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1.0 Executive summary 
This needs analysis has been completed to inform and support the work of the 

Creative Arts Governance Group (CAGG). The CAGG is leading the development of 

a new suite of creative arts-related qualifications to meet the needs of the creative 

arts industry (community and commercial), employers, business and the general 

public.  

 

This needs analysis gathered and collated relevant evidence to identify current and 

future skill needs to underpin creative arts-related qualifications. This work has been 

commissioned to ensure that qualifications are credible, valuable and relevant to 

current and future learners, employers and other stakeholders in the creative 

industries.  

 

To better understand the needs of the creative industries, a variety of reports from 

New Zealand and overseas were analysed to gain an overview of current demands 

for skills, skill gaps and future skill needs. The needs of emerging and established 

artists in New Zealand were examined to identify skill gaps. A ‘snapshot’ of current 

positions vacant in the New Zealand market with the creative industries was taken to 

identify the skills, experience and qualifications employers are currently seeking. 

Informal consultation with industry was undertaken by the governance group to 

canvass industry needs and perspectives. Common themes identified by the group 

have been included in this report.   

 

Finally, international reports from South Africa, Australia and the UK were analysed. 

These reports highlighted skill gaps in the creative industries, how well creative arts 

qualifications were meeting the needs of employers, and how developments in digital 

technologies are creating new mixes of skills and expertise. These findings were 

then linked back to the New Zealand data to identify any linkages, commonalities and 

lessons. 

 

Learner profiles were created. These profiles identified interest in creative arts 

qualifications and fields of study from certificate courses at Levels 1 to 4 and Diploma 

level. Enrolment trends were identified for age, ethnicity, gender, domestic and 

international students. There were clear indications that domestic students had low 

interest in certificate courses at Levels 1 and 2. At the higher certificate levels and 

diploma level, domestic and international students found qualifications in the Creative 

Arts field of study to be the most popular. For students of all ages and genders and 

ethnicities, Communication and Media Studies is the most popular category, followed 

by Visual Arts and Crafts and Graphic and Design Studies. More females are likely to 

enrol in Visual Arts and Crafts than their male counterparts. International students 

are more attracted to courses at higher levels of the framework.  

 



Creative Arts Qualification Review Needs Analysis Report 

July 2013 

 

4 

The findings of this needs analysis have strongly indicated that developments in 

digital technology are having a substantial and fundamental impact on how art is 

created, accessed, viewed, distributed and purchased. For both artists and people 

employed in the creative industries, this has meant new skills are needed to be 

successful. The growth in digital technologies has provided both challenges and 

opportunities for people wanting to work as artists. They have new tools to create, 

distribute and sell their art. They can take advantage of social networking and 

advances in connectivity to build profiles for themselves to generate paid work 

opportunities. However, these same technologies present challenges, especially in 

the areas of content ownership and the protection of their intellectual property. 

 

These opportunities and challenges have meant there is a strongly identified need for 

artists to have business skills and knowledge of relevant legislation (such as 

copyright and intellectual property) in order to successfully navigate the changes in 

the creative landscape associated with digital technologies. Increasingly, artists need 

to have strong business management skills, especially in financial management and  

taxation, contracts and contract negotiation, copyright and intellectual property, 

marketing and branding and fundraising. 

 

International data has shown that there are an increasing number of graduates in the 

creative industries but these graduates do not always have the knowledge or skills to 

be work ready. Developments in technology have meant that employees need ‘hybrid 

skills’, that is, a combination of: 

 The specific creative/technical skill. 

 Contextualised business skills that directly relate to issues pertinent to the 

creative industries.  

 Competent use of digital technologies to take advantage of the unique 

opportunities they provide.  

 

A snapshot of job requirements from New Zealand revealed that employers are less 

focused on qualifications and much more interested in relevant skills and experience. 

Current qualifications must be flexible and able to change quickly in order to meet the 

changing skill needs of people working in the creative industries.   

 

It was clear from the advertised jobs that software skills, knowledge and experience 

are essential components of employability. The new ways of creating art, the art 

forms people are wanting and the multi-platforms art is being developed for, clearly 

indicate that emerging artists need to have a high level of software skills and 

knowledge to enter the workforce. 
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When asked about barriers to accessing further training, existing artists cited lack of 

courses or training available when they needed it, full time work and cost as their 

most significant barriers. Given the time demands on people working in the creative 

industries, there is a need for ‘just in time’ learning/training that can be available 

when needed.    

 

Community artists continue to play a key role in the creative sectors and are 

supported by a range of government initiatives. Digital technologies are supporting 

this sector to disseminate and access art work, build online communities, exchange 

information and provide additional opportunities to purchase art work. People 

working are equally in need of support with these new opportunities. 

 

To conclude, any suite of qualifications developed in the creative arts must have a 

high degree of flexibility. Course content needs to be very flexible with an increased 

use of modular components to allow an eclectic approach. Standardised courses 

with prescriptive content will not meet the needs of current or future learners. The 

qualifications need to be accessible to all interested people and relevant to the art 

form they choose with clearer career pathways to allow for appropriate guidance to 

be provided.  
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2.0 Introduction 
The New Zealand creative arts industry is a vibrant and dynamic sector made up of a 

diverse mix of skills and technologies. Over recent years, the creative arts industry 

has become an increasingly important part of New Zealand’s economy. The work of 

creative practitioners contributes to New Zealand’s cultural identity and social fabric 

both nationally and internationally. Creativity is also recognised as a key factor in 

New Zealand businesses moving up the value curve by using innovation to be more 

competitive on the international stage.  

 

As a direct result of this importance, a coherent suite of qualifications that creates 

opportunities for individuals to acquire the right combination of skills to equip them for 

success is needed.  

 

3.0 Scope of this report 
This report has been commissioned by the NZQA National Qualifications Services 

(NQS) following a request to project manage the review of the creative arts 

qualifications on behalf of the current qualification owners.  

 

To meet the needs of the creative arts industry (commercial and community), 

employers, business and the public, a needs analysis has been conducted to provide 

an evidential basis of demand to create the new suite of creative arts-related 

qualifications. 

 

This report identifies and describes the current and future needs of the creative arts 

industry in New Zealand. The creative arts industry has been based on four broad 

categories established by the current qualification owners: 

 Visual Arts. 

 Design. 

 Fashion. 

 Animation and image. 

 

The role of the creative industries in the community was also considered.   

 

Creative arts qualifications based on Mātauranga Māori are being reviewed 

separately but in parallel and were not part of the scope of this needs analysis. 
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4.0 Methodology 
The methodology for this report consisted of analysing a mixture of New Zealand and 

internationally produced documents. The documents from New Zealand consisted of 

a range of economic reports, sector surveys and snapshots, artist interviews and 

newspaper articles. The international documents were a variety of reports produced 

from South Africa, Australia and the UK that investigated existing and future skill 

needs for the creative sectors. 

 

Together, these reports provided statistical data, information about the impacts of 

digital technology on the creative arts industries, predictions, forecasts and skill 

analyses. This information was then used to build a current profile of the industry and 

identify future needs.  

 

Steps in the methodology included: 

1. Identifying the role and contribution of the creative industries to the New 

Zealand economy and cultural identity. 

2. Identifying the main drivers of change in the sector and how these drivers are 

influencing the needs for skills in the future. 

3. Building a sector profile of the creative arts industry.  

4. Creating learner profiles. 

5. Identifying and analysing key issues, including the effect of technology on the 

production, viewing, distribution and purchasing of art. 

6. Identifying international benchmarks. 

7. Identifying the implications for education and training to meet current and 

future workforce needs. 

 

An analysis of the current qualifications was provided by NQS. This analysis 

contained key findings and issues to be presented to, and considered by, the 

governance group at the meetings on 29 May and in June 2013. The analysis 

considered the following: 

 Owners and providers of qualifications. 

 Numbers, level and size of qualifications. 

 ‘Categories’ of qualifications. 

 Usage of qualifications.  

 

The governance group also consulted informally with a number of industry players 

including, leading design agencies, major corporates, Better by Design – the 

government’s agency to inspire and enable business to succeed by design, and the 

service design reference group - an interdepartmental group focused on result areas 

9 and 10 and the Designers Institute of New Zealand. The common themes of this 

consultation have also been included.  
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5.0 Limitations and assumptions 
A key limitation for this needs analysis was the age of the statistical data. Much of 

the New Zealand statistical information used in this report was from the 2006 Census 

as the 2011 Census was cancelled due the Canterbury earthquakes. With the 

changes in technology, and the impact of this on the creative industries, the 

usefulness of some of this information was limited by its age. For this reason, 

preparation for this report included scrutinising more recent information from the 

United Kingdom, Australia and South Africa but it was determined (from sector 

feedback) that these three countries are not closely aligned to the New Zealand 

situation. 

