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The Computer Games industry is now bigger in GDP terms than the UK film industry and 

it continues to grow. As mobile technologies take off, gaming is likely to become even 

more prevalent, on the bus and train, in lunch breaks, you name it, anywhere.  If the UK 

is to take advantage of this growth we need an ongoing supply of creative and talented 

individuals with rich imaginations, highly developed technological skills, and business 

and people management acumen.  

 

As an industry we can’t simply rely on talented ‘geeks’ turning up on our doorstep 

anymore. We need gamers with a talent for business, entrepreneurs who can take our 

industry to the next level. Therefore we must pull together and influence the training and 

education system as much as we can. Importantly, we will only get what we want if we 

know what we want and we let it be known. 

 

To me, that is what this action plan is all about: the industry coming together for the first 

time ever to articulate what it needs in terms of skills and company development, and 

identifying how it can work together, with government, public agencies and with the 

education system to address these needs.  

 

In the not too distant past it would have been unheard of for the games industry to sit 

round the table opposite competitors, let alone try and jointly understand what it requires 

of its future workforce. This is very difficult in such a technology-based industry and one 

that has grown rapidly and now has to grow up rapidly in order to not only survive, but 

thrive. As technology becomes cheaper and more widespread there’s no doubt we’ll face 

new challenges from competition abroad.  

 

The only way to see off this competition is to continually invest in our human capital in 

order to stay one step ahead. This action plan is the first step in that process; I 

encourage you to sign up to it. 

 

Ian Livingstone 

Chair, Computer Games Skills Forum 

Creative Director, Eidos  

www.eidos.co.uk   
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Over a year in the making, what follows on these next pages is the result of one thing 

above all others – collaboration. For the first time the diverse and complex sectors that 

make up the Interactive Media community have come together with Skillset and the 

public sector to carve out the future of skills within the industry.  

 

However, this is not the finishing line but the starting pistol. There is still significant work 

to be done but it will be approached with a renewed sense of purpose spring-boarded by 

the momentum we have created. The meaningful dialogue and partnerships that have 

been created will help ensure that skills will remain at the top of the industry’s agenda, 

supported by an increased level of understanding with education and training providers 

and the public sector.  

 

What has been achieved is impressive and spans the myriad corners of our assorted and 

very unique sectors. And perhaps the achievement of which I am most proud is the 

flexibility with which this document has been forged.   

 

A fundamental shared desire amongst all the contributors to this plan has always been 

that it remains a living document with the ability to evolve in step with an industry 

characterised by growth and progression.  It may seem ambitious, but so was the rate of 

growth and creativity which has propelled our industry to the forefront of the economy.  

 

If our workforce and its portfolio of skills are to keep apace with that growth – then we 

must prioritise their development.   

 

With this plan that is exactly what we have accomplished. It is lead by innovative and 

tailored solutions based on extensive consultation and in depth research and represents 

our best chance to set the highest standards of skills development necessary to drive our 

industry on to the next exciting phase of expansion.   

 

 

 

Andrew Chitty 

Chair, Interactive Media Skills Forum 

Managing Director, Illumina Digital 

www.illumina.co.uk  
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01 EXECUTIVE SUMMARY  

 

This action plan outlines the key skills and company development issues facing the 

Interactive Media and Computer Games industries. Importantly it also outlines the 

activity which Skillset, the industries, government, the public agencies and training or 

education providers throughout the UK will strive to deliver in order to address these 

issues.  

 

Due to the fast moving nature of the sector it will be impossible for any work stemming 

from the solutions and recommendations to stand still. It is essential that all agreements 

and priorities remain responsive, through close collaboration between Skillset and the 

industry, to industry changes. This action plan originates from the Sector Skills 

Agreement for Interactive Media that Skillset is currently brokering with governments and 

funding agencies throughout the UK. 

 

Skillset has built on the array of secondary research and information produced by others 

and carried out extensive primary research to identify the anticipated trends in the future 

use of skills. We then consulted widely on this with the sectors and with key agencies, in 

order to arrive at a consensus view on the way forward. 

 

Skillset is also well placed to make links with other audio visual sector strategies, like film 

and television, to ensure synergies are capitalised on as sectors come closer together 

and as interactive media techniques become more pervasive. 

 

In completing this action plan one of the most difficult challenges has been to define the 

Interactive Media sector. Many existing reports or classifications are too general to 

identify specific skill areas. Therefore for the purposes of this report our definition of the 

sector is one which is made up of four main constituents; Creators, Enablers, Clients and 

End-users. 

 

Our focus here is on Creators, operating as companies, departments within larger 

organisations or individuals, and who produce interactive products for Web & Internet, 

Interactive Television, Computer Games or Offline Multimedia. 
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The main trends and assumptions we have identified, and which form the bedrock of this 

action plan, can be summarised as follows: 

 

• The industry has a requirement for a broad range of specialist as well as general 

skills and functional flexibility; 

 

• New entrants and many graduates are not fully equipped to meet the needs of 

the industry; 

 

• Post-entry skills acquisition is primarily through self-directed learning, coaching 

and mentoring; 

 

• Experience is often valued more than vocational qualifications, though most 

practitioners have degrees; 

 

• There are shortages of experienced practitioners with the right combinations of 

skills, including management, business development, and leadership; 

 

• Many individuals have gaps in their general life, work and business skills; 

 

• Traditional ‘training solutions’ are unlikely to work – flexibility and modularity are 

key at all levels; 

 

• At the company level there are gaps in business, project and production 

management skills, company development, client management, sales and 

marketing and commercial awareness within an international context; 

 

• As well as generic skill gaps there are potential gaps in drawing, diagramming 

and creative art skills, as well as creative and specialised or technical writing 

skills. 
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To contextualise these critical issues for the industry we have sought to identify the 

future trends that will affect the market, the industry and the workforce. The key drivers 

of change that are impacting the industries are identified as: 

 

• Demand; 

• Technological change; 

• International competition; 

• Globalisation; 

• Specialisation and sub-contracting. 

 

In seeking to address the skills gaps and shortages identified in this action plan we 

recognise the wide number of stakeholders and influencers, including the industry, 

schools, further and higher education and training providers.  

 

This plan sorts the priority actions in to following five key areas and offers solutions to 

the key issues. In some areas these solutions are just a starting point and the plan is 

intended to act as a catalyst for action and collaboration over the coming years: 

 

1. At School; 
 

2. Qualifications, Further and Higher Education; 
 

3. In the Business  

a. apprenticeships 

b. company and workforce development; 
 

4. Careers Information, Advice and Guidance for all; 
 

5. Gathering Intelligence and Expertise. 

 

Running through all of these areas it is also recognised that there needs to be a 

comprehensive approach to Communications and Public Affairs, and to recognising 

and measuring ability and expertise through a robust Infrastructure. 
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Finally there is a section on Implementation and Who Pays? It is essential that all 

industry partners work together collaboratively to deliver the actions in this plan as there 

are several sub-sectors within Interactive Media and Computer Games and no one trade 

body that represents these companies and individuals.  

 

Interactive Media and Computer Games are growth industries with a number of 

significant clusters throughout the UK, with many of our regional or national agencies 

and associations looking to grow the sector via investment in skills. This action plan is an 

industry-designed blueprint for that activity, defining the sector and its skills needs. 

 

The industry has established the Interactive Media Skills Forum and the Computer 

Games Skills Forum, both convened by Skillset, which will act as the channel for the 

development of all current and future skills development initiatives relevant to the 

sectors, working in partnership with key agencies and funders throughout the UK. 

 

For a copy of the full strategy that has informed this action plan, and for up-to-date and 

comprehensive information about the shape of the industries involved and current or 

future skills gaps and shortages, visit www.skillset.org 
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02  TAKING ACTION 

 

2.1  AT SCHOOL 

 

The issue  

 

The industry across film, television, interactive media and computer games, universally 

states that there is a need to help create a media literate society, and that the skills 

required to analyse, interpret and enjoy content begin at an early stage in a child’s 

development. 

 

Media literacy allows individuals to learn about the society in which we live.  It informs, 

educates and entertains, and impacts on our daily lives constantly through its various 

channels.  The skills acquired to become media literate help shape our society, create 

discerning individuals, and are transferable across other subject areas.   

 

The industry further recognises that the study and analysis of the media as a social skill 

and as an academic technique has suffered from a diminution of its importance within 

the curriculum. 

 

Young people should also gain from their school education self-education skills 

(‘learning how to learn’), alongside creativity and technological literacy, including 

effective use of the internet and search engines. Broad information literacy and an 

awareness of the value of intellectual property should also be promoted.  

 

Interactive media techniques, programming principles and ICT literacy should be taught 

in an applied way and not just as separate subjects. Interactive and on-line digital media 

and, where appropriate computer games, should be used wherever possible to teach the 

curriculum, so that pupils gain familiarity with them and can understand the potential of 

using these techniques, not just in the industry but in society as a whole. 
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In addition to standard office and business software packages that are essential for the 

workplace, pupils should be made aware of a representative sample of ‘creative media’ 

software tools (such as image manipulation, music sequencing and multimedia authoring 

packages) and programming techniques so that they gain an understanding of what they 

are, what they do, and how they may be used in the workplace1. 

 

Pupils should be made aware of the importance of hybrid skills and develop a combined 

creative and technical thinking, in particular, the ways in which subjects and disciplines 

relate to each other, for example, by drawing connections between, say, maths and 

music, design and computing, or art and science. 

 

Employers frequently cite the need for well-rounded individuals with a sound, broad-

based education, and critical thinking and reasoning skills, rather than faux semi-

vocational specialists. The industry has a pre-dominantly graduate entry workforce, 

which suffers from over-supply, and is far from enamoured with current qualifications and 

structures in media. 

 

The solution 

 

Skillset is uniquely positioned to be able to view the entry points, progression routes and 

transferable skills required to build a career in a fast-changing and inter-connected 

industry. 

 

 We would propose that media literacy be embedded into the curriculum and given 

enhanced status as a subject and that teachers are fully supported in teaching media 

and using the media as a teaching tool. 

 

 We would also wish to ensure that employers are given the opportunity to input into 

and help develop the curriculum in this crucial area. 

 

 We would urge the school system not to push pupils into vocational channels too 

early. 

 

                                            
1 This is not to say that use of specific software packages should be comprehensively taught in schools, but rather that pupils should at 
least be exposed to a representative sample of typical ones and given a basic awareness of the types of software tools that they might 
be using later on in work.  
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 We would propose greater industry involvement in the development of schools-

based qualifications and urge restraint by not over-promoting media (vocational) 

qualifications and apprenticeships for 14-17 year olds. 

