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Executive Summary
Introduction

This report relates to a research study conducted by Synovate between February and April 2009 on behalf of Arts Council England. The aim of this study was to assess understanding of, engagement with and aspirations for art in the digital space amongst the general public.
Methodology and Sample

Research was conducted amongst three attitudinal groups:

· ‘Leading edge’ – people with a high level of interest in the arts offline, and who are highly engaged in digital technology, including those with a high level of interest in online arts
· ‘Digital enthusiasts’ – people who are highly engaged in digital technology but have moderate to low interest in the arts
· ‘Arts enthusiasts’ – people with a high or moderate engagement in the arts, but low engagement with digital technology
Synovate conducted two online bulletin boards, one with ‘Leading Edge’ respondents and one with ‘Digital Enthusiasts,’ with a total of 90 respondents in each, lasting ten days. We then reconvened these respondents in 9 online groups lasting 1.5 hours each. We also conducted 6 two-hour face-to-face groups with ‘Arts Enthusiasts’ respondents in London, Birmingham and Leeds.
Key findings
What is ‘art in the digital space?’

Most people are happy to consider anything as ‘art’, provided they believe it to be intended as art by its author. However, they hotly contest the value of individual art works as this depends largely on personal perceptions of the quality of the output on display. When prompted, people think the digital space refers to any digital media, but generally online is considered the predominant channel.
Types of Digital Arts Experiences

Arts content in the digital space fulfils four distinct functions for people:
· Access – directing people to arts events offline

· Information – about works of art and their artists

· Experience – exploring works of art in the digital space

· Participation – creating art and taking part in digital arts experiences

Current interaction with ‘art in the digital space’
Spontaneous awareness of ‘art in the digital space’ is low. However, when prompted with a list of art forms such as painting, literature, film, music and performing art, nearly everyone is engaged with art in the digital space in some way. Downloading music is particularly popular among ‘leading edge’ consumers and ‘digital enthusiasts’. 
People’s usage levels of particular online arts content depend on the nature of their artistic interest and their level of enthusiasm for the arts. For ‘digital enthusiasts’ this tends to be limited to accessing basic details about offline events. ‘Arts enthusiasts’ do this too, but many also use the Internet to learn more about their favourite artworks and artists. ‘Leading edge’ consumers do both of these things a great deal, as well as being much more open to the idea of experiencing artworks and performances online.  

Creating and participating in the arts digitally is considered a very niche activity by all segments, appealing only to the most ardent ‘leading edge’ enthusiasts.  There is little expressed desire for these kinds of opportunities among participants, suggesting that the much discussed ‘co-creating’ and ‘remixing’ generation is still only a small minority.  There are a number of important reasons for this:
· Whilst many people are taking part in, for instance, uploading or sharing photos, this is not necessarily perceived to be ‘art.’  People believe that for something to be art there has to be intent on the part of the creator.  Most people’s online activity is not driven by this intent, nor do they want it to be.

· For those people who currently participate in the arts offline, one of their primary motivations is the social nature of these activities. Online participation is not perceived to offer these benefits.
The online artistic experience

In the area of the arts, people use the Internet primarily as a research tool, for finding out about offline events and educating themselves about artists and their works. Online also gives them access to some arts experiences they might otherwise miss out on. It also affords people the opportunity to explore new areas of interest, without having to commit much money or time. At its best, engaging with art online is an enjoyable experience in its own right.
However, people lack confidence in their own artistic taste and knowledge.  They find the extent and variety of art that is available in the digital space overwhelming and intimidating.  Consequently they experience difficulty gauging the legitimacy of online content and its creators.  They feel most online art experiences lack an expert guiding users to valuable content, meaning they must ‘curate’ their own experiences.
Participants also described a number of concerns about and limitations of the online experience:
· The fear that digital arts content will replace the ‘live’ experience by detracting funding for the live arts and resulting in artists losing skills required for creating live experiences.  Presenting digital arts content as a complement to live art allays these fears considerably
· The opinion that experiencing art digitally is anti-social compared to sharing and participating in offline arts events

· Practical concerns about technological limitations and the difficulty of navigating within specific websites and across the Internet as a whole

Future aspirations for ‘art in the digital space’

The digital space is not considered a substitute for the ‘live’ arena, but it has the potential to enhance and complement offline arts experiences through providing:

· Details about locations, times and upcoming events

· Convenient, accessible information about artists and the arts

· A tool for research and self-education

When seen in this light, people are keen to see art in the digital space continue to develop. People are excited by the possibilities the digital space may afford them in future. They appreciate its potential to expand both their own and other people’s artistic horizons. However, only those who are currently engaged with the arts are likely to explore these opportunities. Those who are uninterested in the arts are unlikely to be enticed by these kinds of developments, even though they might be interested in other developments in digital technologies.
Persuading people to pay for arts content online will require guarantees of rare or exclusive content, consistent quality and high legitimacy. If this is in place it is possible people could become more prepared to pay over time.  
Despite fears about the prospects for the live experience, many are excited about the future.  This is particularly the case when considering the possibilities of virtual worlds and immersive technologies, although there is a novelty factor in these ideas and the degree to which this interest in what ‘would be cool’ will be reflected in future behaviour is not clear.  However, many people see real benefits in a more integrated experience, where different media play to their different strengths.

1. 
Research Overview
1.1 
Background

Arts Council England has identified four priority areas for the period 2008-11 that will help it in its mission: to get great art to everyone by championing, developing and investing in artistic experiences that enrich people’s lives. These are:

· Digital opportunities

· Visual arts

· Children and Young People

· London 2012

As part of the digital opportunities objective, the Arts Council is running a research programme to explore the impact of digital technology on how the general public perceive, understand and engage with the arts. This report has been commissioned as part of the research programme. The aim was to understand what the public define as ‘art’ in the digital arena, how they currently engage digitally with arts content and arts organisations and how they would like to do this in the future. To this end, the Arts Council asked Synovate to run a research study exploring the following areas in particular:

· What do people consider to be ‘art’ in the digital space?

· Who currently engages with ‘arts content’ digitally? 

· What form does this engagement take?

· Through what formats does this engagement take place?

· How do people think this is going to change in the future? What are their aspirations for their own engagement in the future? 

· What are the barriers and/or incentives to engaging with the arts digitally?

1.2 
Sample and segmentation

1.2.1  
Segmentation

We spoke to a total of 132 people during the course of this study. To ensure an inclusive sample, we ensured that around 10% of respondents described themselves as having rights under the Disability Discrimination Act. 

We segmented the sample into three attitudinal groups. Throughout this report, we shall refer to each segment by these names: ‘leading edge’, ‘digital enthusiasts’ and ‘arts enthusiasts’.
Segment A: ‘Leading edge’. (30 people)
This group included:

· People who attend/participate in high levels of arts activity ‘offline’ as well as being frequent and enthusiastic users of the internet for non-arts related activity

· People who attend/participate in high levels of arts activity online and ‘offline’ and are frequent and enthusiastic users of the internet for arts and non-arts related activity

We recruited a spread of age, gender and socio-economic grade within this segment.