 

A second limitation has been the lack of data around the supply and demand for 

skills. This data is covered very broadly on the Department of Labour, Ministry of 

Business, Innovations and Employment and the Immigration New Zealand websites. 

However, the information is so broad that it did not paint an accurate picture to draw 

any conclusions. The information used to determine the supply and demand for skills 

was taken from artists themselves (Portrait of an Artist New Zealand). It also included 

data gleaned from a two-week capture of jobs in the creative industries advertised in 

both Seek and Trade Me.  

 

The source of the data was a third limitation. Key data sources included information 

from artists in various reports and qualification data on enrolments and completions. 

There was no statistical data around what employers and/or the industry wanted or 

needed.  

 

However, the governance group conducted informal consultation with industry and 

identified common themes. The information they provided was valuable in 

determining where people in the industry see the skill gaps, future needs and the 

value of integrating design thinking and design processes to enable businesses to 

better compete on the international stage. However this information has not been 

statistically collated or analysed. The common themes have been included in this 

report.  

 

Whilst we have data on the number of qualifications, uptake by students and 

competitions, there was no analysis undertaken of the make up of these 

qualifications, how these aligned with industry and artist needs or employer needs 

and trends occurring in the creative industries. Nor did it provide a breakdown of the 

four sectors: Visual Arts, Design, Fashion and Animation and Image. Whilst we know 

facts about which types of qualifications are being taken up, there is no available 

literature on why others are not being taken up. 
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6.0 Current industry profile 

6.1 Who makes up the Creative Arts? 

The creative arts industry for this report is comprised of the Visual Arts, Design, 

Fashion, Animation and Image sectors. Design is a sector embedded in many 

occupations and may include graphic design, furniture, architecture, jewellery, 

interior design, web design, textile and industrial. It does not include film or television. 

 

6.2 Creative Arts and how they contribute to the NZ economy 

The New Zealand Creative Industries are an integral part of the New Zealand 

landscape and are a significant contributor to economic growth. Data from the 2006 

Census showed that the creative sector in New Zealand was responsible for 6.3% of 

total employment or approximately 121,000 jobs. The industry generated $10.5 

billion in total gross output for the same year. Resulting from this was the value 

added totaling $5.1 billion, which represented 3.3% of New Zealand’s total GDP.1   

 

Jobs within the creative industry are divided into2: 

 

Creative Specialists People employed doing creative work in creative 
industries. 

Support workers People employed in the creative industries that are not 

working as a creative but provide management and 

support services. 

Embedded creative 

workers 

People engaged in creative work in other types of 

enterprise. 

 

If the three groups were ranked in order of growth over the five years to the 2006 
Census, it would look like this: 

1. Embedded creative workers. 

2. Support workers in creative industries. 

3. Creative specialists. 

 

 

 

 

                                                
1 Andrews, Grant, Yeabsley, John, & Higgs, Peter L. (2009). The creative sector in New Zealand: 

mapping and economic role: report to New Zealand Trade and Enterprise. New Zealand Institute of 
Economic Research. (Unpublished), p. ii. 
2 Ibid, pp. 1-2. 
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The 2006 Census revealed that in New Zealand, the largest group of creative 

workers are employed outside the creative industries. 3  

 

 
 

Even within the creative industries, there are more people providing management 

and support than there are people engaged in creative work. 4 

 

 
 

Of relevance to New Zealand is that international studies have commented that 

measuring the contribution of the creative industries is made more challenging by 

two key factors: 

1. The speed of technology change, such as more powerful, faster, lighter, 

cheaper, mobile, interactive and capable of greater connectivity. 

2. The changing nature of creative and digital innovation which is embedding 

the innovations of creative businesses across other sectors of the economy. 

 

 

                                                
3 ibid. p. 3. 
4 ibid.  



Creative Arts Qualification Review Needs Analysis Report 

July 2013 

 

11 

It is already acknowledged that New Zealand businesses rely on creativity and 

innovation to move up the value curve. New ideas, innovation and improvements in 

productivity and performance are key drivers of the modern economy and provide 

New Zealand businesses with a competitive edge that allows them to compete 

internationally.  

 

The governance group acknowledged that over the last ten years Better by Design 

has worked intensively with around 150 New Zealand businesses, assisting them to 

better integrate design thinking and design processes so they can compete 

internationally. They deploy a panel of 20 plus coaches who work with the companies 

over several years, reshaping their strategies, products and services, channels to 

market and organisational cultures. The vast majority of those coaches have 

backgrounds in the creative arts. The government sees them as the most significant 

way of adding value to businesses focused on competing in international markets.5 

 

The NZEIR report stated “by far the strongest growth in creative industries 

employment was in software and digital content which trebled in size over the 

decade.”6  

 

The revised 2012 Labour market and economic profile states that the New  

Zealand economy is expected to grow by 3.0% per annum between 2011 and 2016, 

translating to demand for a number of occupations such as: 

 Arts and media. 

 Design and marketing professionals.7 

 

Analysing geographic data about creative sector employment strongly showed that 

employment opportunities are concentrated in the three main centres (Auckland 

4.3%, Wellington 3% and Christchurch 1.7%).8   

 

The Auckland’s creative industries: The numbers 2007 report also indicated that 

Auckland’s creative sector comprised 4.3% of the city’s total employment. Only 1.9% 

of all jobs nationally are in the creative sector. The employment data also indicated 

people are more likely to be working for a smaller business.9  

                                                
5 Governance group. Informal feedback. Provided by email from Noel Brown. 28 June 2013. 
6 ibid. p.20. 
7 Infometrics. 2011. Labour market and economic profile New Zealand 2011 (Revised June 2012). p. 5. 
8 Auckland City Council. 2007. Auckland’s creative industries: The numbers 2007. Auckland City 

Council, 2007, p. 8. 
9 Ibid, p. 5. 
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a. Auckland  

In the creative sub-sectors, the following data was identified: 

 Design has a 40% share of creative sector employment. 

 Visual arts, crafts and photography has a 2.6% share of creative sector 

employment.10 

 

The design sub-sector is dominated by advertising services, related commercial 

display services such as graphic design with architectural services showing strong 

growth. 

 

The visual arts, crafts and photography sub-sector is predominantly in jewellery and 

silverware manufacturing, followed by photographic studios. 

 

b. Wellington 

In the creative sub-sectors, the following data was identified: 

 Design has a 34.4% share of creative sector employment. 

 Visual arts, crafts and photography has a 3.9% share of creative sector 

employment.11 

 

The Cultural Indicators for New Zealand report for 2006 found that people with 

tertiary qualifications comprise the majority of employees in creative occupations 

(57% in 2001). It showed that in the five year period from 1996 to 2001, there were 

increases in qualifications being gained at every level: school qualifications, 

vocational qualifications, bachelor’s degree, and to a smaller extent, higher 

degrees.12  

 

The Labour market and economic profile, New Zealand 2011 report supports the 

estimated demand for qualifications between 2011 and 2016 in the Creative Arts. 

This report estimates that demand will be:13 

 Degree (Level 7+)   4,767 

 Diploma (Level 5-6)   1,103 

 Certificate (Level 4)     559 

 Certificate (Level 1-3)    951 

 

 

                                                
10 Ibid, 6.  
11 Martin Jenkins. 2011. Economy of the arts in Wellington. Martin Jenkins. January 2011, p. 19. 
12 Statistics New Zealand. 2006. Cultural Indicators for New Zealand 2006. Statistics New Zealand. 

2006, p. 13. 
13 Infometrics. 2011. Labour market and economic profile New Zealand 2011 (Revised June 2012). p. 

51. 
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6.3 The digital environment – a changing landscape 

Technology has had the single biggest impact on the Creative Industries. This has 

developed as a result of the proliferation in technological advancements and devices. 

Digital technologies are now present in almost all aspects of our everyday life and 

affect the way we communicate and interact with each other. 

 

The State of the Nation (Report 4 - March 2012) has identified the following trends:14 

 

 The development of the internet. 

 

 84.7% of New Zealanders now have 

a home internet connection. 

 57.5% of people use the internet 

more than once a day. 

 High speed connectivity. 

 

 74.1% have broadband/high speed 

service at home. 

 The increasing uptake and use of 

devices such as smart phones and 

tablets. 

 22.1% of people own a 3G mobile 

phone. 

 87.8% of people own a personal 

computer. 

 Greater social networking, 

connectivity and collaboration 

between people located in different 

cities or countries. 

 The ability to sell and distribute arts 

in different forms. 

 The ability to reach globally and 

connect with new audiences. 15 

 

 Facebook usage has increased from 

0.1% in December 2006 to 53.7% in 

December 2011. 

 Youtube has increased from 10.4% 

to 38.2%. 

 Online communities and messaging 

have increased from 20.5% to 

65.1%. 