 

So that media literacy is taught in schools as a stand alone subject, has its own place in 

the curriculum, and all pupils have a greater understanding of the media, its role in 

society and how to exploit its capabilities, the industry, through Skillset, will work with 

DfES, TTA, QCA and the relevant awarding bodies to: 

 

Year 1 & Year 2 

 

 Research and review existing curriculum developments and lobby 

DfES for enhanced status. 

 

 Support, where appropriate, the work of ELSPA to take forward 

plans with the DfES to increase and improve the use of computer 

games as part of education and harness the appeal that computer 

games have for the classroom.  

 

 Support, where appropriate, the ‘Making Games’ project run by 

the Institute of Education that is developing tools based on 

computer games to enable school students to learn the ‘literacy of 

games and mechanics of construction’, whilst developing their 

problem solving, value judgement, negotiating and decision 

making skills. 

 

 Skillset will be working with SQA on Skills for Work courses 

relevant to the audio visual sector and there may be an 

opportunity to develop some of the areas in line with the 

Interactive Media industries.  
 

 Input intelligence, advise on curriculum development, and make 

available content and resources to support, promote and 

encourage media literacy, and produce proposals for employer 

involvement in curriculum development. 
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 Industry will seek to work with schools to ensure that pupils do not 

specialise too early and that they gain an awareness of the overall 

interactive media skill set, including a solid grounding in the core 

skills of literacy, numeracy, ICT, problem solving and the general 

transferable and enduring skills that they will need in work, and 

which will underpin their later learning of industry-specific or 

transient skills. 

 

 Work with the pre-existing Computer Clubs for Girls project to 

incorporate skills issues arising from the Interactive Media and 

Computer Games industries. 

 

 PGCE course developers will be supported, where possible, by 

industry to ensure their courses include coverage of the applied 

use and teaching of interactive media techniques and ICT.  

 

 Year 3 

 Pilot new curriculum for two age ranges. 
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2.2 QUALIFICATIONS, FURTHER AND HIGHER EDUCATION 

 

The issue 

 

A large volume of further and higher education courses relating to the Interactive Media 

and Computer Games sectors have been identified through this research. It has also 

become clear that some sections of the industry have the perception that many formal 

education courses do not teach to a sufficiently high level and it is felt that many 

graduates’ skills are simply not good enough.  

 

Vocational qualifications in general, for people entering or already in the industry, are not 

highly rated - companies are reported to be confused about the different types and 

therefore are not able to see them as credible marks of achievement2.   

 

It is important to say that some degree courses do offer industry-relevant vocational 

skills and experience.  However, these are felt to be too few in number to meet the long-

term sectoral demand or that even these still fail to frame technical skills within a real-

world business context3.  Indeed the client-side skills gaps reported previously are 

considered by some parts of industry to be indicative of the poor management expertise 

coming out of higher and further education. 

 

A particular problem is that the nature of interactive media means that many courses 

should ideally combine different faculties, such as business, marketing, design, IT and 

media, and cannot be based in any one single department4. However, this can be 

difficult to organise and can lead to inter-departmental turf-wars5.  

 

The industries’ solution at the moment is to look for well-educated and talented 

individuals who have the ability and willingness to keep learning (indeed, the ability to 

learn continuously is considered to be the real core skill6). In particular, companies are 

reported to be sceptical of the potential for general computer games degree courses to 

                                            
2 Skills For The Digital Media Industry, 2000. 
3 Audio Visual Skills Action Plan for London, 2003. 
4 Carve Out A Career, 2002. 
5 Skills For The Digital Media Industry, 2000, Carve Out A Career, 2002, Overview and Analysis of Training and Vocational   
    Education Provision, Annex 2, 2004. 
6 ICT In The City Fringe, 2002. 
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teach valuable skills for the industry; therefore being bright, flexible and having 

fundamental, enduring skills in an area of specialism is often considered more useful 

than having a vocation specific degree.  

 

Often these individuals are drawn from more traditional academic degree courses such 

as computer science, programming, art, design, psychology, maths, and physics.  

 

Further education, the post-16 education that is outside the school curriculum and 

degree level, plays a key role in training and educating young people and adults, and 

74.8% of employers regard pre-entry further education as important7. However, in reality 

the industry continues to employ predominantly graduates as a minimum. 

 

Importantly, however, many of the different courses and qualifications delivered through 

further education aim to be vocationally orientated and informed by industry and could 

be relevant to this industry and, in particular, to train technical roles.   

 

It is also often perceived by many parts of the industry that the best ‘raw material’ is 

provided by holders of masters’ degrees or doctorates and it is important to recognise 

here that there are some cases where postgraduate courses, which tend to be shorter 

and more specialised, are being successfully developed to address specific and relevant 

skills gaps8.  

 

Those graduates who have taken a gap year to gain industry experience are also likely 

to have a competitive edge at recruitment. Therefore, work placements are needed, but 

employers need better support to manage them9 and, in some cases, to appreciate their 

importance10. 

 

It is recognised by industry that it takes time to develop and validate undergraduate 

degree courses and that the current formality and timescales of curriculum development 

make it a challenging prospect to develop the courses fast enough to respond to industry 

need11, but it is felt that they tend not to move quickly enough to keep pace with the 

                                            
7 Overview of Anticipated Trends In the Future Use of Skills In the Audiovisual Industry To 2010, 2004 
8 For example, the University of Brighton’s MSc in Digital TV Management and Production. 
9 Designers At Work, 2002. 
10 ANMF Skills Summit Minutes, 2002. 
11 Getting Ready For the Digital Content Party, 2001. 
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industries’ skills requirements or to provide the student with the robust and wide range of 

skills needed for the industry.  Not only is there the need to tailor interactive media 

related courses to industries’ needs12 but industries would like course content to be 

delivered in a more flexible and modular way.  

 

The solution 

 

The industries will develop closer partnerships with further and higher education 

providers and establish more formal ways of informing and recognising programmes and 

targeting funding and support.   

 

This will be achieved through consultation with the Interactive Media and Computer 

Games Skills Forums and through an additional Virtual Network of industry people 

who want to take part in developing this work. 

 

In addition to overall industry guidelines, the newly established Qualifications Forum 

will provide a natural progression and opportunity for sectors to go into more depth on 

qualifications needed for specific roles or occupations and will provide detailed guidance 

to Awarding Bodies. 

 

The industries will work with Skillset to create qualifications that can be relevant 

throughout an individual’s career. 

 

The action plan also seeks to create stronger links with further and higher education 

provision and targeted training courses to nurture new talent from groups currently 

under-represented in the industries’ workforce. 

                                            
12 The Future Skills Needs of Interactive Leisure Software Professionals in The South East, 2002. 



 15 

 

1. FURTHER EDUCATION 

1.1 Skillset and the industry will: 
 

 Ensure that all awarding bodies are provided with accurate and up-to-date 

information about what qualifications are needed by the industry. Resulting in: 

 

 Support for the review, maintenance and re-recognition of CoVEs 

(Centres of Vocational Excellence) relating to the sector. 

 

 Work with SQA to develop an appropriate range of provision at 

HNC and HND level in Scotland, ensuring that there is 

progression and articulation across levels and on to approved 

degree programmes.  

 

 Work with a consortium of Edinburgh colleges and SQA to 

develop a National Certificate level (ie entry level to FE/HE) 

course in games technology. This will involve looking at new NQ 

Units at potentially a range of levels.  

 

(For both of these initiatives it will be vital that industry contact 

through the SSC is fundamental to the process and maintained to 

build on current market intelligence gathered and to ensure 

continued industry relevance.) 
 

 Appropriate approaches to industry recognition of Foundation 

Degrees, by developing clear industry guidelines in partnership 

with Foundation Degree Forward (FDF) for content and support in 

priority subjects. 

 

 Guidance for FE course creators and lecturers to ensure that 

enduring skills are taught and developed, rather than transient, 

software or platform specific ones in isolation, that will equip 
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students with the skills necessary to learn or update transient skills 

for themselves throughout their careers.  

 

 The encouragement of work experience, placements and 

sandwich courses to enable students to balance their academic 

learning with experience of its real-world application in the 

workplace. If necessary the industry will develop best practice 

guidelines to facilitate placements. All courses should include 

coverage of business and management as well as combinations 

of creative and technical subjects. 

2. HIGHER EDUCATION 

 

2.1 Industry and the Skills Forums will work more collaboratively with HE 

institutions in course development, teaching, research activity, building links 

and partnerships with industry, and ensuring relevant industry placements for 

tutors and students, to ensure that: 

 

 Teaching remains relevant to a rapidly changing industry need and that what is 

taught represents correct practice, minimising the reported need for new entrants 

to ‘unlearn’ bad habits.  

 

 Degree level courses have an emphasis on enduring skills and ‘learning how to 

learn’, rather than on transient, software or platform specific ones in isolation. 

Any teaching of specific software packages must be in an applied context and 

should be used as a means to an end (the learning of high-level concepts, 

principles and techniques) rather than being the end in itself. 

 

 Institutions provide or expect relevant and up-to-date professional development 

as a requirement for all course leaders and tutors  

 

 Universities and colleges always have an industry advisory panel with current 

expertise for their interactive media or computer games courses.  
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 Flexible and modular provision is available at degree level that includes coverage 

of business and company management skills, as well as combinations of creative 

and technical subjects, and incorporates elements of workplace experience. 

Sandwich courses should be readily available. If necessary the industry will 

develop best practice guidelines to facilitate placements. 

 

 Course creators and leaders work across multiple departments and combine 

faculties. Courses should balance academic studies with practical grounding in 

business, management and other work and life skills. 

 

There are many examples of good practice and collaboration between 

industry and education and the Skills Forums will work to support and build 

on this where possible.  Two examples that will be taken forward in Scotland 

are: 

 The development of Access to the Games Industry qualifications 

through Abertay University in collaboration with the Scottish 

Qualifications Authority (SQA); 

 

 The emerging collaboration on degree qualifications for the 

interactive television sector between Glenrothes College in Fife 

and Abertay University. 
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2.2 Skillset and the Computer Games Skills Forum will: 

 

 Pilot a UK-wide accreditation scheme for degree level courses relevant to the 

Computer Games sector in autumn 2005 and develop an Industry Support 

Package from January 2006 for accredited courses to make sure they have 

access to the latest industry expertise, software and technology. 

 

Courses will be accredited in line with the industry defined criteria, backed up by 

visits from leading practitioners in the games industry and the final decision will 

be made by a Panel of experienced industry figures. 

 

 Depending on demand there will be similar initiatives developed by other key 

Interactive Media sectors from April 2006 and for postgraduate courses, where 

appropriate and when funding becomes available. 
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2.3 IN THE BUSINESS 

 

1. APPRENTICESHIPS 

 

The issue  

 

Apprenticeship take up is currently extremely low and this type of training tends not to be 

structured, nor to result in a recognised qualification. 