Segment B: ‘Digital enthusiasts’. (60 people)
This group included those who are highly engaged in digital technology, but who attend or participate in arts activities to only a low or moderate degree, and have low or moderate interest in the arts. We recruited a mix of gender and socio-economic groups for this segment, but set a quota on age:

· 10 participants aged 16-19

· 10 participants aged 20-24

· 10 participants aged 25-34

· 10 participants aged 35-44

· 10 participants aged 45-54

· 10 participants aged 55+

Segment C: ‘Arts enthusiasts’. (42 people)
This group included a mix of people with high or moderate engagement in the arts, but low engagement with digital technology.
The table below displays the recruitment criteria we followed for segment C. The higher age bands and socio-economic groups reflect the groups in the population who are more likely to be engaged in the arts. As this segment was interviewed face-to-face (see section 2.3), it was important to set tighter socio-demographic quotas on each group, so that participants would not feel intimidated by attitudes and outlooks which differed greatly from their own. We recruited a mix of genders in each group.

	
	High engagement in arts
	Moderate engagement in arts

	London
	Group 1: 45-64, C1C2
	Group 4: 45-64, BC1

	Birmingham
	Group 2: 60+, ABC1
	Group 5: 45-64,C1C2

	Leeds
	Group 3: 45-64, ABC1
	Group 6: 60+, C1C2


1.2.2  
Audiences excluded from the research 
We agreed with Arts Council England that the sample should exclude three groups:

· Professional artists and those employed by arts institutions or organisations

· Those who actively reject the arts and have no interest in them 

· Those with no access to the Internet
1.3 
Research methodology

We developed and implemented a research plan in three stages.

Stage 1 - Online bulletin boards

· 1 bulletin board for ‘leading edge’ consumers (30 people)

· 1 bulletin board for ‘digital enthusiasts’ (60 people)

· Both lasted 10 days

Stage 2 - Online focus groups

· 3 online groups with ‘leading edge’ consumers

· 6 online groups with ‘digital enthusiasts’

· 1.5 hours long

· 8-10 participants per group

· All had participated in the online bulletin board

Stage 3 - Face-to-face focus groups

· 6 face-to-face groups with ‘arts enthusiasts’

· 2 hours long

· 6-8 participants per group

· Conducted in London, Birmingham and Leeds
1.4 
Research schematic

1.4.1 
Online bulletin boards

We asked respondents to log on to their bulletin board regularly and post their responses to the various questions and tasks they found there. We also encouraged respondents to initiate their own discussions around the arts by starting new threads on the message board. 

We structured the discussion on the bulletin boards in the following way:

Day 1
General discussion around engagement with the arts and usage of digital technology in everyday life

Day 2

Initial discussion of art in the digital space – what it constitutes and


current awareness

Days 3-4
Drilldown into barriers to and benefits of experiencing art in the digital 

space

Days 5-10
Exploration of specific websites to stimulate further discussion (Synovate encouraged ‘leading edge’ respondents to cite websites other than those provided as stimulus material) 

1.4.2 

Online groups

The flow of discussion in the online focus groups is outlined here:

· Review of bulletin board (respondent feedback on interesting sites, points of discussion, and areas of contention)

· Further discussion around what constitutes art in the digital space and drivers/barriers to experiencing it in this way

· Exploration of what the future may hold for art in the digital space, and ways in which personal usage might change

1.4.3 

Face-to-face groups

The flow of discussion in the face-to-face groups is outlined here:

· Current engagement with the arts

· Attitudes to the notion of art in the digital space, including discussion of how this might be defined

· Assessment of the drivers and barriers to engaging with art in the digital space

· Review of pre-task websites (Synovate asked respondents to look at five sites before attending the group)
· Exploration of what the future may hold for art in the digital space, and ways in which personal usage might change

Discussion guides for both the online and face to face groups are included in the appendix.

1.5
Stimulus materials

Over the course of the research, we asked respondents to look at a large number of websites as a stimulus to discussion. These sites covered all areas of the arts, and were hosted by a mix of publicly funded organisations and independent artists/arts organisations. A full list of websites is provided in the appendix of this report.
1.6 
Defining key terms

Throughout the report we use certain words and phrases which should be clarified from the outset:

· ‘Art’ and ‘the arts’ – We use these terms interchangeably to mean all the arts. Where we wish to highlight one specific art form, we do so explicitly, e.g. ‘visual art’, ‘the performing arts’, ‘music’ etc.

· ‘The digital space’ – this constitutes four formats: computers/online, digital TV, digital radio, and mobile phones. 
1.7 
Introduction to the findings
The main body of this report provides the views and opinions expressed by participants. Through analysis of transcripts, we identified themes and have reported these according to the weight of opinion stated. In addition, we have supplemented these findings in some places with our point of view based on our interpretation and experience gained from other research in related areas. These views are clearly marked as Discussion of findings, and are boxed for additional clarity.
2. 
Main Findings

2.1 
Defining ‘art in the digital space’
This section explores the parameters which participants use to define arts in the digital space. The issue provoked considerable debate in the research sessions, with everyone having a reasonably clear idea of how they themselves would define the term. We will firstly outline how people define art, and then look at what they consider to be the digital space in relation to it.

2.1.1 

Defining ‘art’

People’s personal artistic tastes tend to be tightly defined, but most are tolerant towards art forms which do not conform to these tastes. They accept that different people have different interpretations of what constitutes an art form or art work. When asked to define ‘art’, most people use adjectives such as “creative”, “moving” or “beautiful”, but caveat this response by saying that these qualities lie in the eye of the individual. This means that there tend to be relatively few disagreements about what can and cannot be considered art, but much debate around the value of art, as this depends largely on personal perceptions of the quality of the output on display.
However, most people agree that in order for something to be art, it must be intended as art by its creator. Therefore they also accept user generated content as art, if they believe that this was the intention of the user. YouTube provides a useful illustration of this: for example, video footage of someone enjoying themselves on holiday would not be considered ‘art’, whereas a clip entitled “Arty video I made on holiday” might well be. In short, all content has the potential to be art content, and almost anything will be defined as art by somebody.
“I think YouTube is a good medium to express yourself. In that respect I would say that art can be found on YouTube, but then not all videos on YouTube are artistic.” (Male, ‘Digital Enthusiast’)

2.1.2 
Defining ‘digital’
People are prepared to take a broad view of what constitutes ‘digital’. Spontaneously they think mainly about the Internet, but when prompted they also consider digital TV, digital radio and mobile phones as the ‘digital space’. When discussing arts content on digital TV and radio, people are happy to consider specialist arts channels such as Sky Arts or Classic FM, and also arts programmes which feature amongst a variety of other content on more generalist channels. However, they generally do not consider mainstream drama and entertainment to be comparable to other arts content.
2.2 
Digital platforms
This section describes how people tend to consider the range of digital platforms through which they do, or could experience arts content. We outline the views and resulting behaviour relating to digital TV and radio, as well as the Internet and mobile phones. 

Digital TV and radio

People say that, despite the greater number of channels now on offer, they view digital TV and radio in the same way as their analogue predecessors and therefore consider them to be established platforms. This means they are taken for granted as platforms for the arts which have ‘always been there’. 
“I watch digital TV - didn't even know I was enjoying arts through digital media!” (Female, ‘Leading Edge’)
Online
People are much less familiar with the online experience than they are with the concept of TV and radio. They say that there is a huge variety of content available which can be quite overwhelming and difficult to navigate.
Given the wealth of information available, the challenge for online users is not just to find relevant content, but also to gauge its worth when they do. They say that this is particularly daunting in a field such as the arts, where many people do not feel confident enough in their own opinions to make such decisions. Some feel that art is the reserve of an ‘arty set’ from which they are excluded, and that therefore they are not qualified to shape their own arts experiences.
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Mobile phones
In the context of art in the digital space, most consider their mobile phone simply as a platform for accessing the Internet. The idea of engaging with arts content on their mobiles which is specifically tailored to this platform is of little appeal. 