 Classifieds, online auctions and 

shopping sites have increased from 

43.3% to 57.4%. 

 

                                                
14 Roy Morgan Research. (March 2012). State of the Nation New Zealand Report 4 – March 2012. Roy 

Morgan Research. 
15 Creative New Zealand. (November 2011). Do my arts look good on this? Media Arts and Digital 

Platforms: Discussion Paper. Arts Council of New Zealand Toi Aotearoa. 
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The State of the Nation research has shown that the wide range of new technological 

products has “revolutionised” the communication landscape. Increasingly, broadband 

and mobile phones are dominating the communication space. Alongside this has 

been rapid growth in online community and messaging and online auction and 

shopping sites. Together with the explosion of “apps” and the increasing power and 

sophistication of devices, these developments in technology have had huge 

significance for the way arts are: 

 Created. 

 Viewed and experienced. 

 Distributed.  

 Purchased. 

 

Digital technologies have had a substantial influence on both the processes used in 

producing creative work and the product that is produced. Digital technologies are 

increasingly prominent in: 

 Creative services, such as advertising, architecture and design (including 

fashion design). 

 Content that is produced, such as games, screen, artworks, publishing. 

 

Digital technologies have allowed for the creation of new forms of art, including: 

 Digital art – work that is often, though not always, screen-based and is 

experienced via computer, online, on screen and is increasingly interactive. 

 Hybrid art – combines artforms and is also called multi-platform or multimedia 

installation. 

 Intelligent spaces – responsive environments that can exist on an intimate 

scale or on an architectural scale and are usually found in public spaces. 16 

 

Key trends include the growing number of tools and technology that allow artists, or 

any other person, to create, produce and distribute their own work from their 

personal computer. This is changing traditional understandings of ‘art’ as something 

that ‘artists’ produced and controlled the distribution of in a ‘top down’ approach. 

 

Internet spaces have also been created where artists and audiences can directly 

connect with each other. This replaces traditional mechanisms where multiple ‘layers 

and gatekeepers’ were involved in the creation, production and distribution of art to 

the audience.17 

 

                                                
16 Research Consortium. (March 2008). The Creative Industries In South Africa: Sector Studies 

Research Project. HSRC. 
17 Ibid. 
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Increased connectivity has led to collaborative creation. Here, artists, technicians and 

consumers from different disciplines and/or locations can work together to produce 

creative work. Increased connectivity has also meant that art is not ‘place specific’. 

Whereas New Zealand artists have been supported to produce work for New 

Zealand audiences, digital technologies now allow New Zealand artists to serve 

international audiences, regardless of their location.  

 

As digital technology has developed, artists have been provided with both 

opportunities and challenges. 

 

a. Opportunities 

From the growth in digital technology, artists have new tools with which to create, 

distribute and sell their art, but also, the general population can electronically access 

and interact with the work of these artists. More and more people are using digital 

technologies to view, disseminate, purchase, interact, engage with and respond to 

the arts. People can also use these technologies to interact with the artists 

themselves. 

 

As people are interacting with art and artists in new ways, this creates opportunities 

for artists to market, distribute, fund and sell their creative works. For example: 

 Social networking sites that act as forums for posting and promoting the 

artist’s content. 

 The ‘long-tail’ marketing where the internet creates opportunities for artists to 

sell a large number of unique items to many consumers in relatively small 

quantities (instead of seeking to sell large volumes of a limited number of 

popular items). People that buy the hard-to-find or ‘non-hit’ items form a 

customer demographic called the ‘long tail’. The ‘long tail’ is significant 

because products that are in low demand or have low sales volume can 

collectively make up a market share that rivals or exceeds the relatively few 

current bestsellers and blockbusters, but only if the store or distribution 

channel is large enough. 

 Direct-to-fan business model which is often used by independent musicians 

but could be used by visual or performing artists to create interest in their 

work by engaging with, and communicating directly to, their fans. 

 Crowdfunding websites that enable artists or art groups to ask their friends, 

family and fans to make small donations to help complete projects. 

 Peer-to-peer (P2P) distribution strategies that use the internet and 

encourage current customers to attract additional customers by promoting a 

product or service to friends and acquaintances.18 

 

                                                
18 Creative New Zealand. (November 2011). Do my arts look good on this? Media Arts and Digital 

Platforms: Discussion Paper. Arts Council of New Zealand Toi Aotearoa. 
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b. Challenges 

However, the changing digital landscape also creates challenges for artists working 

in the creative industries. Increased collaboration, for example, raises significant 

issues around copyright and intellectual property. The lines between commercial and 

non-commercial activities become more blurred which means artists have additional 

challenges to be recognised. 

 

 

6.4 Multiple job handling for people in the creative industries 

In the creative industries, people often handle multiple jobs. This may come from: 

 Being employed in more than one role (or job).  

 Being self-employed and project managing more than one job within their 

self-employment. 

 

The Employment in the Cultural Sector report stated that in 2006, the creative arts 

industry had a high rate of multiple job-holding, with 17% of people employed in 

creative arts having more than one job compared with 9% of all employed people.19  

In comparison with the total workforce, people in cultural occupations were more 

likely to be: 

 Women. 

 Of European ethnicity. 

 Working part-time. 

 Holding post-school qualifications. 

 Working more than one job. 

 Living in Auckland or Wellington20. 

 

In the Analysis of interviews with people holding multiple jobs in the creative sector, 

(2006), interviews were conducted with 60 people employed in the creative sector 

who were multiple job holders with at least one of their jobs being in a creative sector 

occupation.21 This research showed that the creative sector commonly provides an 

additional job or jobs to people already employed in another sector. The reasons for 

holding multiple jobs varied: 

 74% of respondents indicated they held multiple jobs for financial reasons 

(having enough income to ‘get by’ and/or having a regular income). 

 39% were passionate about the job or creative lifestyle. 

 19% held multiple jobs for variety and establishing social networks. 

 17% held multiple jobs for professional development/experience. 

 

                                                
19 Ministry for Culture and Heritage (2009). Employment in the Cultural Sector. Wellington: Ministry for 

Culture and Heritage, 2009, p. 7. 
20 Ibid, p. 5. 
21 Osborne, R, Warren J and McClintock, W. (2006). Analysis of interviews with people holding multiple 

jobs in the creative sector. Working paper No. 14. Taylor Baines & Associates. June 2006. 
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Respondents were asked why they thought finding jobs in their main and other 

occupations was easy or difficult. Of the respondents, 30% indicated that it was due 

to “few jobs of their sort around”, limited openings or the job market in their field was 

extremely competitive.22  

 

The report also showed that “a large proportion of respondents had held their current 

jobs for four years or less” and suggested that “this may reflect the somewhat 

precarious nature of many jobs in the creative sector, given that a number of 

respondents were self-employed, contracted to workplaces or organisations on a 

short to medium-term basis or took on work in the creative sector when it was 

available.”23  

 

Of the sixty respondents in this research, 51 had a degree or other tertiary 

qualification, and considered it necessary to have these qualifications to gain work.24 

This would indicate that a large number of well qualified people in the creative arts 

sector work multiple jobs to earn sufficient income and/or to create the networks 

needed to source work. “An overwhelming number of people interviewed from the 

creative sector were dependent on personal contacts and other networks to help 

them find their current jobs.”25   

 

 

 

                                                
22 Ibid, p. 22. 
23 Ibid, p. 9. 
24 Ibid, p. 27. 
25 Ibid, p. 28. 
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7.0 Snapshot of current workforce requirements 
Over a period of two weeks in May 2013, 62 jobs were collected from Seek and 

Trademe. These positions were analysed to identify qualifications, skills and 

experience required. 

 

The jobs were categorised into: 

 Creative Specialists  24 positions 

 Embedded creative workers 10 positions 

 Support workers  28 positions 

 

See Appendix 1 for further information about the positions that were collected. 

 

Note: Many positions were difficult to categorise. For example some roles were for 

embedded positions within a creative firm and could have been considered as 

specialists or embedded roles. Other distinctions between support workers and 

embedded roles were also open to interpretation and different opinions. What the 

classification exercise highlighted was the difficulty in drawing sharp distinctions for 

positions within the creative industries.   

 

7.1 Key findings 

Key findings of this analysis include: 

 11 of the 62 positions stipulated the job required a specified qualification. Of 

these eleven, 3 did not state a specified qualification but referred to ‘a 

relevant qualification’ to the role. 

 45 of the jobs required some kind of technology skills and/or knowledge. 

 17 made no mention of the need for technology skills and/or knowledge. 

 13 stipulated the amount of service that was expected of the applicant. 

 11 made mention that experience was needed, but did not specify the amount 

of experience. 

 1 made mention that no experience was necessary. 

 

7.2 Experience required 

Of the 24 who required the applicant to have experience: 

 6 wanted the applicant to have at least 5 years experience. 