 

It is acknowledged that apprenticeship training could attract and support a more diverse 

workforce and perhaps provide an alternative to higher education provision. 

 

A structured approach to training and qualifying new entrants - whether graduate or non 

graduate - could also diminish artificial boundaries in the workforce. 

 

It has been suggested that ‘business acclimatisation’ schemes could be developed in 

partnership with industry whereby graduates work on real projects, with real deadlines 

and managed budgets, but in a sheltered environment free of the commercial 

pressures of working for a company, thus minimising the risk and, in some cases 

expense, for any participating companies.  

 

More structured graduate training schemes need to be supported for the games 

industry to ensure that individuals at entry points who could move into programming 

or project management roles are given the skills to do so. 
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The solution 

 

 Industry Induction: The Interactive Media and Computer Games Skills 

Forums will work with Skillset to develop an Industry Induction Programme 

and supporting materials that will be available on-line and through events to be 

used by employers, education providers, and festival organisers, to ensure that 

all individuals hoping to work in the industry understand the many sectors, types 

of companies, and variety of job roles. This project will be launched in January 

2006 and initially run for two years, although it is anticipated that the expertise 

gathered will become an integral part of the ongoing Skillset Careers service. 

 

 Computer Games Apprenticeship for QA and Testers: The Computer Games 

industry will be working with Skillset to develop an apprenticeship for QA/tester 

roles to be consulted on and if possible piloted from autumn 2005 or April 2006.  

 

This will be part of a larger project, funded by the SSDA, to develop models for 

apprenticeships in the audio visual industries.  The project will involve UK-wide 

industry research, the development of a model, the design of the 

units/qualification components, identification of entry requirements and 

progression routes, and piloting of the model. 

 

The Computer Games Skills Forum will work with Regional Development 

Agencies, Trade Associations, and the devolved administrations in Scotland and 

Wales, to pilot this apprenticeship where possible and where most appropriate 

for the industry. 

 

In the first instance this could be Yorkshire & Humberside, in partnership with 

Game Republic and Yorkshire Forward; the South East of England, in 

partnership with The South East of England Development Agency (SEEDA); and 

the North West of England, in partnership with Media Training North West and 

Games Alliance. Opportunities in the North East of England and the Midlands are 

currently being explored. 
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Game Republic and the South East of England Development Agency (SEEDA) 

have also expressed an interest in developing apprenticeship models for other 

parts of the Computer Games or Interactive Media sector, and for graduates as a 

priority.  Realistic opportunities will be identified through discussion with the 

Computer Games and Interactive Media Skills Forums, convened by Skillset. 

 

 Skillset will also work with South West Screen to develop a model for an 

apprenticeship in Storyboarding for Animation, which will potentially impact on 

and benefit all the Interactive Media and Computer Games sectors.  

 

Support from, and partnership with, the following funding and policy agencies will be 

essential to the success of potential apprenticeship models in the Interactive Media and 

Computer Games industry:  

 

 QCA/SQA/Awarding Bodies - to partner Skillset in developing and accrediting 

‘fit for purpose’ qualifications; 

 

 LSC National - to agree to fund qualifications and frameworks that meet industry 

requirements and national criteria; 

 

 LSCs and Regional or National Development Agencies - to work with Skillset 

to set up and fund apprenticeship partnerships, forging links between employers 

and providers and supporting SMEs directly in the delivery of apprenticeships. 
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2. WORKFORCE AND COMPANY DEVELOPMENT  

 

The issue 

 

For the UK’s Interactive Media and Computer Games industries to remain competitive in 

the long term, companies and organisations within it need collectively to promote 

workforce development and ensure skills are adequately developed across the sector. 

 

All research carried out as part of this Sector Skills Agreement process has consistently 

identified that the future of the industry and its competitive edge relies on developing the 

small/medium business sector and the following priorities: 

 

 the need for targeted contextualised business support for those companies to remain 

in business, to grow and, in particular, for interactive media and games companies, 

to understand how to exploit new markets and platforms for their products; 

 

 Management and leadership training and support for small businesses to develop 

higher level skills in-house. Equipping these companies with the tools to build 

successful businesses and also to develop good management techniques will 

directly impact on their capacity to deliver entry level training, and develop future 

staff and teams. 

 

A more formal approach to the development of skills in the workplace is needed, in 

particular with regard to business and management functions. Companies need to 

ensure their management candidates are better prepared and properly trained for their 

new roles so that these functions can be carried out professionally rather than falling to 

the most convenient member of staff, who may not be the most suitable. Support may be 

needed in this area, especially for smaller companies where cash flow often necessitates 

the compression of job roles without the correct training and preparation. In particular:  

 

 Sector-specific business development schemes, linking available offers from the 

public sector with up-to-date sector expertise and experts with credible and relevant 

business development experience; 
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 Company-based management and leadership diagnostics, and support for flexible 

programmes aimed at existing small to medium companies. Creative thinking is 

required by providers to help overcome employers’ reluctance to spend time on 

these issues in place of the pressing, immediate demands of their business. 

 

Research has identified a number of approaches to business development already being 

piloted by regional or national partners and delivery agencies as well as by Skillset and 

specific trade associations in the industry. A more even and consistent approach to 

funding and delivery, coupled with clearer signposting to ensure that the companies 

know about and can access support, would provide the catalyst for business growth 

opportunities across the sectors and regions. 

 

Freelancers account for 11% of the workforce in computer games, and 16-17% in web 

and internet and offline multimedia and are often employed on a per-project basis.  

 

Employers and individuals report significant barriers to skills development and express a 

general lack of satisfaction with the relevance of current provision.  Furthermore, the 

burden of skills acquisition is increasingly being passed onto the individual, especially in 

the case of freelancers.  

 

The main barriers to use of training are reported as a lack of awareness of course 

availability and prohibitive costs, both in terms of course fees and the cost of taking 

someone away from their normal duties. A perceived lack of the need for training is also 

a factor.  

 

For individuals and freelancers in particular, identifying what training will mean for them 

and how it will help their careers is the big issue. With the increasing use of freelancers 

within the Interactive Media and Computer Games industry, the following skills 

requirements and knowledge will become increasingly essential and will need to be 

catered for: 

 
 A need for business skills to manage their workflow, time, finances and client 

relationships. Marketing, networking and self-promotion will be essential skills.  
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 A rich combination of skills will be a common requirement as many companies 

will maintain only a small core team of permanent staff, surrounded by a large 

network of freelancers 

 

The convergence from both related and non-related media sectors could also be 

encouraged through a provision of a ‘market orientation’ for entrants from these other 

sectors. There is also a requirement for the development of a clearer guidance for 

people from other media and non-media related disciplines to transfer to Interactive 

Media to help meet the sector’s needs. 

 

The following interventions have been recommended by industry and every 

opportunity will be sought by the Interactive Media and Computer Games Skills 

Forums, through Skillset, to make them a reality. 

 

1. BUSINESS AND MANAGEMENT SKILLS PROGRAMME 

 

The Interactive Media and Computer Games industries have the potential to 

grow and increase the employment base in the sector by focusing on the 

business, management and leadership issues as well as creative ideas and 

technical skill. 

 

Therefore, a short, modularised MBA-style course or suite of courses is 

proposed that combine generic and Interactive Media or Computer Games 

specific business skills, targeted at freelancers and employees suitable for 

business development roles or for potential team/departmental leaders. This 

intervention would cover the following areas: 

 

 Business Management; 

 Asset exploitation and management;  

 Problem solving and understanding concepts;  

 User awareness and understanding the different audiences and 

marketplaces for products;  

 Marketing and brand awareness; 

 Pitching and preparing/making presentations; 
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 Risk Management; 

 Outsourcing and Partnership Management; 

 Change and growth management;  

 Human resources and training expertise; 

 Collaborative working and team building;  

 Mergers and acquisitions and legal awareness; 

 Technical expertise in digital security, anti-piracy technologies and ability 

for companies to build systems that seamlessly integrate these functions; 

 Availability of resources from Government in relation to training.  

 

It is important to note here that the Computer Games industry is specifically 

interested in developing modules to raise awareness for existing MBA students 

so that they consider the industry as a viable career path. 

 

2. AWARENESS RAISING, CONVERSION COURSES AND TALENT 

SPOTTING TO IMPORT KEY EXPERTISE INTO THE SECTORS 

 

One area in which specialist courses have been identified as being potentially 

appropriate is in training individuals who are transferring into the sector from 

other industries, or moving between sub-sectors within Interactive Media. Such 

individuals can bring much-needed expertise into the sector, but may need 

training to enable them to re-apply or enhance their existing skills.  

 

A related issue is that all types of interactive media commissioners need to gain 

awareness of the opportunities and constraints interactive media presents; 

designers from other disciplines, such as television graphics or print, need to 

learn about interaction and interface design; web and interface designers 

moving into interactive television need to understand television screen design. 

 

Similarly interactive media practitioners and companies may need to ‘learn the 

language’ of more established sectors, like television and film, and of corporate 

and public sector clients, in order to pitch appropriately, and raise awareness of 

the capabilities of interactive media techniques and products. 
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Conversion courses: Industry will explore the possibility of developing 

conversion courses aimed at professionals transferring into Interactive 

Media or Computer Games from other industries and those moving 

between sub-sectors within the industry. In particular, these should address 

how existing management, marketing and design skills can be applied 

within the Interactive Media or Computer Games context. 

 

3. INDUSTRY SPECIFIC SKILLS DEVELOPMENT PROGRAMME 

 

This list is being finalised by industry and is likely to change over time, so all 

courses supported should be signed off by the Interactive Media and Computer 

Games Skills Forums to ensure continued relevance: 

 

 Technical competency for production roles and design, drawing and writing 

skills;  

 

 Project Management is a significant gap and shortage for the industry as it 

requires companies and individuals to plan and manage, uniquely combining 

artistic, technical and production skills and teams; 

 

 Design for Developers; 

 Project Management for Designers; 

 Interactive Technology for Marketing Roles; 

 Project Delivery and taking Games to Market; 

 Games specific marketing and PR skills needed in an increasingly 

complex marketplace and relationships with retailers; 

 Sales / Financial Management for everyone that hasn’t done it and 

needs to;  

 Understanding Users and Customers to ensure that products are 

designed pragmatically and with a commercial focus; 

 Production for Commissioners; 

 Team-working and Communication skills; 
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 Self management skills – freelancers and employees on short contracts 

will need business skills to manage their own workflow, time, finances and 

client relationships;  

 

 Self directed learning; 

 

 Self marketing for individuals and freelancers;  

 

 Literacy and exploitation of ICT to increase competitiveness as an 

individual or company; 

 

 Platform specific iTV authoring - such as Liberate or Open TV. 