Some can see the potential benefit of accessing information about arts events on the move, but very few do so at the present time. Actually experiencing the arts via a mobile phone holds little appeal. This is mainly because of small screen size and low image resolution for viewing pictures or video content.
The exception to this rule is music, which many already enjoy on this platform e.g. videos on the iPhone. This usage is particularly prevalent in younger age groups across all segments.
2.3 
Engagement with ‘art in the digital space’
Spontaneous awareness of art in the digital space is low, but when prompted with a list of art forms such as painting, literature, film, music and performing art, nearly everyone engages with the arts online in some way and many also enjoy arts content on TV and radio (digital or otherwise). 
“I’m constantly listening to my iPod when commuting or I use the radio on my mobile. I guess in relation to arts, we're constantly surrounded by it digitally so when we listen or view art it’s not as apparent to us. When we choose to view art without it being digital, the intention is there so I guess we appreciate it more.” (Female, ‘Leading Edge’)
However, whilst people are comfortable with TV and radio and the role these play in the arts, attitudes towards online are much more complex. The wide variety of forms the online experience can take and the wealth of content available means that online tends to dominate dialogue about art in the digital space. The rest of this report reflects that fact, focusing largely on people’s views about online arts experiences.
Art in the digital space can exist in the following four ways:
· Access

· Information

· Experience

· Participation
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Figure 1: The four ways in which arts in the digital space exists in the minds of consumers
1) Access
At its simplest level, the digital space advertises and promotes ‘live’ arts events and experiences. All segments already use the digital space to find out where, when and how they can access their preferred art works and performances offline. An example of a website which is largely used in this way is www.sadlerswells.com Visitors to this site can find information on upcoming shows: e.g. when they are showing, who is performing them, how to book tickets.

‘Digital enthusiasts’ with a moderate interest in the arts and ‘leading edge’ consumers in particular consider the Internet a vital and established resource for organising their offline arts diaries. 
‘Arts enthusiasts’ tend to have built up a network of information sources – aside from the Internet – to help them access the arts. This includes flyers, magazines, on-site visits and word of mouth. They do sometimes use the Internet to find out about specific arts events, but it is usually not their first port of call.
“It’s never occurred to me to look to see if Opera North have their own website, because I usually just pick up the flyers from The Grand and book when they come, but I will certainly look them up now.” (Female, ‘Arts Enthusiast’)
2) Information
Many people also use the Internet to educate themselves about their favourite art works and artists. They enjoy the opportunity to get closer to their favourite artists by finding out more about their lives and the things that influenced them. Websites which host largely biographical or critical content fall into this category, e.g. http://www.roh.org.uk/discover/index.aspx or parts of Wikipedia. 
Informational sites allow people to research things in their own time and subsequently make more informed decisions about which aspects of the arts they would like to explore more deeply. Reviews are considered particularly useful, as these help to build understanding and heighten their enjoyment of art. 
Online research can take time and no little effort, so ‘leading edge’ consumers and ‘arts enthusiasts’ tend to engage with arts content in this way far more than ‘digital enthusiasts’. Although they are not as digitally savvy as ‘leading edge’ consumers, most ‘arts enthusiasts’ do feel comfortable enough to search for this type of content online.
3) Experience
A smaller number of websites offer visitors the chance to experience actual art works and performances. For example, this might take the form of an online art collection (e.g. http://www.nationalgallery.org.uk) or a website hosting video clips or entire programmes (e.g. arts content on YouTube). 

Outside of a handful of well-known sites such as YouTube and BBC iPlayer (both of which host a great deal of non-arts content too), awareness of online offerings in this category is low, especially for literature, theatre and dance. 

It is mostly ‘leading edge’ consumers who are currently interested in experiencing artworks and performances online in this way. ‘Digital enthusiasts’ lack the interest in the arts and ‘arts enthusiasts’ are not sufficiently comfortable with the online platform to engage with the arts online to this degree. 

The exceptions to this trend are: 

· Streaming and downloading music, which is popular with all segments, particularly ‘leading edge’ consumers and ‘digital enthusiasts’

· Watching TV shows digitally online, which is also especially popular with ‘leading edge’ consumers and ‘digital enthusiasts’

There are a small number of sites which contain artworks that are only available digitally, such as http://digitalblasphemy.com. Awareness of such sites is very low, and only some ‘leading edge’ consumers expressed an interest in exploring them further, once they were made aware of them during the research process.

“Nowhere Girl is a wonderful example of how the Internet can actually be innovative delivering art - which graphic novels & comics most certainly are - to a wide audience. I just hope enough people get to hear about it & that the other parts get released. The quality of the artwork displayed here may exceed that which the artist would enjoy had her work been produced in the standard comic book format (i.e. poor paper quality and colour range).” (Male, ‘Leading Edge’)
4) Participation
Some sites offer visitors the chance to actively participate in the uploading, creation and remixing of art works. Examples of such sites include collaborative projects like http://www.1000000monkeys.com, and sites which host user-generated content, such as Flickr or YouTube. 

Active online participation in the arts has limited appeal for most people. Only keen ‘leading edge’ enthusiasts with special artistic interest feel this is something they would enjoy doing on a regular basis. On the whole, people prefer to experience the arts as spectators rather than creators. For those people who are involved in arts activities offline, e.g. choir membership, one of their primary motivations is the social nature of these activities. Online participation is not perceived to offer these benefits. 

However, some people do enjoy visiting user-generated websites, even if they personally do not add or remix content of their own. For example, some people enjoy watching videos uploaded on YouTube, but say they would never upload anything themselves. In situations where people do upload content, e.g. photos on Facebook, this is not necessarily perceived to be art, because in most cases this was not their intention in the first place. (See 2.1.1)
2.4 
The digital experience
Participants discussed both the merits and drawbacks of experiencing the arts in the digital space. In this section we outline firstly the perceived threats and barriers associated with the digital experience. We then describe the perceived benefits of the digital experience.
2.4.1 
Digital arts as a threat to the live
The digital space appeals to people when they view it as a means of complementing existing offline arts experiences. However, many see online and offline arts as an ‘either or’, where developments in the arts online can only come at the cost of offline art. These people consider the online space to be a competitor rather than a complement to the arts offline. ‘Arts enthusiasts’ in particular are worried that “technology will take over” and that the traditional arts experiences they currently enjoy will gradually die out, but these anxieties surface across all three segments. This concern relates to funding for the arts but also reflects an anxiety that artists will gradually lose the skills required for traditional art forms and performances. This does not apply to other digital platforms such as digital TV and radio, which co-exist happily alongside traditional arts experiences. 
“I would be very, very frightened that the digital era would actually take over and supplant natural skills and talents. We must celebrate natural skills and talents at all costs, using the tool of the digital era – it’s the medium and not the message.” (Male, ‘Arts Enthusiast’)
2.4.2 
Barriers to engaging with the arts online
There are five main barriers to engagement with art online:

· A second rate experience

· An anti-social activity
· Legitimacy of content

· Technological constraints

· Lack of awareness
We describe these barriers in more detail below.