 1 wanted the applicant to have 10 years experience. 

 3 wanted 2-3 years experience. 

 4 wanted 3-5 years experience. 
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The type of experience that was requested ranged from: 

 Working in the relevant industry for the job being advertised. 

 Managing budgets and finance. 

 Managing teams. 

 Communicating with customers. 

 Proven leadership. 

 Commercial experience. 

 Specific to the job, such as games industry, sign industry. 

 

7.3 Qualifications 

Of the 11 qualifications asked for, the following are the qualifications that were 

required. 

 Traditional arts degree. 

 Visual arts degree. 

 Bachelors degree in design. 

 Tertiary qualification. 

 Relevant training qualification. 

 Graduate from a relevant training programme - textile, design, production 

management. 

 Tertiary qualification in fashion, apparel, or garment construction. 

 Tertiary qualification BE mechanical or similar. 

 Degree qualified engineering. 

 

7.4 Technology required 

Of the 45 jobs that specified technology skills and knowledge, the technological skills 

and knowledge required were: 

 

Technological skill or knowledge Number 

Creative suite  28 

Web programming languages  22 

Office suite  7 

Design (CAD /kitchen)  3 

Other as below:  

 Avid  

 ISSIS 

 Mac knowledge 

 Understanding of digital space  

 Ruby on Rails 

 Related graphic tools 

 Photography using SLR 

 3D modelling 

10 
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7.5 Job vacancies 

The Department of Labour tracks the number of job vacancies advertised for certain 

occupation types over set periods of time. For the period of January 2011 to January 

2012, the following annual percentage change in advertised job vacancies were: 

 
Classification % In change for January 2011 to January 

2012 quarters 

2114 visual arts and crafts professionals - 25% 

2321 architects and landscaping 

architects 

6% 

2324 graphic and web designers and 

illustrators 

- 5% 

2612 multimedia specialists and web 

developers 

60% 

 
 
The Ministry of Business, Innovation and Employment also looks at the demand for 

skills, both in the immediate future and long-term. For graphic and web designers, 

they indicate the job prospects as26: 

 

 
 

                                                
26 Ministry of Business, Innovation and Employment. (2013). Occupation Outlook. 
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For photographers, they indicate the job prospects as27: 

 

 

 

The Department of Immigration also indicate job prospects and future skills required. 

They state that Multimedia designers are on the long term skill shortage list as are 

medical photographers. 

 

What is interesting to note is that visual artists initiate 92% of their own work. 34% of 

visual artist’s work is initiated by private individuals such as commissioned work. This 

could be a reason why there was a drop in the percentage demand for visual art and 

crafts professionals and graphic designers and illustrators. 

 

How artists work in their principal artistic occupation is initiated28: 

How work is initiative Visual artists 

Self-initiated work 92% 

Initiated by private individual 34% 

Initiated by arts organisation 13% 

Initiated by a private sector organisation 14% 

Initiated by an educational institution 13% 

Initiated by a community-based organisation 9% 

Initiated by local government 9% 

Initiated by a central government organisation 4% 

 

 

                                                
27 Ibid. 
28 Arts Council of New Zealand Toi Aotearoa. (December 2003). Portrait of the Artist: A survey of 

professional practising artists in New Zealand, p. 61. 
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Businesses in the creative industries often make use of freelance workers. The 

creative industries are highly dynamic and entrepreneurial. The challenge is to retain 

these characteristics while also supporting the skill base in other areas, such as 

management, commercial and customer service skills. There is a need to add 

business management skills to supplement pre-existing creative skills. 

 

7. 6  Fine Art and Creativity graduates 

Many businesses continue to recruit people with skills in lateral thinking and creative 

problem-solving. These qualities are natural to creative artists and designers and 

make them an attractive asset for a variety of jobs. However, there is no standard 

career path available for fine artists and creative individuals, meaning success or 

failure depends on a mixture of talent, luck and time. 

 

Fine art and creativity graduates often cross disciplines, for example from fine art to 

graphic design. They may work part-time as a practitioner whilst simultaneously 

fulfilling management and academic roles. Art and creativity graduates are well 

placed to be effective in all sectors of a knowledge-based society through their 

capacity for creativity through learning.  

 

It is also common for artists, designers and all types of creative individuals to be self- 

employed and/or to be in occupations involving project work and short-term contracts 

with both small and large organisations, working in product or industrial design, 

communications or digital and multimedia disciplines. They are typically found in the 

media, marketing, public relations, arts administration or arts education.29 

 

                                                
29 ‘Options’ for Fine Art and Creativity Graduates. Document supplied by NZQA. 
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8.0 International trends, creative businesses and 

workforce demands 
There are three fundamental ‘skills issues’ that go across all the creative industries. 

These are: 

1. Higher level technical and creative skills are needed in all sectors. 

2. Multi-skilled staff as well as specialists are needed in all sectors. 

3. Business related skills are needed for emerging and established artists to 

survive. 

 

From these issues, it can be seen that two contradictory trends are present: 

 Businesses require people with specialised skills and knowledge to perform 

key roles, for example, specialised animators who use sophisticated software 

to create high quality animations. 

 People who are generalists: people who have high-level skills in a range of 

areas that can cross boundaries, for example, designers who design for print 

and electronic platforms. 

 

The result of this contradiction is that people employed in the creative industries 

need to constantly update their specialist creative knowledge while also keeping up-

to-date with changes in technologies and legislation that affect copyright, data 

protection and contracts.30  

 

In the UK, there is the recognition that creative businesses are becoming more 

technology intensive. Creative businesses are now generating content that can be 

used in and across multiple platforms. This means “it is no longer enough to be an 

expert in a particular creative field: employees must also understand how to create, 

market and distribute content across of range of channels, with multi-platform skills 

needs now more marked than even a year ago”.31  

 

Resulting from this is that employees need ‘hybrid skills’, that is, a combination of 

technical, business, creative and interpersonal skills to have the ability to 

successfully understand, navigate, use and meet the requirements of the current 

environment.  

                                                
30 Research Consortium. (March 2008). The Creative Industries In South Africa: Sector Studies 

Research Project. HSRC. 
31 Alliance Sector Skill Council. (January 2011). Sector Skills Assessment for the Creative Industries of 

the UK, p. 23. 
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These hybrid-skills include:  

 Multi-skilling (understanding different technology platforms and their impact 

on content development and digital work flow and new approaches to working 

in cross-functional creative/technical teams within and across companies). 

 Multi-platform skills (having the creative and technical skills to produce 

content for distribution across all potential platforms and the ability to 

understand and exploit technological advances). 

 Management, leadership, business and entrepreneurial skills.  

 IP and monetarisation of multiplatform content (understanding intellectual 

property legislation to protect from piracy, exploiting intellectual property 

internationally to take advantage of emerging markets). 

 Sales and marketing. 

 Diagonal thinking skills. 

 Creative skills. 

 Archiving of digital content.32 

 

The same could be said for artists – who need to run their business, market and 

brand themselves, negotiate contracts and manage the finances of their business. 

 

8.1 Digital technology and artists in New Zealand 

Developments in digital technologies have impacted on emerging artists in terms of 

the: 

 Knowledge they require. 

 Skills they need. 

 Job roles they have. 

 Future jobs or roles they may have. 

 The future markets they will work in. 

 The future tools they will be using.   

 

Many artists continue to educate themselves as they integrate and/or push the 

boundaries in technology.  

 

A survey of practicing artists in New Zealand gave some data on New Zealand artists 

dealing with the challenges of self-employment, entrepreneurism and the impact of 

new technologies.33  

 

The report indicated that the majority of artists relied on their entrepreneur skills to 

promote and sell their own work and more than half of those interviewed wanted 

more training in marketing. Given the continuing developments in technology, 

emerging and established artists need to know how to maximise the opportunities 

provided by the internet to build a profile, market, distribute and sell their work.  

                                                
32 Ibid, pp. 16-17. 
33 Arts Council of New Zealand Toi Aotearoa. (December 2003). Portrait of the Artist: A survey of 

professional practising artists in New Zealand. 
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As technology creates opportunities for artists to market themselves and sell to 

audiences in different cities or countries, other challenges are created around 

managing the business side of their work. These artists need a broad portfolio of 

skills in: 

 Contracts – obligations and negotiation of. 

 Branding, e-marketing and on-line selling of their art. 

 Fundraising, including understanding the funding criteria, organisations and 

how to create relationships with those funding organisations. 

 Business management. 

 Copyright and intellectual property to protect their originality. 

 Finance and taxation. 

 

8.2 Emerging artists and skill shortages 

Research from the UK has shown that emerging artists who have come from the 

higher education system are often not work ready and need additional skills. 