 

The delivery of these courses may differ for each area. It has been 

recommended, particularly by the Computer Games sector, that the use of 

master classes and workshops at festivals with high profile practitioners could be 

a way of attracting people already working in the industry. 

 

4. MENTORING AND COACHING  

 

Skills development in this area will be supported for individuals and 

companies who want to take a more formal approach to skills development. 

 

The ability of large companies to utilise mentoring schemes is recommended 

as this would facilitate the development of both mentor and learner in 

management techniques. 
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5. BUSINESS DEVELOPMENT INITIATIVES 
 

Industry led business development schemes and information need to be 

developed to support companies to add business skills and commercial 

market awareness to their creative and entrepreneurial talent.  
 

Successful schemes would cover the business skills identified earlier, in 

particular, focusing on when and how to invest in technology, raise 

necessary capital, plan projects properly and being aware of available 

resources or new markets and platforms that can help develop 

businesses. Work in this area is likely to include: 

 

 Workshop based tutorials; 

 Online tutorials; 

 Online resources; 

 121 support from business or training advisor; 

 Informal mentoring and executive coaching; 

 Networking opportunities for companies to share best practice; 

 Attendance at festivals, trade shows and relevant events; 

 Secondments with other companies;  

 Link to professional accreditation or initiatives that are suitable and 

made relevant for small companies. 

 

6. BUSINESS ADVICE 

 

Sector-specific, up-to-date and credible advice is needed through all existing 

services throughout the UK that offer generic business advice.  
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The solution 

 

1. BUSINESS AND MANAGEMENT SKILLS PROGRAMME 

 

 The Interactive Media Skills Forum plans to develop from September 

2005 a comprehensive modularised MBA-style course or suite of courses 

based on the areas identified in this action plan. The course(s) could then 

be delivered through a number of education and training providers, online 

or through events, and adapted to effectively target the potential 

audiences, for example, existing practitioners or people hoping to enter 

the industry or participants on Business Development Initiatives. 

 

 In London the Interactive Media and Computer Games Skills Forums 

will work with Business Link for London on the initiative Developing 

management and leadership skills in managers. 

 

2. AWARENESS RAISING, CONVERSION COURSES AND TALENT 

SPOTTING TO IMPORT KEY EXPERTISE INTO THE SECTORS 

 

 The Interactive Media and Computer Games Skills Forums will seek 

out providers to work with to develop innovative solutions in this area. 

This work will also be supported through a concerted profile raising 

communications campaign led by the sector. 

 

3. INDUSTRY SPECIFIC SKILLS DEVELOPMENT PROGRAMME 

 

 Commitment from employers will be sought to invest in management 

and leadership training from ‘industry-approved’ courses and suppliers, 

in addition to time offered to create businesses and management 

programmes collectives (i.e. aimed at specific sub sectors - computer 

games, interactive TV etc). 

 

 Following ESF funding in London the Interactive Media Skills Forum 
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will work with Skillset to develop a course Creative Alchemy for 

freelancers to raise their knowledge and awareness of working in the 

interactive TV sector. 

 

 The Interactive Media Skills Forum is currently working with a 

consortium of training and education providers, led by  the North East 

Wales Institute for Higher Education (NEWI), to establish good practice 

and industry relevant provision in the following areas: 
 

 design fundamentals applied to new media;  

 management and understanding of the business; and  

 IPR and the innovation process. 

The training modules developed will be piloted with approximately 30 

companies. It is anticipated that piloting the training courses will lead to at 

least 60 key individuals being trained in these areas. This project is 

supported by the Welsh Development Agency’s Knowledge Exploitation 

Fund (KEF). 

 

 Skillset will also work with Teesside University to find ways, if 

appropriate, to support the Knowledge Exploitation Fund (KEF) 

project that will be focusing on computer games, web services and 

animation. 

 

 Skillset will also work with Media Training North West to support its 

work in ensuring that interactive media skills are part of many 

initiatives for other sectors in the region. This potentially includes an 

apprenticeship for TV production and a series of programmes for 

traditional TV companies to increase their knowledge and 

understanding of working in the Interactive Media sector. 

 

 Skillset will continue to work with Scottish Enterprise to look at 

particular CPD needs in this area on a case by case basis. An 

identified need in the context of the industry in Scotland is to focus 

on high value roles and particularly concept creation for the 
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Computer Games industry and development, writing and narrative, 

exploitation of IP and market/commercial awareness.  
 

4. MENTORING AND COACHING  

 

In the South East of England the Skills Forums will explore links with the 

South East Development Agency to: 

 

 Develop the PLATO scheme run by Business Link Wessex that develops 

peer mentoring among senior managers;  

 

 Develop models for e-Mentoring schemes based on “the media business 

doctor”; 

 

 Explore links with the Knowledge Transfer Networks for the digital sector. 

 

5. BUSINESS DEVELOPMENT INITIATIVES 

 

 An industry approved Business Development model will be developed 

and piloted by the Interactive Media and Computer Games Forums 

throughout the UK in partnership with key regional or national trade 

groups where funding is available. Those initially identified as best placed 

to take this forward are: 

 

 The newly established South East Media Network (SEMN), with 

the backing of SEEDA, and partnership with key agencies like 

the Wired Initiatives and TIGA to adapt the model to support 

existing companies within the South East of England. 

 

 Key regional agencies or groups working with the Interactive 

Media industry, for example, the ICDC in Liverpool, Cluster 

Networks in the South West of England convened by South 

West Screen, Codeworks in the North East of England, and the 

new support structure for the creative industries soon to be 

established by the Welsh Assembly Government. 
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 Key regional groups working with the Computer Games industry 

to roll out schemes with regional funders where possible, 

including: Game Republic in Yorkshire, Games Horizon in the 

North East of England, the Scottish Games Alliance, convened 

by Scottish Enterprise, Games Alliance in the North West of 

England, and relevant networks in the East and West Midlands.  
 

6. BUSINESS ADVICE 

 

 Regional Development Agencies, Business Link/UK Trade and 

Investment 

 

Industry will work with Skillset and the network of Regional Screen 

Agencies or Regional Development Agencies where they cover the 

Interactive Media sectors to develop an integrated package of services 

aimed at diagnosing need, delivering consultancy support (or training 

support) and export advice. This should be one business development 

‘programme’ with a menu of services that are regionally or nationally 

delivered. 

 

 The Skills Forums will also explore links with and seek to support and 

inform and capitalise on existing services throughout the UK so that 

advice is relevant to the industry. Key services include:  

 

 The wide range of management training and support available 

through the Scottish Enterprise network.  

 

 The London Development Agency’s Accelerator programme 

that will be offering support to companies wanting to develop 

business and pitching skills. 

 

 The training provider OneZeroOne with its Insync programme 

to provide a number of seminars and networking events to 

increase collaboration and information for the Interactive 

Media sector in London. 
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 South West Screen to support the development of the 

Creative Enterprise Gateway that intends to work with 

existing business support services in the region to join up the 

public sector provision with the industry and make sure that all 

materials produced are relevant and useful to the industry.  

 

 This programme will also include a training and familiarisation 

programme to increase industry knowledge for existing public 

sector business advisors.  

 

 South West Screen also intends to organise a digital festival, 

Digital November, to provide a central point for industry to 

discuss business development, procurement and new market 

opportunities. 

 

 The Wired Initiatives in the South of England and the South 

East of England Development Agency (SEEDA) to see how 

we can work together on Business Support for Interactive 

Media/ digital companies, possibly linking this in with the new 

South East Media Network (SEMN). 

 

 As part of the SSA process in Wales, Company Learning 

Accounts will be ring-fenced for production companies working 

within the audio visual industries. This will include a direct 

analysis of skills and training needs and support to address 

the key skills issues identified. 

 

 Advantage West Midlands to implement the skills and 

company development aspects of their three year business 

plan for the sector. This plan includes: 

 
 establishment of Digital Central that is intended to help 

companies identify new markets and bring in 

commissioners for the industry;  
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 establishment of support networks that are effective in 

helping companies find new business and provide clearer 

route maps about where to find and how to develop 

business skills; 

 

 fund specialist business advice for creative businesses;  

 

 build on the industry conference Content Lab for the next 

three years to establish an effective interactive media 

festival for industry and region. 

 

 
 3. INFRASTRUCTURE 

 

1. Recognising ability and expertise: industry relevant methods will be 

established, in line with the brand new Interactive Media and Computer Games 

National Occupational Standards, for measuring and recognising expertise and 

ability through e-learning, assessment and, where relevant, skills passports.  

 

2. Funds and suitable approaches will be sought to identify good practice in 

all ‘short courses’ or CPD for people in the industry to assess their relevance 

and currency. The industry has recommended the development of ‘rapid training 

modules’ to fit in with how the industry changes. 

 

3. Skillset will continue to work with policy makers to ensure that funding is 

more readily available to support individuals in the industry, and freelancers in 

particular, in maintaining their ongoing professional development. 
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2.4 CAREERS INFORMATION, ADVICE AND GUIDANCE FOR ALL 

 

The issue 

 

It is recognised by the Interactive Media and Computer Games industries that better 

individual careers choices will lead to more sustainable employment and over time will 

help to address industry skills gaps and shortages.  

 

It is essential that high quality and accurate education, information, advice and guidance 

(IAG) underpins all the initiatives within this action plan to ensure that people make well 

informed decisions about their learning or career paths in our sector.  

 

Publicly provided IAG is limited in addressing this need as, although delivery partners 

are able to provide a universal information service for adults, they have to restrict the 

delivery of advice to LSC defined “priority groups” which tend to miss the majority of 

people in or hoping to work in these industries.  

 

It is also essential that any information, advice and guidance provided is accurate and up 

to date and that it provides a realistic picture of the opportunities with the Interactive 

Media and Computer Games industries.  

 

This high level of service is essential, not only for the existing workforce and people who 

already know they want to get in, but importantly to attract skilled and talented people 

from other sectors who may not have considered the industries as an option. 
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The solution 

 

It is proposed that Skillset’s existing careers service, Skillset Careers, builds its service 

with the support of the Interactive Media and Computer Games Skills Forums so that 

there is one reliable place to go for up-to-date, accurate and realistic information about 

working in the industry:  

 

Therefore, the industry will:  

 

 Pool all sector or company specific information with Skillset Careers 

to build the current service that includes: 
 

 help line – 08080 300 900;  

 www.skillset.org/careers: containing interviews, information 

resources, useful links and signposting; 

 specialized practitioners to deal with email enquiries;  

 face to face careers guidance sessions; 

 A database of relevant information generated as a result of this 

service, maintained centrally as an open information database. 

 

 Refer all speculative careers enquiries to Skillset Careers so that 

people receive consistent information, which will also in turn further build 

the service’s profile and expertise.  