1) A second rate experience

Most people believe experiencing the arts digitally is no match for the live experience. For these people, the atmosphere of a live experience is central to their appreciation of the arts. 
“It is always better seeing performing art live rather than on a screen. I feel more involved in it, and it tends to have more of an impact.” (Female, ‘Leading Edge’)
They describe the following specific shortcomings of the digital experience:
· The computer screen cannot convey the scale and texture of paintings and sculpture
· Videos of concerts lack the energy of a live performance

“It's a bit like watching a video of yourself bungee jumping - you were there and some of the emotions might be brought back to life - but it still isn't the real thing.” (Male, ‘Leading Edge’)
Some people feel that it is hard to participate in the arts digitally in the same way as they can offline, e.g. by joining a choir or going to art classes with friends and family. This is especially important for ‘leading edge’ consumers and ‘arts enthusiasts’, many of whom participate in artistic pursuits offline in some way. To these people online participation seems somewhat faceless in comparison, and many are not comfortable interacting with strangers online.
2) An anti-social activity

Some people think that experiencing the arts online is a less sociable activity than going to a gallery or concert. This is particularly true of older generations. They see it as a solitary experience, whereas they tend to share their offline arts experiences with friends and family. For older people and many ‘arts enthusiasts’, shared experience is one of the main appeals of the arts. Some also feel that given how much time they spend in front of a computer at work, using a computer for long periods is not appealing when they get home.

“Despite the fact we have 50 channels on TV to watch, actually cinemas are doing really well, because people want to actually physically go out of their home and see something. Hopefully art will be the same, and we’ll never end up with it just on a [computer] screen.” (Female, ‘Arts Enthusiast’)
3) Legitimacy of content
While most people ‘know what they like’, they also lack confidence in their own knowledge and judgement. People say that in the offline space, arts content is often legitimised by either where it is located or who it is broadcast by (i.e. in a gallery or on an established television or radio programme / channel). They say that this legitimisation helps to alleviate some of the social anxiety they have around making declarations about the quality of arts content.
This anxiety can be more pronounced when considering arts content online. The Internet often lacks the kind of editorial control exerted in the live space. This leads some people to doubt the legitimacy and consequent value or quality of some arts content online.  This in turn makes navigating arts content, and deciding what is ‘worth experiencing’ difficult. Some people (especially ‘arts enthusiasts’) feel much more comfortable on websites which are clearly hosted by institutions they know and trust, e.g. http://www.nationalgallery.org.uk. Some would also welcome the involvement of more recognised ‘experts’ and trusted brands to help them navigate arts content online more easily. 

“I think you have to be so careful these days which sites you visit - sometimes sites are not what you first think they are. A dedicated 'arts' site would help.” (Female, ‘Digital Enthusiast’)
“You have to put it in the right context, in the right surroundings. If you saw the Mona Lisa and all the other great works of art lying in a rubbish dump, it would take something away from the beauty of them. This is why all the great galleries have painting schemes designed to enhance the beauty, that’s why you have beautiful frames – to enhance the quality of the painting. To put it just on a screen with nothing around it might detract from it, so if you could develop some way of having art in context on the screen, that might add something.” (Male, ‘Arts Enthusiast’)
4) Technological constraints

Most people are of the opinion that the Internet still has technical limitations. They cite slow loading times for videos and high resolution images as a hindrance to enjoying the arts online.
“The difficulty is when you want to open up the page and it takes a long time to open up, and then the page freezes on you.” (Male, ‘Leading Edge’)
Some sites are considered difficult to navigate or even understand, such as www.carnesky.com. These issues are particularly likely to put off ‘arts enthusiasts’, for whom it is especially important that a website seems legitimate and who are suspicious of sites which feel obscure or unofficial. Some participants say that they are worried that visiting and downloading content from websites which are unfamiliar may damage their computers by passing on viruses. ‘Digital enthusiasts’ are also likely to give up on these sites but for a different reason, because they are not sufficiently interested in the content to spend time working out how to access it. 

“I am careful where I go on the internet. My computer has virus software on it so sometimes I get messages telling me that I can't open something. I don't want to import anything dangerous on to my machine. I look at trusted and well known sites like the National Gallery one!” (Female, ‘Leading Edge’)
Digital music seems fairly immune to technological concerns. The Internet has made it easier for people in all segments to listen to their favourite artists.
“I think music works better online, sound quality is much better than for example a live concert or even radio.” (Male, ‘Leading Edge’)
Some people think that those with lower computer literacy would struggle to use the Internet to experience the arts. Only a small number of ‘arts enthusiasts’ we spoke to placed themselves in this category, and even they were able to go online and browse websites prior to the face-to-face groups. However, even though they can technically browse the sites, some lack the degree of confidence in their own ability for this to be an attractive option for them.
“I don’t know the ins and outs of the technology. The kids today just seem to go with it and they seem to pick it up so quickly, and I feel left behind “ (Female, ‘Arts Enthusiast’)
5) Lack of awareness
Many people think that they would be unlikely to ‘stumble upon’ much of the arts content available online. The Internet is considered a very useful resource when you
know what you are looking for, but the sheer amount of content makes the idea of browsing overwhelming. This is true of all segments, not just those who are less technologically engaged. 

“I haven't seen or come across traditional art in the digital domain - but then again I am not looking for it and I don't subscribe to any art web alerts or general information.” (Female, ‘Digital Enthusiast’)
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2.4.3 
Benefits of engaging with the arts online

As previously discussed, engagement with art in the digital space is currently mostly on the basic levels of accessing information about artists and offline arts events. This means that when people consider the benefits of engaging with art online, they are often thinking theoretically, rather than reporting on the benefits they themselves currently enjoy. There are five main perceived benefits of engaging with art online:

· Convenience

· Accessibility

· An educational resource

· Testing the water

· An enjoyable experience
We discuss these in more detail below.

1) Convenience

Many see accessing art digitally as a convenient alternative to ‘actually being there’.
There is no need to travel long distances to attend an event, which can be time consuming and costly. 
“When the pennies are low or I don’t have the time then I think online is great.” (Male, ‘Digital Enthusiast’)
The Internet has also helped people to enjoy art more spontaneously, without needing to plan visits days or weeks in advance. People are now able to ‘dip in’ to the arts when it suits them, because online art is always available, instant and on demand.
2) Accessibility

Many appreciate that the Internet allows them to access arts experiences which they would otherwise miss out on, e.g. music concerts from yesteryear or paintings in foreign galleries. People consider this good for them personally, but also a wider benefit to society, allowing greater access to arts experiences which would previously have been available to the most privileged members of society. Websites such as YouTube and www.moma.org are examples of sites which offer these benefits.
“Online is obviously second best, but it’s better than not seeing it at all and learning about it, from an educational point of view.” (Male, ‘Arts Enthusiast’)
People agree that the Internet has made the arts more inclusive, opening up arts experiences to those who may have been marginalised in the past, e.g.

· Those with mobility issues

· Those unable to afford travel and entrance costs

· Those living outside of cultural centres, e.g. London or Manchester
This point of view is shared by those who actually experience these barriers.

The Internet has also made offline events easier to find out about. For some people, websites provide an invaluable source of information about venues, opening times and upcoming events, as well as an accessible forum for sharing opinion and debate with other enthusiasts.
“I think this site (London Symphony Orchestra on Facebook) delivers some good information for those who are interested in that particular music. I think the fact it’s on Facebook is brilliant as 9/10 people are on it, it’s easy to navigate around and express your own opinions with others who share the same interest.” (Female, ‘Arts Enthusiast’)
3) An educational resource

Most people consider the Internet to be primarily a research tool. ‘Leading edge’ consumers and ‘arts enthusiasts’ in particular use it to find out more about areas of artistic interest, usually sparked by offline arts experiences they have had. The huge amount of critique and review available allows them to make informed decisions about what they would like to explore further.