Emerging artists are getting these skills either on the job or through ongoing training 

opportunities, which are usually paid for by the employer. This research has 

indicated that ‘qualified’ potential recruits do not have the specific ‘associate 

professional and technical’ skills that more than 60% of the jobs needed.34 This has 

meant that in many instances, employers have needed to create their own 

customised training solutions that are not accredited, do not lead to recognised 

qualifications and do not receive public funding. This exacerbates the divide between 

the needs of the sector and what training providers offer.  

 

The same UK research identified that effective recruitment is an issue for the creative 

sectors. Barriers to effective recruitment that were identified included: 

 Career paths across the industry not being well known or understood by 

school leavers, graduates or career advisors. 

 There is a general lack of the right formal qualifications post first degree level 

and scepticism over the quality of qualifications provided by many of the 

existing suppliers. 

 People offer themselves free to gain work experience. This means employers 

do not need to engage or invest in these volunteers in the same way as paid 

staff.  

 Employers complaining that too many graduates are not job-ready and lack 

basic industry skills. 

 Poor industry into education links that affect the ability of the sector to recruit 

widely and fairly.  

 

 

                                                
34 Alliance Sector Skill Council. (January 2011). Sector Skills Assessment for the Creative Industries of 

the UK, p. 40. 



Creative Arts Qualification Review Needs Analysis Report 

July 2013 

 

26 

8.3 How artists currently gain qualifications, profiles and experiences 

People working in the creative industries in New Zealand typically fall into two 

general categories: 

 Self taught. 

 Have undertaken formal training through qualifications.35 

 

Due to the diversity of the creative arts industry, training and skill development 

required by artists is also diverse. Research completed on emerging and established 

artists was undertaken to determine how they gained their training and if their training 

was adequate. Skill development opportunities available to them within New Zealand 

were also surveyed as well as any factors that prevented them from taking 

advantage of this training. 

 

This research showed that the top five ways in which visual artists learned their trade 

are: 

80%  Self-taught. 

52%  Learning occurred on the job and/or from practical experience. 

50%  Participation in workshops. 

34%   Attended university. 

33%  Attended polytechnic. 

 

When asked how they would like to further their training, visual artists indicated: 

30%  Specialist courses. 

33%  Acting as artist in residence/community. 

28%  Workshops. 

18%  Summer schools. 

17%  University. 

 

This research showed that 44% of artists believed there were adequate training 

opportunities. 44% of artists had taken advantage of these training opportunities 

available to them. The most common barriers indicated by these artists identified the 

following barriers for not taking advantage of the available training: 

42%   Course/training not available when needed. 

41%  Working full-time/lack of time. 

40%  Cost. 

24%  Quality of training at the time. 

22%  Geographical distance from the training location. 

 

                                                
35 Arts Council of New Zealand Toi Aotearoa. (December 2003). Portrait of the Artist: A survey of 

professional practising artists in New Zealand, p. 26. 
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Of the artists who believed there was inadequate training available to them, gave the 

following reasons: 

21%   Felt there was limited or no training in their field/specialist area. 

12%  Lack of quality in the training. 

11%  Lack of work opportunities after the training. 

10%  Lack of skilled teachers/mentors. 

10%  Prohibitive cost of training. 

10%  Lack of funding support for training. 

 

 

8.4 Business skill needs identified by artists 

At the time of publication, the Portrait of the Artist report identified that business skills 

were a key area of training that artists desired. 74% of the artists indicated they 

would like further business training or advice in the business topics identified in the 

survey.  

 

The top three business topics that artists wanted to receive further business training 

or advice on were: 

 Marketing (50%). 

 Copyright (35%). 

 Contracts (30%). 

 

35% of artists indicated they would like to gain a non-arts qualification to help them 

with their career. The top three areas in which these artists would like to gain 

qualifications are: 

 Business/management 29%. 

 Computing/information technology/internet (24%). 

 Marketing (11%). 

 

Understanding tax was also an area that artists experienced difficulty with. 25% of 

artists had no difficulty understanding their tax while a further 29% stated their 

accountant took care of it for them. Of the remaining artists that experienced 

difficulty, the most common problem areas were: 

 Understanding income tax obligations (28%). 

 Understanding what expenses can be claimed (26%). 

 Understanding ACC obligations (23%). 

 Working out provisional tax payments (15%). 

 Understanding GST obligations (15%). 

 Working out withholding tax obligations (14%). 
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A further topic that artists indicated they needed to be better informed about was 

contracts and contract negotiation. Generally, artists said they were dissatisfied with 

their contract arrangements because of: 

 Insufficient money/royalties (26%). 

 Contract issues – omissions/unfair conditions (23%). 

 Poor marketing/failure to promote (18%). 

 Not represented properly (16%). 

 Poorly organised/poor performance (16%). 

 

In the area of copyright, 42% of artists were not familiar with their rights under current 

copyright law.36 

 

 

 

                                                
36 Ibid, pp. 72-79. 
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9.0 Analysis of current qualifications 
An analysis of the current qualifications was undertaken, with key findings and issues 

to be presented to, and considered by, the Governance Group meetings on 29 May 

and in June 2013.  The analysis assists with informing the proposed ‘landscape’ for 

qualifications, and the literature review findings further inform and support the 

process and decisions. 

 

The analysis has considered the following: 

 Owners and providers of qualifications. 

 Numbers, level and size of qualifications. 

 ‘Categories’ of qualifications. 

 Usage of qualifications. 

 

9.1 Findings from investigations 

9.1.1 Supply 

There are 165 Creative Arts qualifications on the NZQF that are part of the review. 

 

Qualification owners and organisations accredited to deliver 

There are 38 qualification owners of the existing 165 creative arts qualifications in the 

review. 

 11 own just one qualification and 7 own two qualifications. 

 1 owns three qualifications and 6 own four qualifications. 

 15 own between 5 and 9 qualifications. 

  

Three National qualifications (National Certificate in Design, National Certificate in 

Design (Introductory Skills), National Diploma in Design) can be delivered by four or 

more organisations and a further nine qualifications can be delivered by two 

organisations.  However the majority of qualifications can be delivered by one 

provider only.  
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Analysis of qualifications by credit value and levels 

Half of the qualifications have 120 – 160 credits (chart 1).  

 

 
Chart 1: Qualifications by credit value 

 

More qualifications are available at higher levels, and these all have 120 credits or 

greater (chart 2). In addition: 

 There are 7 diplomas at level 6 with 300 credits or more. 

 38 diplomas and certificates at levels 5 and 6 have 240 credits or more. 

 There are 80 qualifications of 120 – 160 credits, with 26 at level 6, 23 at level 

5, 27 at level 4, and 4 at level 3.  

 12 qualifications at levels 1 – 5 have less than 60 credits. 

 Levels 3 & 4 qualifications are most likely to be between 60-120 credits.  
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Chart two: Qualifications by level and credit value 

Grouping of qualifications by possible categories 

Analysis of the range of existing Creative Arts qualifications has involved grouping 

them into categories based on similarity of title or content.  The groups are intended 

as a guide to possible disciplines based on existing supply and demand information.   

 

Following are the categories (as proposed by providers in 2012), with an indication of 

what has been grouped together.    

 Visual Arts – includes fine arts, painting, sculpture, glass, ceramics, textiles, 

photography, mixed media, contemporary arts, art & creativity, print making, 

arts therapy, jewellery, carving, art and design management, creative 

technology. 

 Design – includes illustration, web design, graphics, product, digital 

communications, digital arts, multi-media, interactive art, gaming. 

 Fashion 

 Animation and image – includes Film/TV/video, photography, animation. 

 

The following chart shows the distribution of qualifications by level and group (chart 

3). More qualifications are available in design than the other categories.  Animation 

and image has no qualifications lower than level 4.   

 

 

Chart three: Qualifications by level and category 
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Duplication and similarities 

Analysis of Creative Arts qualifications within this review identifies apparent similarity 

between a number of the qualifications, and thus provides an opportunity to reduce 

duplication in some areas and to reduce the total number of creative arts 

qualifications in the future. 

 

9.1.2 Demand 

Trends in Enrolments 2005 – 2011 

In the past seven years, numbers of students enrolling in Creative Arts qualifications 

levels 1-6 has remained steady at about 22,000. Using the New Zealand S C E D 

(NZSCED) Creative Arts classification, the following trends are evident (chart 4):  

 Enrolments in Visual Arts and Crafts have trended slightly upwards. 

 Enrolments in Graphic and Design (includes fashion, textile design) has 

trended downwards slightly since 2008. 

 Enrolments in Communication and Media is difficult to interpret as it includes 

Performing Arts, Audio Visual studies, Journalism and Media studies, Written 

and Oral Communication; many of which categories are not included in this 

review. 