 

With the guidance of the industry, Skillset Careers will: 

 

 Seek additional funds to provide a minimum offer of IAG support, to 

careers professionals in publicly funded provision (Connexions, LSC-

supported IAG provider networks, Careers Wales and Careers Scotland, 

jobcentreplus and learndirect), and directly to people interested in getting 

in or getting on in our industry sectors. 

 

 Skillset Careers will also propose a second tier of service allied to this 

minimum offer which will include support for enhancing the industry-
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specific learndirect helpline; and for delivering an industry-specific advice 

and guidance service to our workforce as a complementary sector 

specific IAG service to adults unable to access public service provision. 

 

 Develop comprehensive Job profiles and Career Fact Sheets for a 

range of occupations and make them available online, through trade 

shows and festivals, to careers advisors and to individuals throughout the 

UK. For a current list visit www.skillset.org and visit ‘The Jobs’ section on 

the relevant sector pages. 

 

 Continuously support the existing network of general careers advisors 

working in schools, further and higher education, and with adults so that 

they can interpret and apply this information to their clients’ needs 

through: 
 

 regular workshops;   

 labour market bulletins;  

 electronic newsletters about the Interactive Media and Computer 

Games industry.  
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2.5 GATHERING INTELLIGENCE AND EXPERTISE 

 

The issue 

 

Up to date and reliable collection of statistics and trends is essential for the industry in 

order to identify the size and shape, the skills gaps and shortages, the interventions 

needed and to monitor our success. 

 

It is also essential that expertise within the industry is captured and channelled 

effectively to build closer relationships between industry and education and training 

provision. 

 

A clear picture of the industry is also needed to influence policy and funding decisions 

throughout the UK. However, the fragmented and rapidly changing nature of the 

Interactive Media and Computer Games industry makes this hard to achieve accurately.  

 

Many companies and individual practitioners are not members of trade associations and 

reaching freelancers is particularly difficult. As this industry is relatively young and 

changing, it is essential that Skillset is supported to conduct regular research to ensure 

an up-to-date and credible approach to informing policy. 

 

Research into the sector is undertaken by a wide variety of agencies including the LSC, 

Regional and National Development Agencies, Regional Skills Observatories, the SSDA, 

ONS and academic institutions. This research is usually conducted using a best-fit of 

SIC and SOC codes, which does not adequately or helpfully define our sectoral make 

up.  The methodologies applied are often different, making the ability to read, analyse 

and compare information difficult. Sectoral sample frames and scopes are invariably 

different, as are the definitions of what constitute the sector.   

 

Having closer collaboration amongst those organisations undertaking research into the 

sector and using a framework of agreed criteria will allow more in-depth and accurate 

analysis of data, more sharing of data and less duplication. 
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The solution 

 

Skillset has a well established and highly regarded research portfolio which has been 

developed over the last decade in conjunction with many sectors of the audio visual 

industry. Therefore Skillset will work closely with these sectors to develop an appropriate 

methodology and sample frame for research in the Interactive Media and Computer 

Games industry to maximise results. 

 

 Key employers, practitioners and trade associations from industry have 

agreed to form the Interactive Media Skills Forum and Computer 

Games Skills Forum to manage the development and implementation of 

skills development initiatives and strategy for the sector. This will be 

supplemented by regular consultation with the wider industry through the 

research programme, the virtual industry network, events and Skillset’s 

website at www.skillset.org 

 

This work will include informing and working in partnership with emerging 

strategies throughout the UK to ensure that they accurately reflect the 

needs of the Interactive Media sector. Currently this includes the 

following: 

 

 The East Midlands Development Agency;  

 Digital Industries Sector Skills Productivity Alliance Plan, convened 

by the North West Development Agency; 

 Digital Skills for a Connected Region, Yorkshire Forward; 

 Codeworks action plan, One North East.  
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 Core Research Programme: a vital tool for Skillset and the industry to 

raise the profile and lobby on behalf of the skills agenda in this emerging 

industry is through support for the existing research programme at 

Skillset. It consists of: 
 

 Employers Survey (next one to take place 2005); 

 The Skillset Employment Census (a quantitative survey of all 

employers across all the audio visual industries – next one to take 

place June 2006); 

 Workforce Survey of both employees and freelancers within the 

audio visual industries (next one to take place 2007). 

This Research Programme enables us to: 

 understand the size, shape and make-up of the workforce; 

 identify skills gaps and shortages and informs Skillset and 

employer's investment in training to address these problems; 

 use labour market intelligence (LMI) to attract investment from 

government and its public agencies into the audio visual industries;  

 identify diversity and access issues in the industry and work with 

other industry bodies to improve representation; 

 influence government policy to ensure higher and further education 

provision meets industry need. 

 Matching Supply and Demand: The industry will be supported through Skillset 

to establish methods to manage the sharing of time and expertise that will more 

effectively match supply and demand. A potential model is an industry skills 

bank. 
 

 Representation analysis: Skillset will carry out research to establish the number 

of trade associations, Sector Skills Councils or agencies that are representing 

elements of the Interactive Media or digital content industry and whether there 

are any overlaps or gaps in provision. This would aid the effective collection of 

data about the industry for Skillset’s research programme and help to define the 

sector more effectively for funding bodies. See Annex two for more detail on the 

many organisations that currently represent sections of the industry.  
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 The Business Case: Through relevant research, industry will be asked to 

provide information to establish the reasons why companies, employees and 

freelancers in the sector are not able to make more use of short courses and 

other training provision. Findings will be essential in making provision more 

appropriate and helping companies justify investment in skills. 

 

 Consistent Terminology: Industry, its trade associations and Skillset will 

continue to work together to address the current lack of consistent terminology 

for roles within the industry by developing national occupational standards, 

functional map and job roles – for a copy visit ‘The Standards’ section on the 

relevant sector pages of www.skillset.org   

 

These standards and job profiles will be re-visited on an annual basis, as the 

sector is constantly changing and evolving, by the Interactive Media and 

Computer Games Skills Forums to ensure their currency. Appropriate action 

will be then taken to up-date or review them with the wider industry. 

 

 Sector Definition: It is recommended that the sector definition identified through 

this process, see Annex one, be adopted as the standard classification for all 

future research and intelligence gathering.  

 

It will be reviewed by the relevant Interactive Media or Computer Games Skills 

Forums to ensure that it continues to reflect the way in which the sector 

operates, accommodating any changes resulting from its continuing evolution, 

and the evolution of the Interactive Media and Computer Games industries and in 

particular new platforms like the mobile sub-sector. This work will also be 

informed through ongoing discussions with the Sector Skills Council e-skills 

around classification. The current definition is consistent with Skillset’s input to 

the 2007 SIC review consultation, and will help to inform any further such input. 

 

 Industry Indicators: The Interactive Media industry is at a stage of development 

comparable to the early days of the IT industry. Just as we now see that a very 

large number of people need IT skills and this is vital for economic sustainability, 

so as the use of interactive media develops interactive media techniques and 
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skills will also grow considerably. The way in which this action plan is 

implemented will reflect this change and allow for this development. 

 

As an example, Skillset is currently working in partnership with the Sector Skills 

Council e-skills, on a project to create an on-line framework/reference point that 

will help companies and individuals understand how to fully exploit IT and 

harness its benefits in a way that increases their competitiveness and 

effectiveness in the marketplace. Specific areas that will be investigated by 

Skillset are collaborative, remote and mobile working.  

 

 The proposed timescale for this work is:  

 

Year 1 

 Review of current methodologies, definitions and samples completed. 

 

Year 2 

 Agreement reached on current methodologies, definitions and samples. 
 

 Production of proposed new draft SIC and SOC classifications and 

consultation undertaken. 

 

Year 3 

 New classifications, methodologies, definitions and samples piloted by all 

partners. 

 

Measures of success 

 

 Better, more accurate, more meaningful and more useful intelligence 

gathered in order to focus and identify future interventions. 

 A more accurate picture of the industry and its make up. 

 Sharing and comparison of data between partners. 
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2.6 COMMUNICATIONS AND PUBLIC AFFAIRS 

 

The issue 

 

It has been highlighted by industry that one of the important factors in taking forward the 

skills agenda is the question of perception and awareness raising.  

 

It is recognised that large parts of the industry do not have a culture of training and skills 

development, particularly with regard to business skills. It is often the case that 

companies still need to acknowledge a shortage of expertise and prioritise it as 

something needed for the future of the industry before anything can be done to remedy 

the situation. Therefore, the Skills Forums have recommended that the skills agenda 

needs to be part of a business case made to industry through a series of channels. 

 

The Computer Games industry has also stressed that the situation of perception is not 

helped by the negative context the games industry is often placed in by the media, and 

that often the business management needs of games companies are not taken seriously 

by other areas of industry. 

 

It is felt that the economic significance and impact of these industries are also not 

recognised enough by Government or potential investors. 

 

The solution 

Skillset will be able to support the industry and Skills Forums with a certain amount of 

PR, press and online communications activity. However, when dedicated core funds 

have been provided from other industries it has been possible to create a more robust 

strategic and industry-led approach to raising these important issues, (See Section 2.7 

Implementation and Who Pays?) 



 44 

The following section outlines some of the keys areas that need to be developed: 

 Information in one place:  a web-based service at www.skillset.org so 

that all companies and individuals know where to find information about 

skills and company development in the Interactive Media and Computer 

Games industries.  

 

 Virtual Networks: employers and practitioners throughout the UK will be 

encouraged to join virtual networks to supplement the market intelligence 

gathered through the Interactive Media and Computer Games Skills 

Forums and ensure that people can be involved in developing policy and 

lobbying without necessarily attending meetings. 

 

 Improved signposting: so that employers know what vocational options, 

courses and sources of information are available to assist with the 

creation of a more diverse and work-ready workforce. 

 

 Voice of industry: Skillset will build on this action plan to ensure that the 

individuals and companies within the Interactive Media and Computer 

Games industries are aware of relevant skills policy and funding 

opportunities. This also requires the industry and trade associations to 

make sure these issues feature on the main industry agenda at events 

and meetings are not sidelined into parallel activities. 

 

 Collaboration:  Improved communication and information sharing is 

needed from all sides to support and inform employers, practitioners, 

educators, trainers, trade associations, investors and policy makers in 

their efforts to develop and sustain the Interactive Media and Computer 

Games industries with world class skills and leading companies. 

 

 Wide ranging industry: promote the wide variety of career opportunities 

and the diverse range of skills that are needed throughout the industries. 

 

 Awareness raising campaigns: to highlight the importance of skills and 

company development in the Computer Games development industry. 
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2.7 IMPLEMENTATION AND WHO PAYS? 

 

The issue 

 
To build on the work achieved so far through this action plan it is essential that the 

Interactive Media and Computer Games industries identify long term solutions to tackling 

and addressing skills and company development issues.  

