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Digital Opportunities Research Programme

Research questions

Digital opportunities is one of the Arts Council's four priorities for 2008–2011. A part of the Digital opportunities work programme is a three year research programme. The research will investigate three core areas, discussed in more detail below:


· The impact of digital technology on how the public perceive, understand and engage with the arts

· How digital technology is transforming art and artistic practice

· The implications for content creation, distribution and ownership


The impact of digital technology on how the public perceive, understand and engage with the arts

Digital technology is changing the expectations and experiences of citizens and consumers. New opportunities to view, edit and interact with content are proliferating, including cultural and creative content. Younger generations in particular no longer expect to be passive consumers of content, rather they expect to be able to ‘remake and remix’, seeing cultural content as the building blocks that enable them to create their own culture (Lessig, 2004). There is also an increasing expectation that content will be free at the point of access, and will be available to adapt and share. This is likely to have implications for how and where people access and experience artistic content. 

The research in this area will look in particular at the following key research questions:

· Who currently engages with ‘arts content’ beyond the live and how?

· What is the level and nature of this engagement and how is it changing?

· Are engagement patterns different across different sub-groups in the population?

· What is the nature of the digital and/or mediated arts experience? 

· What is the impact?

· How do people value the experience?

· What constitutes a ‘quality’ experience?

· What is the relationship between the digital and/or mediated arts experience and the live?

· What is the digital presence of arts organisations, particularly regularly funded organisations (RFOs) and how well is this meeting the needs and expectations of the public?

How digital technology is transforming art and artistic practice
Digital technology is also transforming art and artistic practice. It provides new media with which to create and produce art, resulting in new forms of expression. It also has the potential to transform the ways artists communicate, collaborate and share ideas. 

McMaster (2008) argues that these developments are crucial to the future development of the sector, and that ‘harnessing the possibilities offered by the exponential growth and development in new technologies is an important part of enabling risk and innovation.’ The research programme will focus in particular on the following key research questions:

· How is digital technology changing art and artistic practice? What new forms are emerging?

· How do these forms relate to our cultural history and heritage?

· How are these forms shaping the future of practice?

· What is the relationship between the live and the mediated? What are the differences and what are the crossovers?

· What is the relationship between digital technology, excellence and innovation in artistic practice? To what extent do digital technologies facilitate or suppress the generation and implementation of new ideas and/or enhance the quality of creative processes?

· How are art and artistic practice shaping digital technologies? What opportunities are there for creative practitioners to drive innovation in digital technology with applications beyond the creative sector?


The implications for content creation, distribution and ownership

Finally, digital technology has implications for the way the arts economy operates, including models of content creation, distribution and ownership. Key factors driving this include:

· the emergence of new markets and market opportunities in both the private and public sector. These potential markets could increase demand and opportunities for artists and arts organisations, but they are currently poorly understood, as is the role that public subsidy could and ought to play in developing these opportunities.

· new markets and methods of distribution are usurping traditional intellectual property and copyright frameworks. Public funding complicates this further, requiring a balance to be struck between protecting artists’ revenue streams and ensuring public access to publicly funded content. New models and a new consensus are needed that are appropriate for a digital age.

· consumers are increasingly used to engaging with organisations and service providers in more immediate, more personalised and more convenient ways. This requires organisations to become more responsive and sophisticated throughout their business processes, including back office systems, the way they market to and communicate with their customers and the kind of experience they provide.

The research will investigate these issues, with reference to the following key questions:

· What is the current market for digital content? 

· How can ICT expand or transform existing markets? 

· What are the implications of these new markets for current IP models? 

· What are the implications of these new markets for the relationship between arts organisations and current or potential audiences?

· How can arts organisations strike the balance between responding to audience demand and providing audiences with unexpected, challenging or unimagined experiences? 

· What is the current capacity of artists and arts organisations to respond to the opportunities and/or challenges presented by digital technologies?

· How will this need to change in the future?
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