 

 

 
Chart four: Enrolment of students in Creative Arts qualifications by group 2005–2011. 
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Numbers of enrolments in qualifications at each level show a similar downward trend 

(chart 5), with the exception of level 4 certificates. Level 1 enrolments are low but 

have remained stable. Diplomas at level 5 & 6 have significantly higher enrolments 

than each of the other levels.  

 

 
Chart five: Enrolment of students in Creative Arts qualifications by level 2005–2011. 

 

Enrolment and completion figures for 2011 

An analysis of the Ministry of Education data in ‘Education Counts’ provides insights 

on enrolment and completions in ‘Creative Arts’, and a demographic ‘profile’ of the 

students/learners.   
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Enrolments by provider 

Students are able to enrol in Creative Arts qualifications at universities, institutes of 

technology and polytechnics (ITPs), wānanga, and private training establishments 

(PTEs). The following graph (chart 6) shows that in 2011 most Creative Arts students 

at levels 1-6 were enrolled at ITPs, mainly because of the numbers of students in 

Communication and Media. 

 
 

 
Chart six: Students enrolled in 2011 by provider and group (NZSCED) 
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International enrolments  

In 2011, 1760 international students were enrolled in tertiary study leading to 

Creative Arts qualifications levels 1 – 6.  In chart 7, the enrolments are shown in 

NZSCED categories. 

 Most students were enrolled in Communication and Media qualifications. 

 The proportion of international students (9%) enrolled in Visual Arts 

qualifications was lower than that of domestic students (28%, data not 

shown). 

 

 
Chart seven: International students enrolled in Creative Arts qualifications by 

NZSCED group, 2011. 

 
 

Completions 

Course and qualification completion data goes some way to indicate what students 

are choosing to study.  Usage figures were obtained from the Tertiary Education 

Commission (TEC) for the Creative Arts qualifications that are part of the review.  

The data shows that in 2011: 

 There were 2,348 qualification completions. 

 There were 26,962 course enrolments and 20,586 course completions. 

 The majority of completions were in Communication and Media. 

 

Note that TEC sourced data only includes information from funded providers, so 

shows an incomplete picture.  The gaps in the information are around local 

qualifications where no TEC funding is involved.   
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10.0 Learner profiles  
Learners in the creative industries are as diverse as the industry itself. Some 

learners in the creative industries seek full time study in order to gain qualifications. 

They may undertake degree or diploma programmes at a variety of state owned or 

private education providers. Others may study while they work part time or meet 

family commitments. They may also undertake degrees over a longer period of time.  

 

A significant factor is that even after the completion of a creative qualification, 

learners will generally not be work ready.  

  

The following are some of the factors influencing the choices that people make in 

relation to the options available to them: 

 Learners wanting to gain a full creative arts qualification prior to entering the 

workforce. 

 Learners who complete a full time course and then move into a second 

course to gain a related skill to be multi skilled and further their ability to gain 

employment. 

 Employees already in employment who need or want to upskill.  

 Artists who may be self employed who want to gain business skills. 

 Employees or artists who need ‘just in time’ learning. 

 

It is important to try to understand the learner groups to ensure the new qualifications 

enable programmes to be developed to meet the particular needs of different target 

markets. There are several segments of the market that may include: 

 Students 

Students who have left secondary school and want to pursue tertiary study. 

 Gateway students 

Senior students who are still at secondary school and are looking to find a 

pathway into further training and training or employment. 

 Apprenticeships and on-job learners 

Workplace based learning and recognition of practical experience for 

emerging artists. 

 Employees completing short courses for upskilling 

This segment seeks training and/or qualifications designed for workplaces or 

to gain industry related skills. This segment could also contain just-in-time 

learners needing to upskill or keep updated. 

 Up-skilling or divergent skilling artists 

This segment is made up of emerging and established artists seeking to gain 

business or entrepreneurial skills such as marketing, taxation or copyright. 

This segment could also include artists learning new technologies.  
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10.1 Domestic and international student enrolments in Creative Arts 2011 

The following tables show students enrolled in qualifications by field of study and 

whether they were a domestic or international student for 2011 in Creative Arts. 

 

 
Source: Education Counts, 2013. Adapted from data supplied by NZQA. 
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For domestic students at Level 1, only four fields of study had student enrolments: 

Creative Arts with 460 enrolments, Fashion Design and Graphic and Design Studies 

with 80 enrolments each and Other Creative Arts at 50 enrolments.   

 

At Level 2, noticeable increases occur in Computer Graphics with 1420 enrolments 

and Creative Arts with 3740 enrolments. At Level 3, enrolments remain high for 

Computer Graphics (2640 enrolments), Creative Arts (3740 enrolments) and Visual 

Arts and Crafts (1090 enrolments).  

 

At Level 4, Creative Arts is the most popular subject with 6,600 enrolments which is 

significantly higher than the next most popular field of study, Visual Arts and Crafts at 

2,460 enrolments.  

 

At diploma level, the patterns from Level 4 are repeated with 9,470 enrolments 

occurring in Creative Arts and enrolments 2,730 in Visual Arts and Crafts.  

 

 
Source: Education Counts, 2013. Adapted from data supplied by NZQA. 
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At Level 1, fewer than 5 international students enrolled in certificate courses. At Level 

2, only a small number (20) of international students enrolled in Creative Arts. The 

data shows that primarily domestic students populate certificate courses at Level 1 

and 2.  

 

At Level 3, certificate courses show more international student enrolments in 

Creative Arts (150 enrolments), Visual Arts and Crafts (20 enrolments), Photography 

(10 enrolments), Graphic and Design Studies (80 enrolments) and Graphic Arts and 

Design Studies (80 enrolments).  

 

At Level 4, international students are enrolling in the same areas as Level 3 with the 

addition of enrolments in Fine Arts (30 enrolments) and Visual Arts and Crafts (40 

enrolments). There is a noticeable increase in enrolments for Creative Arts, going 

from 150 at Level 3 to 390 at Level 4. A further 40 enrolments were in Graphic and 

Design Studies not elsewhere classified, mixed or not further defined). 

 

The most significance difference comes at the diploma level. Creative Arts, Visual 

Arts and Crafts, Graphic and Design Studies and Graphic Art and Design Studies all 

show marked increases in enrolments. The data indicates that international students 

are more attracted to courses at higher levels of the framework.  

 

The data shows that that student enrolments are the highest at the diploma level and 

significantly lower at Levels 1 to 4.  

 

 

10.2 Enrolments by age and gender 2011 

 

 
 Source: Education Counts, 2013. Adapted from data supplied by NZQA. 
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At Certificate Level One, females under the age of 18 are more likely to enroll in 

Graphic and Design Studies. Females will enrol in both Graphic and Design Studies 

and Communication and Media Studies. 

 

At Certificate Level One, more than double the number of males to females are likely 

to enroll in Communication and Media Studies. Males are unlikely to enrol in Visual 

Arts and Crafts and Graphic and Design Studies. 

 

 
Source: Education Counts, 2013. Adapted from data supplied by NZQA. 

 

At Certificate Level Two females and males regardless of age are more likely to enrol 

in Communication and Media Studies. Males aged 40+ have the highest enrollments 

and enrol in Communication and Media Studies. Males of all ages are unlikely to 

enroll in Visual Arts and Crafts and Graphic Design Studies. 
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Source: Education Counts, 2013. Adapted from data supplied by NZQA. 

 

At Certificate Level Three, females of all ages will take up visual arts and Crafts and 

Communication and Media Studies. Males still favour Communication and Media 

Studies, but will enrol at a ratio of 1:3 for Visual Arts and Crafts and 1:4 for Graphic 

Design Studies. 

 

 
Source: Education Counts, 2013. Adapted from data supplied by NZQA. 

 

At Certificate Level Four, females aged between 25 - 40+ make up the largest group 

of enrolments. Females aged between aged 18 - 24 are more likely to enrol in 

Communication and Media Studies. 

 

At Certificate Level Four, males make up less than half the enrolments for that level 

in all categories. Males aged between 18 - 24 are more likely to enrol in 
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Communication and Media Studies. Whilst males aged between 25 - 40+ are more 

likely to enroll in Visual Arts and Crafts. 

 

Overall, students of all ages and genders are most likely to enrol in Communication 

and Media Studies. More females are likely to enrol in Visual Arts and Crafts than 

their male counterparts. There are very few students, male or female, wanting to 

enrol in Certificate Level One or Two in Visual Arts and Crafts and Graphic and 

Design Studies. 

 

10.3 Enrolments by ethnicity 2011 

 

 
Source: Education Counts, 2013. Adapted from data supplied by NZQA. 

 

In terms of ethnicity for certificate courses at Level 1, Maori enrolments in the 

Communication and Media Studies category were higher than European enrolments.  

150 Maori students enrolled in whereas only 140 European students enrolled. Asians 

were not likely to enrol in Visual Arts and Crafts or Graphic and Design Studies. Nor 

did they show high interest in Communication and Media Studies.  