 

Government funding is finite and can have changeable priorities so consistency of 

approach from industry is essential to continue to provide tangible solutions. 

 

This industry solution is likely to need a combined approach of ‘in-kind’ support through 

expertise and materials, and financial collaboration to create centralised industry funds 

that can be flexible to the industries’ changing and growing needs. 

 

Partnerships between industry and government will also be essential to inform existing 

funding and policy held throughout the regions and nations of the UK, and to establish a 

way of galvanising industry funds or resources to tackle industry-wide issues.  

 

The solution 

 
1. Government  
 
Through its funding of Skillset, the Department for Education and Skills, through the 

Sector Skills Development Agency, has already made the following possible: 

 
 Comprehensive National Occupational Standards; 

 
 Development and pilot of an Accreditation scheme for degree level courses 

relevant to computer games (in partnership with the DTI); 
 

 Coordination of an industry support package for accredited courses 
relevant to Computer Games from January 2006; 

 
 Development of industry guidelines for providers of Foundation Degrees 
 
 Development of a new apprenticeship model for QA/Tester roles; 

 
 A central resource of job profiles and careers fact sheets; 
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 extension of the existing Skillset research programme; 

 
 extension of the existing Skillset careers programme; 

 
 Staff and resources at Skillset and the development of the Sector Skills 

Agreement and this action plan. 
 

 
However, there still needs to be more support from government to develop companies, 

make existing business advice more relevant, and to anticipate the growth of the 

freelance workforce throughout Interactive Media and Computer Games. 

 

It is also recognised that as part of making an effective lobby for government support 

and recognition it will be necessary for industry to further establish the exact size of the 

need of the workforce. This can be partly tackled through Skillset’s Research 

Programme, which makes it essential that the industry circulates and completes forms, 

seemingly onerous, but without which a case cannot be made to Government about the 

shape, size and need of the industry. 

 
Regional and National Development Agencies, LSCs and their equivalents throughout 

the devolved administrations and where appropriate Screen Agencies throughout the UK 

need to continue to collaborate and work with Skillset’s Regional Managers and National 

Directors and the relevant Skills Forums to implement what is possible and most 

relevant from the recommendations in this action plan. 

 

 For more detail of each regional action plan in England visit 

www.skillset.org/uk/ 

 

 For more detail of the funding and policy mechanisms being agreed through 

the Sector Skills Agreement in Scotland visit: www.skillset.org/uk/scotland/ 

 

 For more detail of the funding and policy mechanisms being agreed through 

the Sector Skills Agreement in Wales visit: www.skillset.org/uk/cymru/  

 

 For more detail of the funding and policy mechanisms in Northern Ireland 

visit: www.skillset.org/uk/ni/  
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2. Industry 
 
IN KIND SUPPORT  
 
It is essential that industries identified in this action plan prioritise the skills agenda as an 

important component of industry longevity, success and strength.  

 

Communication between industry and the education or training market also needs to be 

addressed so that good practice in pockets of industry can be replicated for the benefit 

of the whole industry throughout the UK. An example is that it will become increasingly 

important that industry fields individuals and company support for courses and initiatives.  

 

To name a few, the following identifies areas where industry can push forward the skills 

agenda through ‘in kind support and expertise’: 

 

 Participation in the Interactive Media and Computer Games Skills Forums; 

 

 Participation in the Interactive Media and Computer Games Virtual Networks; 

 

 Participation in Skillset’s Research Programme so that the case for support and 

recognition can be convincingly made to government and relevant funders;  

 

 Specialist tutors or curricula for degree level courses;  

 

 Industry people who are able to work with existing services to improve the 

provision of business advice to the industry; 

 

 Companies willing to offer industry placements for students and tutors; and 

 

 Software and Development kits for accredited education providers. 
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COLLABORATIVE FUNDS 
 

To help finance and tackle all the initiatives identified in this plan and to provide industry 

with an independent and tangible approach to skills in the future it is becoming 

increasingly likely that collaborative industry funds may offer a solution. 

 

There are successful models in film, broadcasting, and construction, to name a few, 

where industries have collaborated to create funds that are a long-term way of 

addressing skills and company development issues, and that supplement and lever 

additional public funding. 

 

It is recommended that any new funds for either Interactive Media or Computer Games 

are collected and managed by Skillset on behalf of the industries, with the guidance of 

key trade associations and the relevant government departments. These funds would 

only be spent against industry identified and agreed priorities.  

 

Collaborative funds in other sectors have also been vital in increasing the industries’ 

lobby for Government support and recognition and have provided consistency when 

public funds inevitably need to change direction or priority. 

 

Following initial soundings, it is likely that separate models will be needed for the 

Interactive Media and the Computer Games industries.  

 

These models will need to be worked out in collaboration with leading people in the 

industries who can advise on the most appropriate intervention points in line with 

business models and revenue structures. 

 

As the needs of the sector become more complex and demanding, it is also likely that a 

contribution to Skillset’s core costs will be essential to make sure this work is effectively 

resourced and communicated. This support of Skillset’s core resources is already 

adopted by the film and broadcast industries.  

 

Potential models of industry funding will now be developed by the Interactive Media and 

Computer Games Skills Forums and circulated widely throughout the industries for 

consultation.  
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ANNEXES 

 

01  THE INDUSTRY 
 

It is anticipated that the Interactive Media and Computer Games industries will continue 

to grow significantly over the next five years as new platforms and technologies emerge 

and as the significant economic and cultural value of the sector is properly recognised.   

 

The use of interactive media or computer games skills and techniques will also become 

more pervasive in all areas of working and daily life.  

1.1 DEFINING THE INTERACTIVE MEDIA AND COMPUTER GAMES 
CONSTITUENCY 

It is important to note here that the term Interactive Media used in this section includes 

the Computer Games industry which shares many traits and issues at this level, but has 

been separated where possible in the action plan to show the unique approach 

sometimes needed for each industry.  

 

The Interactive Media sector is hard to define, especially when trying to avoid words that 

already have specific connotations in other sectors. This is partly because it is changing 

so rapidly; partly because it overlaps with, and draws on the skills of, numerous other 

sectors; and partly because it is, in many ways, not so much an industry as a discipline 

that is increasingly becoming part of everyday activity across all sectors of industry. It is 

also the case that there is a mismatch with traditional classifications of industry, which 

are not adequate to describe the Interactive Media sector. 

 

Numerous attempts have been made to define the sector13, none of which are entirely 

satisfactory.  The scope of previous surveys has ranged from sub-sectors within 

Interactive Media to ‘digital media’ or ‘digital content’, which have a much broader 

constituency than ‘Interactive Media’, through to the wider audio visual industries in 

general. 

 

                                            
13 For example, Skills Strategy For The Audio-Visual Industries In The South East Of England, 2002, New Media Skills In Northern 
Ireland, 2001, ICT In The City Fringe, 2002, UK Digital Content: Exploiting The Opportunity, 2002. 
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Therefore we go into detail here to offer an industry recognised framework, to help focus 

on the Interactive Media constituency to which this action plan refers, so that accurate 

and relevant data can continue to be collected by Skillset and skills needs can be 

expressed and addressed coherently. 

Our definition 

With the above in mind, we have defined four broad sector constituents. It should be 

noted that these do overlap to some extent and individual organisations may fall into 

more than one category: 

 

Creators:  those businesses, organisations, departments and individuals that create  

  interactive media products as their primary activity; 

Enablers:  those businesses that provide infrastructure, technologies or services to  

  support the creation and deployment of interactive media products; 

Clients:  those organisations or departments that commission or use interactive  

  media products as part of a wider set of activities (where those   

  organisations have in-house interactive media departments or divisions,  

  we would consider those departments to fall into the ‘creators’ category  

  above); 

End-users:  the individuals who ultimately purchase or experience interactive media  

  products. 

 

At this stage we are focusing principally on businesses, departments and individuals in 

the ‘creators’ category, and have defined our constituency as “those who are directly 

involved in the creation of interactive products that are experienced on digital media 

platforms by end-users.” However, we do acknowledge that enablers, clients and end-

users all have an important voice.  

 

We also recognise that whilst skills gaps, shortages and needs primarily relate to 

creators, hence our focus, the needs of the other sector constituents will frequently 

dictate or influence the products that creators must be capable of developing.  
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What do we mean by ‘products’? 

Broadly speaking, we are talking about: 

 

 Websites, intranets and extranets; 

 Multimedia CD-ROMs, DVDs and kiosks; 

 Electronic/Computer games; 

 Interactive elements to accompany linear television programmes (‘enhanced TV’); 

 Fully-interactive television programmes14; 

 Interactive elements for video DVDs; 

 Interactive elements for use within websites; 

 Interactive content for mobile devices. 

 

These may overlap or be used in combination – for example, an interactive element for 

use within a website may be a game. This list of product types is not exhaustive and is 

likely to change over time. 

                                            
14 The distinction between ‘interactive television’ and ‘enhanced television’ is important. The former is where a programme is 
conceived and developed to be fundamentally interactive from the outset (examples can typically be found in games, shopping and 
gambling channels). The latter is where a linear programme (often previously made) has interactivity added to it in the form of ‘red-
button’ access to additional information, other related material etc. or for feedback, voting etc. that is not then reflected within the 
programme itself. 
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What do we mean by ‘platforms’? 

The range of digital media platforms on which interactive products can be experienced is 

constantly evolving. In broad terms, though, they fall into four overlapping categories. 

These should be thought of as ‘content platforms’, rather than technical ones. Each is 

typically associated with one or more delivery platforms, which may apply to several 

content platforms and may change over time: 

 

Figure 1: Content and technical platforms 
 

 Web & Internet content: delivered to desktop 

computers, mobile devices, kiosks, or TVs via 

set-top boxes, broadband, wireless, dial-up. 

 Interactive Television content: delivered via 

set-top-boxes or integrated digital TVs. 

 Electronic Games: delivered to desktop 

computers, TVs, consoles or mobile devices via 

CD-Rom, DVD, cartridge or online. 

 Offline multimedia content: delivered to 

desktop computers, kiosks or TVs via CD-Rom, 

DVD or other magneto-optical media. 
 

 

We can also use this distinction to identify, for our purposes, the industry’s main sub-

sectors. Again, these overlap substantially, but their differences can be seen primarily in 

their: 

 Levels of maturity; 

 Business and revenue models; 

 Use of platform-specific skills. 

 

In particular, it should be noted that, while the Electronic/Computer Games sub-sector is 

largely driven by the exploitation of content through intellectual property rights, the Web 

& Internet content sub-sector is primarily service-based. The Interactive Television and 

Multimedia sub-sectors tend to involve elements of both service provision and content 

exploitation. 
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What is interactive media used for? 