“You get lots of easily accessible analysis: reviews, write-ups, appraisals etc. You can get more out of an art experience thanks to the Internet.” (Male, ‘Leading Edge’)
Participants say that the Internet allows people to self-educate on their own terms and in their own time, without having to worry about being intimidated by those they perceive to be more knowledgeable. This is particularly true for those who are less confident in their knowledge of the arts, many of whom feel self-conscious or even embarrassed about this. Those who have very low engagement in the arts do not have the desire to find out more online, but the Internet is regularly used by many who are at least moderately engaged and would like to know more.
4) Testing the water

For many people, the vast array of offline arts experiences available to them can be overwhelming. In this context, the Internet affords them the opportunity to ‘try before they buy’. This trialling takes many forms:
· They can explore online art gallery collections before committing to travel to the gallery itself

· They can download film trailers or previews before going to the cinema or buying a DVD
· They can stream music on websites before deciding whether to buy a CD or pay for a download

· They can view clips of theatre or dance productions before purchasing tickets for a performance
Some people say that it is cheaper to do this online than it is to buy a magazine or newspaper, and in some cases online gives you a better taste of the ‘real thing’. For example, a film review online can include video clips and trailers, whereas a magazine review is limited to words and screenshots. 
“The good thing about it is being able to go to a website and see things before you go to view them in a gallery, and you get to have a feeler – is it right for you, do you like the pictures. Also you can go to YouTube and get a glimpse of a film for two minutes.” (Male, ‘Digital Enthusiast’)
5) An enjoyable experience

In some situations, people consider engaging with the arts digitally to be an enjoyable experience in its own right. Many people still feel excited by the potential of the Internet and enjoy uncovering ‘hidden gems’, which they can then share with their friends and family. 
For many, a major benefit of art online is that it can be experienced in a relaxed environment where one can take things in one’s own time. This is in contrast to having to visit a specific location, possibly at a specific time, and the organisation that this may involve.
“I much prefer online as it is a more relaxed environment and I can take as much time as I want to look at things.” (Male, ‘Digital Enthusiast’)
Participants describe music as a particularly enjoyable form of art to experience and access online. They welcome the wide choice available and the ease with which it can be accessed, through sites such as Apple iTunes. Many also think photography is well-suited to online, because of the potential for sharing ‘artistic’ photos with no loss of quality. They consider the Internet a natural repository for all digital content, including digital photos.
“I personally use online for viewing photography, which I find extremely useful, not only for research purposes but also for viewing the art of photography itself.” (Female, ‘Leading Edge’)
2.5 
The future of art in the digital space

2.5.1 
Arts experiences in future
There is no doubt in people’s minds that digital is here to stay and that technology will continue to change the way we engage with and consume content of all descriptions. Online is seen as the big area of potential for art in the digital space, over digital TV and radio, which are viewed as established channels already.
People describe a wide range of different and what they consider to be exciting developments when asked to imagine the possibilities for digital arts in future. The idea of an immersive virtual experience that would be ‘as good as being there’ is often mentioned. However, it is not clear the degree to which people would actually engage with innovative or pioneering technology such as virtual reality over a protracted period of time.
“I imagine in 20 years many physical art forms will be accessed through holograms and other digital art will be widely available. I also imagine whole museums and galleries being toured virtually on the net live, i.e. you will be able to see real live visitors and scan a room live.” (Male, ‘Leading Edge’)
Many people are worried that technological advances will drive out the more traditional art forms and ways of experiencing the arts (this concern is discussed further in Chapter 2.4.1). They are concerned not only that they themselves will not have access to the arts experiences they currently enjoy, but also that artists will lose the skills required to produce more traditional art works and performances. This is particularly true of ‘arts enthusiasts’. Concerns over the ‘threat to the live’ permeated much of the discussion around art in the digital space and was raised spontaneously by many people. When talking about the future, this fear was offset by the belief that some live experiences would continue to be irreplaceable.
“There will always be paintings that you won’t see any other way, like the Sistine Chapel - it doesn’t matter what you do, you could have all the graphics in the world, but it’s not the same and it never will be.” (Female, ‘Arts Enthusiast’)
Many people who participated in this research commented that it had broadened their horizons and had encouraged them to explore the digital space further in future. It also opened their eyes to the range of content that can be described as digital art.
“It’s opened my eyes to what there is out there, and perhaps that’s what I go away from this having benefitted from.” (Male, ‘Arts Enthusiast’)
However, it is those who are most engaged in the arts already who are most likely to explore art online, as a complement to their existing artistic pursuits. The digital space is very unlikely to ‘convert’ those who are currently uninterested in the arts.
“I think there are ways you can create an art form through all different media and new ones that we haven’t thought of yet. I’m not against the idea of trying something new, but I think I’m probably at an age where I’ve reached that limit myself in personal taste.” (Male, ‘Arts Enthusiast’)
“To be honest I don’t think it would appeal to me [in the future] at all. Certain things would – it saves you spending loads of time in bookshops – but the art ones don’t interest me at all.” (Female, ‘Digital Enthusiast’)
There is currently little sense that active participation in creating art will increase greatly in the future. Creating art is seen as a calling to a large extent – artists will be artists no matter what their means, and those who don’t consider themselves artistic are unlikely to be swayed by new media or methods. This applies equally to people of all ages. Whilst young artists may be more likely to explore new media than older ones (because they are so-called ‘digital natives’), there is no evidence from this research that more young people than in past generations will get involved in creating art because of digital opportunities. However, people are keen for more interactive arts experiences, rather than passively reading or viewing. That is to say, they are attracted to the idea of being able to tailor their arts experiences to suit their personal tastes, even if they would stop short of wishing to create their own art. For example, some enthuse about the prospect of virtual gallery tours, where they would be free to view or manipulate images to suit their own tastes. Many see benefits in a more integrated experience, where each platform plays to its strengths as part of a more holistic arts experience. 
Many older people believe their children and grandchildren should be the focus of any changes to the arts and to arts funding. They say that the Internet offers great potential as an educational tool, and that as the current generation of children grow up, they may have different needs and views about the arts in general, and arts in the digital space.
“I'd love to see online initiatives to help children learn to read music, as well as all the interactive benefits of online learning.” (Male, ‘Leading Edge’)
2.5.2 
Paying for art in the digital space
Most people say that they would refuse to pay for arts online. Some point out that, for them, one of the major virtues of the Internet is that it is free. However, some people become more receptive to the idea when it is approached in more concrete terms, e.g. paying for live concert tickets or paying a smaller amount for viewing the same concert online.
People say that they are most likely to pay for an online arts experience if they perceive the content to be either high quality or in some way exclusive or rare. For many the difficulty lies in knowing what they will get before they pay. For this reason, most would only consider paying for content on established websites from organisations they know and trust.
3. 
Conclusions
Although awareness of the concept of ‘digital art’ is limited, many participants are already engaging in some arts-related activity online, and there is openness to the benefits that online access has to offer. The fact that digital art offers opportunities to access information, experience art and participate in the creation of art means that there is scope for people to tailor their involvement to their level of interest. The range of content on offer is a key strength of art in the digital space and offers significant benefits for a wide range of audiences. 

However, despite the range of content on offer, art in the digital space does not replace the live experience, particularly for those with a moderate or high level of interest in the arts. For less arts engaged audiences, there is no sense that they are inspired to get more involved in the arts through digital media, although it is seen as a useful resource. However, for those who are already interested in the arts it has enormous potential to complement and deepen their existing arts experiences.