 

In Graphic and Design studies, there were 50 European enrolments but only 30 

Maori enrolments and fewer than 5 enrolments for all other ethnicities.  

 

There were fewer than 5 enrolments for Visual Arts and Crafts for all ethnicities. 

 

 
Source: Education Counts, 2013. Adapted from data supplied by NZQA. 
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At Level 2, enrolments of European students in the Communication and Media 

studies heavily outweigh Maori and Pasifika enrolments. There were 840 European 

enrolments but only 340 Maori enrolments and 260 Pasifika enrolments. There were 

also 120 Asian enrolments compared to 10 enrolments for Level 1.  

 

There were 50 European enrolments for Visual Arts and Crafts but only 10 Maori 

enrolments and 10 Asian enrolments. 

 

In Graphic and Design Studies, there were 50 Maori enrolments but only 10 

European enrolments and fewer than 5 enrolments in all other ethnicities. 

 

 

 
Source: Education Counts, 2013. Adapted from data supplied by NZQA. 

 

At Level 3, similar patterns can be observed as at Level 2. European enrolments 

(1,040) continue to outweigh Maori (530) and Pasifika (350) enrolments.  

 

A noticeable difference from Level 2 is the increase in Maori enrolments in Visual 

Arts and Crafts. Not only are Maori enrolments (620) higher than European (380), but 

they are also significantly higher than Level 2, going from 10 enrolments to 620. 

Pasifika enrolments are 180 for Visual Arts and Crafts compared to fewer than 5 

enrolments for Levels 1 and 2. 

 

In Graphic and Design Studies, European enrolments are 280, which increases from 

10 at Level 2 and is higher than the 70 Maori enrolments and 40 Pasifika enrolments. 

 

Asian enrolments were also higher for Communication and Media Studies, Graphic 

Design and Visual Arts and Crafts. The biggest increase was enrolments for 

Communication and Media Studies at 170 enrolments compared to 120 enrolments 

at Level 2.  
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Source: Education Counts, 2013. Adapted from data supplied by NZQA. 

 

At Level 4, European enrolments for Communication and Media Studies are 1,440 

compared to 630 Maori enrolments, 520 Pasifika enrolments and 280 Asian 

enrolments.  

 

Enrolments were equivalent for Visual Arts and Crafts between European and Maori 

students. There were 1,310 European enrolments and 1,190 Maori enrolments. 

These were followed by 160 Pasifika and 90 Asian.  

 

In Graphic and Design studies, European enrolments were over double that of Maori 

enrolments (580 compared to 210).  

 

Source: Education Counts, 2013. Adapted from data supplied by NZQA. 

 

At the Diploma level, patterns from Level 4 continue.  
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Key findings from the ethnic analysis show: 

 Communication and Media Studies is the most popular category for all 

ethnicities, followed by Visual Arts and Crafts and Graphic and Design 

Studies. 

 European enrolments increase steadily across all categories. 

 Maori enrolments increase for Visual Arts and Crafts at Level 3, but there are 

fewer diploma enrolments than Level 4 enrolments. 

 Maori enrolments in Graphic and Design Studies steadily increase from Level 

1 to Diploma. 

 Pasifika enrolments for Visual Arts and Crafts and Graphic and Design 

Studies start at Level 3 (with fewer than 5 enrolments occurring at Levels 1 

and 2). 

 The greatest interest in courses for all ethnicities is at Level 3 and above.  
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11.0 Future focus 
 

11.1 Identified skill gaps 

The findings from this needs analysis give some indications into the skills and people 

working in the creative industries will need to have and that creative businesses will 

require from their employees. 

 

International research has shown that increasingly what will be needed is: 

1. Higher level creative and technical skills. 

2. Multi-skilled staff. 

3. Business related skills for emerging and established artists. 

11.2 Community artists 

Community artists are seen as an integral part of shaping their own community and 

contributing to the cultural fabric and identity of their local areas. Contributions that 

community artists make include: 

 Promoting their communities and creating a local profile 

 Developing national and community pride and identity 

 Becoming part of the spirit of a community, encouraging celebration, fostering 

relationships and making connections between community members 

 Building the heritage of a community and acting as a record of history 

 Adding to the wellbeing of a community and the quality of life of its citizens 

 Profiling local and international cultures through art creation and other art 

events  

 Making us look at ourselves.  
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Importantly, community artists are seen to be economic contributors to a community 

in a variety of ways. Local art spaces that allow for community artists to present their 

art forms and for locals and visitors within a community to view the art forms (and 

where appropriate purchase them). Employment opportunities (outside of self-

initiated work) often come in the form of community projects, art spaces (such as 

craft markets and arts centres) and community organised events.   

 

11.3 Influences on demand for future skills 

Factors that are expected to influence the future demand for skills include: 

 Economic factors and conditions. 

 Changing markets and patterns of demand in the market place through local 

and export market growth. 

 Changing patterns of doing business. 

 Public subsidies for cultural activities. 

 Technological change.37 

 The ‘unknown’. 

 

Learners, artists, emerging artists and creative sector employees in the future will be 

working in an environment where there is a huge amount of development and 

change that creates ‘the unknown’. Specifically, there will be: 

 New ways of using existing technology 

 New technologies  

 New markets  

 New types of problems to solve 

 New job types and roles. 

 

For qualification developers, these ‘unknowns’ indicate that future learners will need 

critical thinking, creativity, collaboration, problem solving and communication skills 

that equip these future workers to meet the demands of an ever changing, fluid and 

dynamic landscape.38 These findings are supported by the common themes 

identified by the governance group. Their findings are repeated here. 

 

                                                
37 Dr Suzette Major writes that recent research indicates the amount of new technical information is 

doubling every two years. That means, “for students studying a four-year technical degree, half of what 

they learn in their first year of study will be out-dated by their third year of study”.  Source: Dr Suzette 

Major. Educating for Uncertainty. Retrieved from http://www.baybuzz.co.nz/archives/6207/ 
38 21st Century Learning Is Not A Program. Retrieved from http://www.teachthought.com/learning/21st-

century-learning-is-not-a-program/ 

Three Trends That Will Shape the Future of Curriculum. Retrieved from 

http://blogs.kqed.org/mindshift/2011/02/three-trends-that-will-shape-the-future-of-curriculum/ 

 

 
 

 

http://www.baybuzz.co.nz/archives/6207/
http://www.teachthought.com/learning/21st-century-learning-is-not-a-program/
http://www.teachthought.com/learning/21st-century-learning-is-not-a-program/
http://blogs.kqed.org/mindshift/2011/02/three-trends-that-will-shape-the-future-of-curriculum/
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Leading design consultancies universally report that their businesses are rapidly 

changing, transcending the boundaries of the tactical pieces they used to be 

commissioned to deliver.  More and more they are being charged with strategic 

problem solving, well upstream of decisions to deploy a particular piece of design.  

Their clients are placing a premium on the user centred creative problem solving 

approach common across the creative arts and are applying it to increasingly more 

vital, central and business critical issues. 

 

Several agencies report being approached by the more traditional providers of 

strategy to business - the big four accountancy firms to work in collaboration and to 

help them add creative problem solving capacity to their other offerings. 

 

Most large corporate organisations are creating teams with high-level leadership 

focused on their customers’ experience of their product and service. These groups 

apply creative and user centric problem solving to shape the development of the 

corporate organisations’ services and their future strategies. 

 

Similarly government departments, driven often by result areas 9 and 10 of the better 

public services agenda are creating powerful teams of designers focused once again 

on creative, user centric problem solving as a way to deliver their services more 

effectively and efficiently. 

 

All of the above groups identify a desired skill set in the people they recruit to their 

teams. It includes a thorough grounding and broad experience at applying creative 

problem solving to a great variety of problems in a great variety of contexts.  They all 

identify that the necessary grounding comes from qualifications within the creative 

arts field.  To a very large extent they are unconcerned which particular branch of the 

arts the grounding came from. But they are vitally concerned with the ability to 

transfer the skill from the context within which it was learned to new and different 

contexts.  They all recognise that change is now ever-present and that future 

contexts, technologies and tools cannot be predicted.  Therefore the transferability of 

the fundamental process is key.39 

 

The overall demand for staff in the creative industries is linked to economic 

performance, technological change and the need to compete on the international 

stage by using innovation, creativity, critical thinking and problem solving. The 

changing way that companies produce their output will require hybrid skills whose 

development is not currently met by higher and further education provision. 

 

 

 

 

 

                                                
39 Governance group. Informal feedback. Provided by email from Noel Brown. 28 June 2013. 
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11.4 Barriers to accessing learning 

Portrait of the artist, Creative New Zealand surveyed artists about whether they 

believed there were adequate training and skill development opportunities in New 

Zealand for artists in their art form, whether they had been able to take advantage of 

the available opportunities, and what, if anything, had prevented them from taking 

advantage of training opportunities. 