Interactive media products are used for: 

 

 Business-to-business communications and transactions: such as e-

procurement, supply-chain integration, customer relationship management and 

business publishing; 

 Business-to-consumer communications and transactions: such as e-

commerce, information and publishing; 

 Consumer-to-consumer communications: such as virtual communities and 

online newsgroups; 

 E-Learning: training, education and assessment; 

 Entertainment: encompassing games and leisure activities; 

 Government communications: such as public information, online services and 

citizen-government communications; 

 Heritage and Tourism: such as museums, galleries or city walking tours.  

 Internal communications: such as knowledge management, collaborative 

working and training.  

 

This list is not exhaustive but broadly speaking can be summarised as Information and 

Commerce, Entertainment and Learning. 



 54 

 

1.2 THE INTERACTIVE MEDIA SKILL SET 

The Interactive Media workforce is highly educated, with most practitioners holding 

degrees and many holding postgraduate qualifications. At present, many of these are in 

subjects not directly related to interactive media.  Industry generally seeks graduate-

calibre recruits, with the subjects studied frequently being less important than the quality 

of the person.  

 

Interactive Media requires a unique set of skills. Practitioners typically need a 

combination of specialist skills drawn from at least two of the design, technical, content 

and business or management disciplines. This mix will include both transient and 

enduring skills. Practitioners also need a range of more general transferable skills and 

an all-round awareness of the wider industry and marketplace, as well as certain 

attitudes that make them more employable and better able to progress in their career. 

 

A useful term to describe the Interactive Media skill set is ‘T-Skills’. This is the notion that 

an individual has a range of broad general skills (the horizontal bar across the top of the T) 

plus a set of deep specialist skills (the vertical bar of the T). 

Transient specialist skills 

Transient specialist skills include expertise in: 

 

 Software packages, including their strengths, weaknesses and intended purpose; 

 Platform, hardware or delivery technologies, for example, different types of internet 

connection, device or storage media, including knowledge of their capabilities and 

constraints; 

 Payment and billing management options. 

 

Transient specialist skills are continually evolving, so they need to be frequently 

updated. 

Enduring specialist skills 

Enduring specialist skills underpin the transient skills and provide a solid foundation for 

long-term career development. These include: 
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 Broad design theory (encompassing product, audio, information, visual, 

interaction and systems design); 

 Software programming principles; 

 Human-computer-interaction and user-centred design; 

 Information architecture and systems architecture; 

 Digital rights management; 

 Video game theory and game-play concepts; 

 Creative writing and drawing skills; 

 Writing for user guides and technical documentation; 

 Writing for interactive media and electronic publishing; 

 Audio design; 

 Video design; 

 Concept development abilities; 

 Quality control. 

For example, it is not enough simply to know how to use a piece of software; users must also 

understand when, why and for what it should be used so that they can select the right tool for the job. 

Practitioners must also understand the parameters of the technology they are working with – for 

example, in the case of interactive television, knowledge of return paths such as telephone, SMS, 

email, web etc., as well as red button interactivity is essential. 

 

Transferable skills  

On top of these specialist skills, practitioners need more general, transferable, work and 

life skills that can operate within an international context and that they can take from job 

to job.   

These include: 

 General personal, communication and presentation skills; 

 Time, client and project management; 

 Self directed learning; 

 Leadership, people and team-working skills, including mentoring skills; 

 Business, financial, sales and marketing skills, including awareness of 

international context; 
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 Change management; 

 Research and study skills, including the ability to learn new skills quickly; 

 General ICT user skills, including a focus on the use of search engines; 

 Client empathy and requirements analysis – being able to understand quickly 

and accurately their business needs, environment, and processes; 

 User empathy - being able to understand the psychology, needs, wants and 

desires of consumers; 

 Self management and learning – being able to effectively manage and 

prioritise one’s own skills and career development. 

Awareness 

As well as specialist and general skills, practitioners working in Interactive Media need 

an all-round awareness of the industry, its processes and business issues as a whole. 

Successful practitioners need to be self-motivated and autonomous, and have an 

entrepreneurial attitude and a willingness to continue learning. They must have a broad 

outlook and be willing to embrace “T-skilling” and cross-disciplinary roles. A lack of this 

general awareness is considered detrimental to the functioning of companies as it 

affects communication and productivity. 
 

An example of this can be seen in the production process, which is not a simple production line, 

where each person can complete his or her task and handover to the next.  

Each individual needs an awareness of the wider process and their place within it, so that they can 

ensure their work is not just finished, but also ready for the next person. Designers need to 

appreciate technical and business issues; programmers need to have design awareness; managers 

need to understand creative processes and technical constraints and, most importantly, all must 

understand the needs of end-users. 

 

 

Although exact requirements may vary, depending on an individual's role, function and 

the type of organisation, in broad terms practitioners need to have an awareness of: 

 

 The other interactive media skill sets beyond their own specialities; 

 Users and usability, including accessibility; 

 Cultural issues and languages; 

 Commercial and marketing requirements, which includes an ongoing 

knowledge of future technologies; 
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 Relevant legal issues, especially relating to copyright, intellectual property 

and rights management; 

 Business issues and drivers, including business and payment models; 

 Media convergence and multi-channel distribution; 

 Consumer / end-user demands and the product’s market environment. 

Attitudes 

The nature of the Interactive Media industry also requires practitioners to have certain 

attitudes. These relate in particular to skills acquisition and working practices. 

 

The principal means of skills acquisition and knowledge transfer in the Interactive Media 

industry tend to be self-directed learning and coaching or mentoring from colleagues15. 

Although off-site courses and in-house instructor-led training are used, it tends to be the 

larger companies that most often do so. However, the industry comprises mostly small 

and micro businesses. 

 

Self-directed learning is most often achieved through: 

 

 Research and development work; 

 Reference to on-line resources; 

 Participation in online newsgroups and mailing lists; 

 Books; 

 Talking to colleagues. 

 

The Interactive Media industry therefore not only requires practitioners to have the ability 

to learn for themselves, but also the willingness to do so.  

 

Flexibility and adaptability are further key attitudes required of practitioners. This is partly 

because the industry and marketplace is developing and changing rapidly, but also 

because of the nature of its working practices. These tend to be characterised by: 
 

 Blurring of roles; 

 Vague job descriptions; 

                                            
15 For example, UK iProfessionals: Education, Training And Development Audit, 2002, ICT In The City Fringe, 2002, The Future 
Skills Needs Of Interactive Leisure Software Professionals In The South East, 2002, Creativity Is Not Enough, 2003. 
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 Unpredictable working hours and long days; 

 Frequent changes of employment. 

 

Successful practitioners need to be self-motivated, autonomous and have an 

entrepreneurial attitude. They must have a broad outlook and be willing to embrace 

hybrid skills and cross-disciplinary roles. 

Domain expertise 

As well as their interactive media skill set, many practitioners will have additional 

specialist domain expertise, such as: 

 

 Knowledge of a specific subject matter; 

 Experience of particular markets, for example by application or content, sector, 

geography and audience demography;  

 Foreign language and cultural understanding. 

 

Although these tend to be skills that are drawn from other disciplines and are therefore 

beyond the scope of this action plan, they are nevertheless indicative of how the sector 

requires a rounded and wide-ranging skill set. 

1.3 SECTOR SIZE AND SHAPE 

Obtaining accurate statistics on the size and shape of the Interactive Media sector is 

challenging for a number of reasons. In part there are difficulties, already mentioned, in 

defining the sector, and its rapid evolution has made it difficult for standard operational 

definitions to be agreed and applied. As mentioned earlier, the scope of previous 

surveys has ranged from sub-sectors within Interactive Media to ‘digital media’ or ‘digital 

content’, which have a much broader constituency than ‘Interactive Media’, through to 

the wider audio visual industries in general.  

 

The value of official or national sources of data such as the Annual Business Inquiry, the 

Labour Force Survey and the National Employer Skills Survey (NESS) is severely 

restricted in this area by the lack of Standard Industrial Classification (SIC) codes that 

adequately describe the sector, which prohibits extraction of relevant data from each 

source. 
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Another challenge in attempting to map and investigate the sector is that it is often 

difficult to reach its constituents - particularly freelancers and small, recently established 

companies. Even when the scope and coverage of a survey has been clearly defined, 

there is often no straightforward means of sampling within a population, or reaching the 

targeted sample. While TIGA and ELSPA have successfully evolved in recent years as 

trade associations representing the electronic games and leisure software sectors, there 

remains no equivalent, universally recognised organisation covering the web and 

internet sector, and no single listing or database of companies or individuals working 

within the area. 

 

Notwithstanding these issues, Skillset has developed an increasingly comprehensive 

and sophisticated approach to measuring the size and shape of the sector through its 

annual Employment Census, with progressively sensitive and refined sector and 

occupational definitions, greater scope and coverage, and continually improving 

response rates.   

 

Other valuable sources in this context include Skillset’s 2003 Workforce Survey, and 

their survey of interactive media companies carried out for the Digital Content Forum in 

2002. For the reasons stated above, and as these projects were undertaken at different 

times, they define the sector slightly differently from one another, reflecting the shape 

and structure of the industry at that particular time. 

 

Nonetheless, they provide an invaluable insight into the size and shape of the sector, 

current and emerging skills issues, and expected future trends. In most cases, it is 

broadly possible to map the sectors and occupational groups used between the various 

sources. Any forthcoming Skillset research covering Interactive Media will now utilise the 

industry agreed classification system described earlier in this section. 

 

For up-to-date and comprehensive information about the shape of the industry and 

current or future skills gaps and shortages visit the relevant industry pages at: 

www.skillset.org   
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02 OVERVIEW OF THE INDUSTRY THROUGHOUT THE UK 
 

The sectors within Interactive Media differ considerably in their geographical distribution 

throughout the UK. 

 

It is important that the many opportunities to work with this sector at local, regional or 

national levels are supported and linked into the main strategy so that companies, 

regardless of geographical location, have equal access to levels of support and 

information and that examples of good practice can be replicated. However, a coherent 

UK-wide approach to policy and funding is vital for this sector. 

 

Specifically, web and internet employment is much more London-centric. Three fifths of 

the workforce is employed in London, one fifth in the South East of England, and the 

remaining fifth is distributed fairly evenly throughout the remainder of the UK. Both 

electronic games and offline multimedia have the South East as their largest regional 

base, with over one third of each workforce based there, with London in second place 

accounting for 16% of employment in electronic games, and 25% in offline multimedia. 

Other significant bases for the electronic games sector include the West Midlands (12%), 

the North West (11%), and Yorkshire and Humberside (10%). The next largest 

community of offline multimedia employment is in Wales (13%).  