For many, online content is already valuable as a research resource and educational tool, but primarily linked to existing ‘live’ events and activities. Looking forwards, there is also scope to provide enjoyable arts experiences independent of offline events and activities. But the range of content available online creates challenges as well as opportunities as many lack the confidence and knowledge to find and identify content that they would enjoy. To overcome these challenges, there is a need for more trusted sources of content and guidance or more effective signposting. 

It also seems unlikely that a substantial market will develop for paid-for digital arts content and experiences in the near future. The expectation is that online content in particular should be free. Coupled with this, there is unlikely to be a willingness to pay for online arts content which is new or unknown given the lack of trusted sources. However, this should not be ruled out in the longer term given the rapid change taking place within the digital media market. 
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COI / Arts Council England: F2F Discussion Guide (2 hours)

1. INTROduction (5 mins)

· Thank respondents for participating

· Introduce self and purpose of research – exploring attitudes to art, and in particular accessing and participating in art online or through other digital media

· Explain role of Synovate and MRS code

· Audio/video recording – reassure about respondent confidentiality

· Warm-up – respondents to introduce themselves to the group

· If you could meet one painter/writer/musician from history, who would it be, and why?

2. Engagement with the arts (10 mins)

Objective: 
To explore current artistic engagement within the group and contextualise respondents’ attitudes towards the arts

· In what ways do you currently engage with the arts? (Not just painting, also literature, film, music, performance art etc.)
· How often? And at what times (evenings, weekends)?  With whom?

· What is it about these activities / experiences that you enjoy so much?  Has this always been the case, or has this developed over time?

· How easy do you find getting involved with the types of arts you are interested in? Why is that?  

· Probe for levels of participation/engagement: Are you viewing it / taking part in it / creating it?
3. art in the digital domain (15 mins)

Objective: 
To gather respondents’ initial thoughts and feelings around the idea of engaging with the arts in the digital domain

I’d now like us to talk about your attitudes to accessing and participating in the arts through digital media, e.g. by viewing websites online or watching digital TV or using your mobile phone or listening to digital radio. 

· Firstly, what is your first reaction to the phrase ‘art in the digital arena’?  Why do you say that?

· Are you currently aware of any arts initiatives / experiences in the digital arena? (Probe other digital platforms aside from online)
· If so, what form do these initiatives/ experiences take exactly? (Probe each example given. Also prompt for painting / performance arts / music / literature if not mentioned spontaneously)
· Have you explored this yourself? 

· How did you first become aware of it?  What encouraged you to explore it?

· What’s good about it? Who for?  Why do you say that?

· Are there any drawbacks?  Could these be overcome and if so, how?

· How would you improve it?

· How do you feel about the idea of being involved in the arts online?

· What might the advantages be? (For you personally, for the general public more widely, for artists and the arts organisation?)

· For those who mainly enjoy art offline, why do you think this is the case? 

·  What do you see as the key differences?

· What barriers do you feel there are to you getting more involved in the arts in the digital domain? (Spontaneous answers then probe)

· Awareness of digital opportunities

· Access / Technophobia

· Convenience

· Time
· Not to my tastes
· How do you feel about paying for arts online? (Probe for opinions about painting / performance arts / music / literature)
4. websites in detail (70 mins)

Objective: 
To use the five pre-task websites as a springboard to a deeper discussion of the issues surrounding art in the digital domain

Explain that you would now like to turn to the websites respondents were asked to look at before they came to the group.

· First of all, how did you find the overall experience of looking at these? Was it:

· Easy or hard to fathom?

· Entertaining or dull?

· Rewarding or unfulfilling?

· Were you aware of any before this research?

· Were you surprised by anything you were asked to look at?

· How did you find the online experience of art compared to offline?  Is it what you expected?  In what ways?

Moderator to explore the five websites respondents were asked to visit as part of their pre-task. Bring each site on screen before the group, using the following questions to gauge attitudes and reactions to each. Make it clear to respondents that these are just examples of the kind of sites that are currently available online – we are in the kind of content they contain and the appeal of accessing it in this way.

· What do you think of this site? (Probe likes / dislikes)

· How do you feel this works as a platform for the arts?  Why do you say this?

· How would engaging with this arts content on this site compare to accessing it offline? Why do you say that?  Do you think it might be engaging for others?

· Is this something you might look at/engage with again in the future? Why/why not?

· What would be the principal barriers to you accessing art in this way?  

· Do you consider this site, or any elements of it, to be ‘art’? Why / why not?

· How would you improve it / make it ‘art’?

Moderator to ask respondents to summarise their thoughts on these sites: what worked and what didn’t?

Moderator to show further examples to the group (including TV/radio and any interesting examples cited in the online communities). 

· What do you think of this site? (Probe likes / dislikes)

· How do you feel this works as a platform for the arts?  Why do you say this?

· How would engaging with this arts content on this site compare to accessing it offline? Why do you say that?  Do you think it might be engaging for others?

· Is this something you might look at/engage with again in the future? Why/why not?

· What would be the principal barriers to you accessing art in this way?  

· Do you consider this site, or any elements of it, to be ‘art’? Why / why not?

· How would you improve it / make it ‘art’?

· Which of the things we’ve looked at today do you think should be described as ‘art’?

· What are your reasons for saying that?

· Is there anything we’ve discussed or shown you which you think shouldn’t be described as art?

· Or anything we’ve overlooked from the digital arena that was not directly discussed but which should be considered as well?

Ask respondents to place the content they’ve seen in the group into three categories – Art/ Not Art/ Not Sure. Ask respondents to justify their categorisations.

· What does something need to do in order for it to be considered as art in the digital arena?  Can you rank these attributes?  Why would you prioritise them in this way?
· How does this compare with art offline? (Probe: Does art in the digital domain need to have any special features to be considered art? What are these?)
· How does art in the digital arena compare with live arts experiences? Is it better/worse/different/complimentary? Is there a relationship between the two?
5. the future of digital art (15 mins)

Objective: 
To assess how respondents envisage they will interact with art in future and explore ways in which digital could be made more appealing

· How do you think the way people engage in the arts will change in the future?

· Next year?  In the next 5 years?  Further ahead?

· Do you think people will interact with art in a different way?

· If so, how?

· Is this a good or a bad thing? Why?

· In what ways do you see your personal involvement changing in future? And that of your friends and family, if at all?  Why is that?

· Is there any type of arts experience you definitely would be interested in getting involved with in the digital domain in future?
· What do you think your children would expect from arts online?

· What should arts online be trying to deliver? (For the arts community, for you personally, for the public more widely etc?)

· What should be done to make online/digital more appealing?

Moderator say: “At the moment some artists and arts organisations receive public funding. The aim of this funding is to help them create exciting, surprising and entertaining arts experiences for as many people as possible. Currently the majority of that funding is spent on live or face to face arts experiences.” 
· Do you think this is still the most appropriate way to spend arts funding?
· Does the balance need to change? 
· Are there any particular areas of digital content that you think it is important to fund? 
· Why?
6. wrap-up and close (5 mins)

· If you were telling a friend about the five sites we’ve looked at today, what would you say about your experience of them?

· What is the one thing above all else which should be done to make you more likely to engage with art in the digital domain?

· Do you have anything else you would like to share on this subject? 