 

44% of artists believe there are adequate professional training opportunities in New 

Zealand and 35% believe there are inadequate opportunities. When asked if they 

had been able to take advantage of the available training opportunities: 

 45% of artists said “yes”. 

 36% said “no”. 

 11% said “yes and no”. 

 5% said they had no need to take advantage of training opportunities. 

 3% were not aware of any training opportunities. 

 

Craft artists are more likely than artists overall to learn by self-teaching, attend 

workshops and adult education classes and are less likely to attend university.  

 

Artists unable to take advantage of training and development opportunities cited the 

following main preventative factors40: 

 Courses/training not available when needed (42%). 

 Working full-time/lack of time (41%). 

 Cost (40%). 

 Domestic responsibilities (30%). 

 Quality of training at the time (24%). 

 Geographical distance from the training location (22%). 

 Did not think they needed it (20%). 

 

Of the artists who believe there are inadequate training and skill development 

opportunities, the following barriers were identified: 

 Limited or no training available in their field/specialist area (21%). 

 Quality of training inadequate (12%). 

 Lack of work opportunities after training (11%). 

 Lack of skilled teachers/mentors (10%). 

 Prohibitive cost of training (10%). 

 Lack of funding support for training (10%). 

 

Craft artists are more likely than artists overall to identify geographical distance as a 

barrier to training (39% cf 22%), and to say that the training opportunities are 

inadequate because a lot of courses have been closed down (24% cf 4%). 

                                                
40 Arts Council of New Zealand Toi Aotearoa. (December 2003). Portrait of the Artist: A survey of 

professional practising artists in New Zealand, pp. 28-31. 
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12.0 Government and community arts initiatives 
There are a number of initiatives funded by the government and community 

organisations that aim to raise the status of the creative arts. They also support the 

growth of these industries. One way this is done is through the introduction of digital 

platforms for the creative industries. These digital platforms are being used by the 

arts sector to: 

 Archive and document work. 

 Build online communities and information exchange between artists and their 

followers. 

 Display and promote the work on New Zealand artists, art groups, art 

companies and art events both nationally and internationally. 

 Provide access to information and resources specific to art forms. 

 Provide access to the public to view and purchase artworks.  

 Provide ticket purchasing for performances and art events. 

 Circulate information to subscribing audiences.   

 

Creative New Zealand  

Creative New Zealand is the national arts development agency. Their funding 

programmes include: 

 

Programme Description 

Quick Response and Arts Grants Grants for specific projects or activity 

Our investment programmes Ongoing support for arts organisations 

Community arts Financial support to communities to help them 

participate in and develop the arts. Includes the 

Creative Community Scheme (CCS) 

Residencies, fellowships and 

awards 

Specific opportunities in New Zealand or abroad 

for various art-forms 

ToiAke and Tohunga/Tukunga Two initiatives to cultivate and preserve Ngā Toi 

Māori 

Earthquake Recovery Grants As Christchurch rebuilds we are supporting 

projects that will help to invigorate the 

redevelopment of the city. 

International opportunities A variety of targeted programmes to take world 

class New Zealand art to audiences worldwide 
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Creative New Zealand also offers workshops, webinars and coaching in the following 

areas: 

 Audience and Market Development. 

 Strategy and governance. 

 Fundraising. 

 Touring. 

 

The big idea 

www.thebigidea.co.nz/ 

The Big Idea | Te Aria Nui community is free to join and allows artists to share news, 

views, events, job opportunities and show their work. They can also create a profile 

and connect with New Zealand’s arts talent and creative enterprise.  

 

Artfind 

www.artfind.co.nz/ 

A website to showcase contemporary visual arts in NZ. 

 

Gap Filler 

www.gapfiller.org.nz/ 

This offers several levels of support for creating projects in vacant sites around 

Christchurch. 

 

Christchurch Community Arts Council 

artschristchurch.org.nz/ 

Their objectives include: 

 Encouraging and promoting the practice, appreciation and enjoyment of all 

forms of artistic activity in Christchurch. 

 Acting as an advocate for community arts in Christchurch. 

 Making grants and subsidies available for community arts projects. 

 Undertaking any other activities that it determines are for the benefit of 

community arts in Christchurch. 

 

Boosted 

www.boosted.org.nz/ 

This is a Crowdfunding website for arts projects in New Zealand. 

 

http://creativenz.govt.nz/en/arts-development-and-resources/workshops-webinars-and-coaching/audience-and-market-development-221411581223114
http://creativenz.govt.nz/en/arts-development-and-resources/workshops-webinars-and-coaching/strategy-and-governance
http://creativenz.govt.nz/en/arts-development-and-resources/workshops-webinars-and-coaching/fundraising
http://creativenz.govt.nz/en/arts-development-and-resources/workshops-webinars-and-coaching/touring
http://www.thebigidea.co.nz/
http://www.artfind.co.nz/
http://www.gapfiller.org.nz/
http://www.boosted.org.nz/
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Arts access Aotearoa 

artsaccess.org.nz 

This organisation advocates for people in New Zealand who experience barriers to 

participation in the arts, as both creators and audience members. Their programmes 

consist of: 

 Access and Participation 

 Community Development 

 Advocacy and Profile 

 Information Centre 

 Prison Arts. 

 

Of importance here is that artists are given the same opportunities to link with other 

artists, brand themselves and showcase their work. 

 

Jobs for artists can also be found here, supporting those artists who are self-

employed and/or looking to work on collaborative projects or to fund their projects. 

Opportunities for upskilling and mentoring can also be located within these sites. 

 

For established artists, knowing how to access the information on these sites and 

upload content to these sites is essential. Particularly for emerging artists, and 

students wanting to pursue a career in the creative industries, knowing about these 

sites is critical, as they are an important source of information and modeling of a 

career in the creative industries. 

http://artsaccess.org.nz/
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13.0 Key understandings 
From this needs analysis, several key themes have emerged.  

 

1. The demands upon employees, artists and businesses working in the creative 

industries are changing rapidly, fuelled by the fast-paced growth in digital 

technologies. 

 

2. Future qualifications must be flexible and be responsive in order to meet the 

changing skill needs of people working in the creative industries.   

 

3. International research shows a gap exists between the qualifications and the 

skills needed in work and this is a lesson that we can learn for New Zealand.  

 

4. Employers show a preference for experience and qualifications first when 

considering future employees. Employers then consider experience if there is 

no qualification and finally look at a candidate’s qualification if they have no or 

limited experience. 

 

5. Both people working in creative industries and artists need a multi-skill model, 

that includes: 

a. A specific creative/technical skill 

b. Contextualised business skills that relate to issues pertinent to the 

creative industries, such as financial management, taxation, 

knowledge of intellectual property legislation and copyright in digital 

environments 

c. How to use digital technologies to take advantage of the unique 

opportunities they provide  

 

6. Low levels of interest from domestic students for qualifications at Levels 1 

and 2. 

  

7. Course content needs to be more flexible with an increased use of modular 

components to allow an eclectic approach. The qualification needs to be 

accessible to all interested people and relevant to the art form they choose.  

 

8. There needs to be a clearer pathway to allow people, career advisers and 

other relevant people to provide guidance around subject choices at high 

school and career options.  

 

9. Standardised courses with prescriptive content do not meet the needs of 

today’s learners.  
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14.0 Future recommendations 
From the findings of this needs analysis, the following are future recommendations 

we suggest: 

1. A more thorough analysis be undertaken of the types of job vacancies in the 

creative industries as well as a survey of artists and where they are currently 

employed and/or projects they are currently working on, to identify their skill 

gaps. 

 

2. Use the 2013 census results to see if there has been movement within the 

contributions and jobs within the creative industries. 

 

3. Undertake a closer analysis of the content of the current qualifications to see 

where alignment exists between the skill and knowledge required and how 

well these are reflected in the qualifications. 

 

4. A career path developed so career councillors can support students wanting 

to enter into creative industries qualification and recommend the subjects that 

will best support their choices. 

 

15.0 Conclusions 
The Creative Industries are an important economic and cultural factor of the New 

Zealand economy and society. The creative industries support innovation and 

creativity, both of which are highly valued and ensure continuing growth within the 

economy. This report has highlighted the job skills being asked for by industry, the 

types of qualifications being requested by future employees and the areas in which 

artists see their needs. When reviewing the new qualifications, the information 

provided should form a basis for discussion on:  

 Career pathways. 

 The right mix of skills with consideration to technology, and the development 

of ‘soft skills’. 

 The ability access the qualification. 

 Opportunities to gain experience to become more work ready. 

 What knowledge and skills students need to enter into the creative industries 

qualifications. 
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