regional development
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Instruments of Public Policy (1)

Â fiscal

ü subsidies (including grants to arts/culture), tax concessions, investment 

allowances, business start-ups

Â infrastructure

ü άŀŦŦƻǊŘŀōƭŜέ ǎǇŀŎŜΣ ŘŜǾŜƭƻǇƳŜƴǘ ƻŦ ŎǊŜŀǘƛǾŜ ŎƭǳǎǘŜǊǎΣ ŀŎŎŜǎǎ ǘƻ L/¢Σ 

cultural asset management

Â trade-related

ü import quotas, incentives for FDI

Â education and training 

ü direct or subsidised provision of training schemes, arts education

Â investment in arts, culture and heritage
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Â information and market intelligence 

Â effective collection and analysis of universally comparable and reliable data

Â international cooperation 

Â cultural exchange, cultural diplomacy

Â regulation 

Â copyright protection, planning regulations

Â government procurement

Instruments of Public Policy (2)
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Potential Policy Domains Involved

Â economic development

Â urban/regional development

Â international trade

Â domestic and foreign investment

Â taxation

Â labour and migration

Â technology and communications

Â arts and culture

Â tourism

Â education

Â social welfare

Â intellectual property protection
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Clear need foré

long-term policy and related strategies,

clear objectives and sustained commitment, and

cross-cutting linkages beyond the industry-based approach.
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Hong Kongôs Advantages & Opportunities (1)

Â open and free society for information, capital, talent and goods flow

Â robust IP protection framework

Â pluralistic and cosmopolitan society

Â confluence of Eastern and Western ideas and cultures

Â good IT and communications infrastructure

Â long history and solid foundation of many creative sectors
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Â experiencedtalents with good international exposure,adaptability

andsoundmanagement/marketingskills

Â easyaccessto efficient supportservices

Â benefiting from Mainland hinterland for production facilities and

talent support; large potential market and strategic alliances for

exports

Â readyadoptionof newtechnology

Â establishedquality image

Â WestKowloonCulturalDistrictProject

Hong Kongôs Advantages & Opportunities (2)
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Â small domestic market

Â high costs, in particular high land costs

Â difficulty in retaining and attracting talent

Â ƛƴŎǊŜŀǎƛƴƎ ŎƻƳǇŜǘƛǘƛƻƴ ŀƴŘ IƻƴƎ YƻƴƎΩǎ ŀŘǾŀƴǘŀƎŜǎ ǉǳƛŎƪƭȅ ŜǊƻŘƛƴƎ

Â importance of design and branding not well recognised

Â government procurement policy does not promote creativity

Â difficult for SMEs to scale-up and to embrace new technology

Hong Kongôs Limiting Factors & Challenges (1)
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