Thank and close

COI / Arts Council England: Online Group Discussion Guide (1.5 hours)
Segment A

1. INTROduction (5 mins)
· Thank respondents for participating

· Introduce self and purpose of group – building on the themes and issues respondents have been discussing on the bulletin board, and attempting to reach some conclusions about the role of digital media in the arts

· Explain ‘remote viewing’, reaffirming respondent confidentiality

· Participant  re-introduction (now within a smaller group / interacting in real time):
· Basic personal information
· Initial reflections on participating in the online community
· Main interests in the arts (reiterating that ‘art’ is not just painting, but literature, music, film, carnival etc.)
2. Reviewing the bulletin board (30 mins)

Objective: 
To encourage respondents to share their experiences of the online bulletin board
· What were your first expectations on hearing the phrase ‘art in the digital domain’?  How did you expect it to differ from the arts experiences you have had to date?  And did it?

· In what ways, if at all, have your perceptions of the digital arts changed over the course of the last two weeks?  
· Were there any sites you saw over the last two weeks which you thought were particularly good?

· What was good about them? (Breadth of content, ease of use, innovation, interactivity etc.)
· And were there any that were not appealing to you at all?

· What did you not like about them?
· What do you feel you have learnt about art from the online tasks you have taken part in?  Probe  - in particular, what have you learnt about art in the digital domain that you didn’t know before?

· Any big surprises? Or disappointments? 
· Of the content you have found / explored, is there any that you needed to pay for? 

· How do you feel about paying for arts online? (Probe for opinions about painting / performance arts / music / literature)
3. art in the digital domain (30 mins)

Objective: 
To drill deeper into attitudes towards art in the digital domain
· Was there any content we saw during the last two weeks which you think falls near or outside the boundaries of what should be described as ‘art’? 

· Why do you say that?

· How, if at all, has digital technology shifted the boundaries of art?
· Which of the things we’ve looked at over the past couple of weeks do you think should be described as ‘art’?
· What are your reasons for saying that?

· Is there anything here which you think shouldn’t be described as art?

· Or anything we’ve overlooked from the digital arena that was not directly discussed but which should be considered as well?
Ask respondents to place the content they’ve seen in the group into three categories – Art/ Not Art/ Not Sure. Ask respondents to justify their categorisations.

· What does something need to do in order for it to be considered as art in the digital arena?  Can you rank these attributes?  Why would you prioritise them in this way?
· How does this compare with art offline? (Probe: Does art in the digital domain need to have any special features to be considered art?  What are these? Is there a difference between sites that are, or aspire to be ‘art’ and sites that are about arts events or activities?)
Explain that you’d now like respondents to talk about their attitudes to accessing and participating in the arts through digital media. Encourage respondents to draw on concrete examples to back up their ideas.
· What are the main benefits of engaging with art in the digital domain (for you personally, for the general public, for artists and arts orgs)? Probe for specific benefits of mobile phones, digital TV.
Ask respondents to draw up a list of benefits of engaging with arts online and then a second list of drawbacks. Encourage respondents to think about this from the perspective of others e.g. wider public perspective,(prompt for artists/organisations if necessary, but no need to dwell on this).

(Spontaneous answers but prompt if necessary for painting / performance arts / music / literature)
· What opportunities does it present and for whom? 
· How can it change people’s lives? 
· Are the benefits different if you are looking at or reading something online, to if you are interacting with it – for instance uploading or remixing your own content or discussing content with others?

· Are these benefits the same or different to the benefits of engaging with the arts ‘live’ or face to face? 

· How accessible do you feel online art is at the present time? Why do you say that?

· What arts content can be enhanced by digital technology and why? What is incompatible with the digital domain?  Why do you say that?  Could anything be done to increase its suitability?
· What might stop you getting more involved in the arts in the digital domain?  What might stop others? Could these be overcome?  If so, how?
4. the future of digital art (20 mins)

Objective: 
To assess how respondents envisage they will interact with art in future and explore ways in which the digital proposition could be developed further
· How do you think the way people engage in the arts will change in the future? Next year?  In the next 5 years?  Further ahead?

· Do you think people will interact with art in a different way?

· If so, how? (Probe: will people be more actively engaged in creating/remixing content, or will their engagement be more passive, accessing and viewing other people’s art?)
· Is this a good or a bad thing? Why?

· In what ways do you see your personal involvement changing in future? And that of your friends and family, if at all?  Why is that?

· Where might arts in the digital domain develop in future?  Any emerging technologies that art could harness better / more?  Any that are unsuitable?

· What should online arts be trying to deliver?

· What do you think your children would expect from arts online?
· Is there any type of arts experience you definitely would not be interested in getting involved with in the digital domain in future? Why is that?
· What could be done to make online/digital more appealing? 

· What could be done to make online/digital more accessible?
Moderator say: “At the moment some artists and arts organisations receive public funding. The aim of this funding is to help them create exciting, surprising and entertaining arts experiences for as many people as possible. Currently the majority of that funding is spent on live or face to face arts experiences.” 
· Do you think this is still the most appropriate way to spend arts funding?
· Does the balance need to change? 
· Are there any particular areas of digital content that you think it is important to fund? 
· Why?
5. wrap-up and close (5 mins)
· Is there anything that you have seen during this process that you would recommend to your friends or family?

· If you were trying to encourage a friend to become more involved in the digital arts, what examples would you show them?

· What one development do you think would do most to improve your experience of art in the digital domain?

· Do you have anything else you would like to share on this subject? 
Moderator ask respondents if anyone has a webcam, and if so, would they be happy to leave brief feedback about their experience through this?
Thank and close
COI / Arts Council England: Online Group Discussion Guide (1.5 hours)
Segment B

1. INTROduction (5 mins)
· Thank respondents for participating

· Introduce self and purpose of group – building on the themes and issues respondents have been discussing on the bulletin board, and attempting to reach some conclusions about the role of digital media in the arts

· Explain ‘remote viewing’, reaffirming respondent confidentiality

· Participant  re-introduction (now within a smaller group / interacting in real time):
· Basic personal information
· Initial reflections on participating in the online community
· Main interests in the arts (reiterating that ‘art’ is not just painting, but literature, music, film, carnival etc.)
2. Reviewing the bulletin board (30 mins)

Objective: 
To encourage respondents to share their experiences of the online bulletin board
· What were your first expectations on hearing the phrase ‘art in the digital domain’?  How did you expect it to differ from the arts experiences you have had to date?  And did it?

· In what ways, if at all, have your perceptions of the digital arts changed over the course of the last two weeks?  
· Were there any sites you saw over the last two weeks which you thought were particularly good?

· What was good about them? (Breadth of content, ease of use, innovation, interactivity etc.)
· And were there any that were not appealing to you at all?

· What did you not like about them?
· What do you feel you have learnt about art from the online tasks you have taken part in?  Probe  - in particular, what have you learnt about art in the digital domain that you didn’t know before?

· Any big surprises? Or disappointments? 
· Of the content you have found / explored, is there any that you needed to pay for? 

· How do you feel about paying for arts online? (Probe for opinions about painting / performance arts / music / literature)
3. art in the digital domain (30 mins)

Objective: 
To drill deeper into attitudes towards art in the digital domain
· Was there any content we saw during the last two weeks which you think falls near or outside the boundaries of what should be described as ‘art’? 

· Why do you say that?

· How, if at all, has digital technology shifted the boundaries of art?
· Which of the things we’ve looked at over the past couple of weeks do you think should be described as ‘art’?
· What are your reasons for saying that?

· Is there anything here which you think shouldn’t be described as art?

· Or anything we’ve overlooked from the digital arena that was not directly discussed but which should be considered as well?
Ask respondents to place the content they’ve seen in the group into three categories – Art/ Not Art/ Not Sure. Ask respondents to justify their categorisations.

· What does something need to do in order for it to be considered as art in the digital arena?  Can you rank these attributes?  Why would you prioritise them in this way?
· How does this compare with art offline? (Probe: Does art in the digital domain need to have any special features to be considered art?  What are these? Is there a difference between sites that are, or aspire to be ‘art’ and sites that are about arts events or activities?)
Explain that you’d now like respondents to talk about their attitudes to accessing and participating in the arts through digital media. Encourage respondents to draw on concrete examples to back up their ideas.
· What are the main benefits of engaging with art in the digital domain (for you personally, for the general public, for artists and arts orgs)? Probe for specific benefits of mobile phones, digital TV.
Ask respondents to draw up a list of benefits of engaging with arts online and then a second list of drawbacks. Encourage respondents to think about this from the perspective of others e.g. wider public perspective,(prompt for artists/organisations if necessary, but no need to dwell on this).

(Spontaneous answers but prompt if necessary for painting / performance arts / music / literature)
· What opportunities does it present and for whom? 
· How can it change people’s lives? 
· Are the benefits different if you are looking at or reading something online, to if you are interacting with it – for instance uploading or remixing your own content or discussing content with others?

· Are these benefits the same or different to the benefits of engaging with the arts ‘live’ or face to face? 

· How accessible do you feel online art is at the present time? Why do you say that?

· What arts content can be enhanced by digital technology and why? What is incompatible with the digital domain?  Why do you say that?  Could anything be done to increase its suitability?
· What might stop you getting more involved in the arts in the digital domain?  What might stop others? Could these be overcome?  If so, how?
4. the future of digital art (20 mins)

Objective: 
To assess how respondents envisage they will interact with art in future and explore ways in which the digital proposition could be developed further
· How do you think the way people engage in the arts will change in the future? Next year?  In the next 5 years?  Further ahead?

· Do you think people will interact with art in a different way?

· If so, how? (Probe: will people be more actively engaged in creating/remixing content, or will their engagement be more passive, accessing and viewing other people’s art?)
· Is this a good or a bad thing? Why?

· In what ways do you see your personal involvement changing in future? And that of your friends and family, if at all?  Why is that?

· Where might arts in the digital domain develop in future?  Any emerging technologies that art could harness better / more?  Any that are unsuitable?

· What should online arts be trying to deliver?

· What do you think your children would expect from arts online?
· Is there any type of arts experience you definitely would not be interested in getting involved with in the digital domain in future? Why is that?
· What could be done to make online/digital more appealing? 

· What could be done to make online/digital more accessible?
Moderator say: “At the moment some artists and arts organisations receive public funding. The aim of this funding is to help them create exciting, surprising and entertaining arts experiences for as many people as possible. Currently the majority of that funding is spent on live or face to face arts experiences.” 
· Do you think this is still the most appropriate way to spend arts funding?
· Does the balance need to change? 
· Are there any particular areas of digital content that you think it is important to fund? 
· Why?
5. wrap-up and close (5 mins)
· Is there anything that you have seen during this process that you would recommend to your friends or family?

· What one development do you think would do most to improve your experience of art in the digital domain?

· Do you have anything else you would like to share on this subject? 
Moderator ask respondents if anyone has a webcam, and if so, would they be happy to leave brief feedback about their experience through this?
Thank and close

Full list of websites used as stimulus material
Below is a categorised list of the sites used.

Visual art

http://digitalblasphemy.com/
www.moma.org
http://www.tate.org.uk 

http://www.lastplace.com/
http://www.nationalgallery.org.uk/ 

www.zoom.elements-network.de/zoom.htm
Theatre

http://www.shakespeares-globe.org/
www.carnesky.com
Combined Arts

http://www.carnivalnet.org.uk/
Dance 

http://www.sadlerswells.com/
Music

http://www.roh.org.uk/discover/index.aspx 

www.facebook.com/pages/London-Symphony-Orchestra/7123687989
www.philharmonia.co.uk/city_of_dreams
www.radiohead.com
http://www.artsforge.com/musicforge/audiocracy/
Literature
http://www.nowheregirl.com/episode/01/00.html
http://www.1000000monkeys.com/
http://www.flightpaths.net/
http://www.lovereading.co.uk/
Other
www.youtube.com
http://www.bbc.co.uk/iplayer/



�











Consuming digital arts: understanding of and engagement with arts in the digital arena amongst the general public


Qualitative research report





Prepared for: 	Tracy Logan, COI


			Emily Keaney, Arts Council England


Prepared by:	Synovate


Date:			April 2009


COI ref:	 	292968


Synovate ref:		09-0333














Discussion of findings: Understanding intention


The notion of intention is a particularly complex one in the debate around art in the digital space, because the digital space lacks many of the traditional indicators of the artistic experience, e.g.:





In the visual arts, works being displayed in an art gallery or museum, or, on a more fundamental level, being placed inside a picture frame or display cabinet


In the performing arts, a performance on a stage and/or in a theatre





While these clear indicators do exist in the digital space, they are much less prevalent. The Internet in particular is not an established platform for the arts, so people have to assess for themselves whether they think the content they view/listen to is intended as art. This is a cause of anxiety for many people, because the intention of online content is often unclear, and they worry about looking at ‘the wrong things’ or interpreting them in ‘the wrong way’.

















Discussion of findings: Active and passive usage of channels


People trust the arts content they enjoy through TV and radio because they think that the very fact that it has been deemed worthy of broadcast is proof of its value and relevance. Many people are unsure how to gauge the relative worth of one artwork/artist over another, so this filtering of arts content by ‘someone who knows better’ is reassuring. 





TV and radio are enjoyed passively by most people. They make a decision about which channel to watch/listen to, but beyond that they have little say in what content is actually broadcast to them, and how this is presented. They cannot change the content of the programmes they choose to watch. Digital technology has led to a greater proliferation of channels, but this experience remains essentially unchanged. Digital TV which is hosted online (e.g. � HYPERLINK "http://www.bbc.co.uk/iplayer" ��BBC iPlayer�) is considered in the same light, consumed in the same way as programmes recorded on a VCR. 





TV and radio are seen to offer a fairly narrow provision of arts experiences. Programmes either broadcast 1) footage of live events, or 2) critique of artists and art works. The possibilities for active participation are very limited.








1. ACCESS





2. INFORMATION





3. EXPERIENCE





4. PARTICIPATION





At the centre of the experience there is an art work or performance





Discussion of findings: Low awareness and a lack of proactivity


Many niche or experimental arts content websites are simply never visited by the majority of people. The reasons for this are twofold. 


Firstly, people are very unlikely to ‘chance upon’ such websites. Such sites are unlikely to be signposted by more mainstream media, reducing the chance that people will be directed to them. In addition, people are now less likely to go online simply to ‘surf the Net’. They view the Internet as a means to an end (i.e. to search for specific information), rather than as an end in its own right (i.e. an entertaining ‘mystery tour’)


Secondly, interest in these experiential and participatory arts sites is low, so people are unlikely to proactively seek them out








The interactive functionalities of digital TV (e.g. red button) seem to be of little value for most people. This may be because these services do not provide the relaxed enjoyment of watching a programme passively, nor can they match the more detailed information to be found online.





People experience the Internet much more actively. Surfing the Net requires the consumer to make decisions at every turn. They plot their own journey, navigating pages and sites according to their own criteria for value and relevance of content. This is both a major appeal of the Internet and a source of apprehension for many users. 
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