 

The key issue regarding geographical perspective is that companies outside the main 

centres (London and South East of England) must be able to compete effectively in this 

global marketplace. The impact of broadband connectivity is significant here, as well as 

access to commissioners, and a raised understanding by the many 

commissioners/potential clients of the value of these products.   
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Figure 2: Geographical Breakdown of the Web & Internet Workforce Skillset 2004 
Employment Census 

London - 60%

South East of England - 19%

South West of England - 2%

West Midlands - 1%

East Midlands - 7%

East of England - less than 1%

North East of England - 3%

Yorkshire and Humber - 1%

North West of England - 1%

Wales - 3%

Scotland - 2%

Northern Ireland - 1%

 
 
 
Figure 3: Geographical Breakdown of the Electronic Games Workforce Skillset 2004 
Employment Census 
 

London - 16%

South East of England - 38%

South West of England - 3%

West Midlands - 12%

East Midlands - less than 1%

East of England - 2%

North East of England - 5%

Yorkshire and Humber - 10%

North West of England - 11%

Wales - 1%

Scotland - 1%

Northern Ireland - less than 1%
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Figure 4: Geographical Breakdown of the Offline Multimedia Workforce Skillset 2004 
Employment Census 

 

London - 25%

South East of England - 33%

South West of England - 4%

West Midlands - 2%

East Midlands - 4%

East of England - 5%

North East of England - 6%

Yorkshire and Humber - 2%

North West of England - 2%

Wales - 13%

Scotland - 3%

Northern Ireland - less than 1%

 
 
 
As identified in Section 2.5: Gathering Intelligence and Expertise there are many 

membership organisations, bodies and unions that represent sections of the industry. 

Skillset will seek to work with them when taking forward this action plan. We have 

provided a snapshot here: 

 

SOME OF THE KEY UK-WIDE SUPPORT ORGANISATIONS FOR THE 
INTERACTIVE MEDIA AND COMPUTER GAMES INDUSTRIES: 

 
British Interactive Media Association (BIMA) www.bima.co.uk  

Broadcasting Entertainment Cinematograph and Theatre Union 
(BECTU) 

www.bectu.org.uk  

Digital Content Forum (DCF) www.dcf.org.uk  

Entertainment and Leisure Software Publishers Association 
(ELSPA) 

www.elspa.com  

New Media Knowledge (NMK)  www.nmk.co.uk  

PACT (representing content producers) www.pact.co.uk  

The British Academy of Film and Television Arts (BAFTA) www.bafta.org  

The British Web Design and Marketing Association (BWDMA) www.bwdma.co.uk 

The Independent Games Developers Association (TIGA) www.tiga.org  

The International Visual Communication Association (IVCA) www.ivca.org 
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And below is an overview of the industry throughout the different Nations and Regions of 

the UK to provide an easy reference guide: 

SOUTH EAST OF ENGLAND 

 

The largest audio visual sub-sector in the South East of England by far, in terms of 

number of people, is web and internet, followed by computer games and offline 

multimedia. Combined, this Interactive Media sub-sector now makes up 60% of all audio 

visual employment in the region. 

 

The Interactive Media sector in the region has seen substantial employment growth in 

recent years and is viewed by Wired Sussex as not only being in a healthy state, but 

also living up to the years of hype which have surrounded it. 

 

The first ever MSc in Digital Television Management and Production is the joint creation 

of the University of Brighton and Brighton-based Victoria Real Ltd. The course aims to 

provide students with the skills, knowledge and experience in producing and managing 

DTV projects. Victoria Real Ltd was bought out by Endemol UK in 2003 as part of their 

Interactive Media expansion and will now add gaming and gambling TV applications and 

‘pay to play’ web games to their already impressive portfolio (the two companies have 

previously collaborated on a range of projects including Big Brother (Channel 4), The 

Salon (Channel 4), Fame Academy (BBC1) and the worldwide webcast of J K Rowling at 

the Royal Albert Hall. Endemol UK have retained Victoria Real’s Brighton office as a 

regional production base for the group. 

 

Within the UK, the South East of England also has a particular strength in computer 

games due to the presence of major games publishers and software companies (eg. 

IBM; Microsoft). With its close proximity to London, Surrey has a concentration of 

companies working in computer games development, including the European 

headquarters of the American games company, Electronic Arts, in Chertsey. Other 

development studios are clustered in Brighton (eg: Babel Media, Creative Assembly); 

Guildford (Lionhead Studios) and Oxford (eg: Rebellion, Sick Puppies, LT Studios) areas 

are also strong in this sub-sector.    
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In addition, a cluster of interactive media businesses now exists in Brighton and Hove, 

comprising largely web design companies, although other sectors include IT software 

and services, corporate media and digital learning, for example, Worth Media, 

www.worthmedia.net  

 
Some useful links: 

 Brighton E-learning Alliance (BELA) – www.be-la.co.uk 

 Culture South East - www.culturesoutheast.org.uk  

 OxMediaNet - www.oxmedianet.co.uk 

 South East Media Network - www.southeastmedianetwork.co.uk   

 South East of England Development Agency (SEEDA) - www.seeda.co.uk  

 Wired Berkshire - www.wiredberkshire.com  

 Wired Sussex - www.wiredsussex.com  

 Wired Wessex - www.wiredwessex.com  

 

LONDON 

 

The Interactive Media industry has grown dramatically in London in recent years and 

has a wide variety of forms and formats, such as mobile telecommunications, 

interactive TV, offline multimedia and the internet.  

 

Many interactive media products and services in London are closely linked to 

business and, in particular, marketing activities. As such, much of the industry based 

in London supports the city’s globally important advertising and business services 

sectors. There are over 25,000 people working in the web and internet part of the 

interactive media industry nationally, with just over 60% working in London.  

 

Many of the larger agencies in London have grown out of the advertising agencies 

that previously provided non-interactive design and marketing services for clients. 

However, there are also a significant number of small, independent agencies that set 

up in the last decade to provide specifically interactive media services, both technical 

and creative. 
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The Computer Games industry has one of the most even geographical distributions of 

employment of all the UK’s creative industries, with games development taking place 

right across the UK.  However, there is a high concentration of games publishers in 

London, including Eidos and the European head offices of Sony Computer 

Entertainment. 

 
Some useful links: 

o 01zero-one - www.01zero-one.co.uk 

o New Media Knowledge (NMK) - www.nmk.co.uk  

o The London Development Agency (LDA) - www.lda.gov.uk  

 

NORTH EAST OF ENGLAND 

 
The indication is that the region has a bedrock of traditional media skills on which to 

build a vibrant digital media industrial sector. Its new talent is diverse, both 

geographically and in terms of specialism.  World-class excellence already exists in 

areas like virtual reality, games production, software applications, film making and 

multimedia”16. 

 

Most organisations involved in developing digital content in the region work either 

exclusively or almost exclusively within the North East. Although there are a growing 

number that have a range of clients throughout the UK and export internationally, such 

as the games and e-learning sectors.  In addition, many North East businesses in other 

sectors commission work outside the region rather than from North East interactive 

media suppliers, which can create shortages in the work available locally, meaning that 

freelancers have to travel to find most of their work. 

 

The games businesses in the region, as across the world, are subject to cyclical demand 

for resources, reflecting their project-driven nature, as reported by Pembridge, in their 

work for Northern Film & Media17.  The sector has grown, however, in the region by 

113% over the past four years.18  

 

 

                                            
16 ‘Joining up the dot.coms – A New Media Future for North East England’, Media Convergence Research Group, October 2001 
17 ‘The Moving Image Sector in the North East of England’, ibid 
18 Trends Business Research [2005] 
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Some useful links: 

 Codeworks Connect - www.codeworksconnect.net 

 Culture North East - www.culturenortheast.org  

 Northern Film & Media – www.northernmedia.org 

 One North East (Regional Development Agency) - www.onenortheast.co.uk  

 
 
SOUTH WEST OF ENGLAND 
 
The Interactive Media sector in the South West of England is centred around clusters of 

high-quality activity, mainly Bristol, Bath, and parts of Wiltshire and Gloucestershire.    

 

The sector is dominated by small to medium businesses and micro enterprises, with the 

majority of the workforce employed on a freelance basis (mostly long-term contracts).  

Smaller businesses tend to rely on their existing full-time staff and rarely outsource 

tasks. 

 

3C Research Limited is based in Bristol and is one of five University Innovation Centres.  

It is a research centre that targets and exploits the convergence between 

communication, computing and multimedia content production, storage and distribution.   

 

HP Labs Bristol is Hewlett Packard’s second-largest central research laboratory.  It is 

currently involved in the development of utility computing. Researchers have developed 

a rendering service for digital animators which speeds up the process of converting wire-

frame models into finished, fleshed-out frames with services that can be accessed and 

used in a manner similar to conventional utilities, such as electricity or water.  The new 

developments in utility computing create opportunities for new business models, with 

users having access to significant computing capacity as and when they need it. 
 

Some useful links: 

 Creative Kernow - www.creativekernow.com  

 Creative Skills - www.creativeskills.org.uk  

 Culture South West - www.culturesouthwest.org.uk  

 South West Regional Development Agency - SWRDA (Regional 

Development Agency) - www.southwestrda.org.uk  

 South West Screen - www.swscreen.co.uk 
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 YORKSHIRE AND HUMBERSIDE 
 
Digital industries are one of Yorkshire and Humber's high growth sectors with a number 

of significant clusters emerging in the region. This has led to significant investment being 

made; for example in the region’s digital infrastructure and in cutting-edge interactive 

broadband television technology. 

 

Just under two thirds of the total number of Yorkshire & Humber employees is employed 

within interactive media, which nationally has an average of only 14% of its workforce 

freelance, and in this region freelancers account for just 4% within this sub sector.  This 

could further be explained by the high proportion within this interactive media workforce 

engaged in Computer Games which has a national freelance percentage of 7%.   

 

The Interactive Media sector has experienced considerable growth in the region and 

electronic games, in particular, is recognised as a large and rapidly growing sector and 

forms a core strategic activity for the Regional Development Agency, Yorkshire Forward, 

and Screen Yorkshire. Employment figures suggest that almost 1000 people are 

employed in the computer games industry in the region. 

 

Game Republic, a network of over 40 computer games developers and publishers in the 

region, has been set up to support the industry in Yorkshire and Humber and has drawn 

support from across the world. Receiving funding from Yorkshire Forward and the EU, 

Game Republic is an independent trade alliance that supports, encourages and 

promotes video games development in the region. It works in close partnership with 

Screen Yorkshire. Key companies include Team 17, Rockstar Leeds and Revolution. 

 

Some useful links: 

 Digital South Yorkshire (d-SY) - www.digitalsy.org.uk 

 Game Republic - www.gamerepublic.co.uk  

 Screen Yorkshire – www.screenyorkshire.co.uk  

 Yorkshire Forward (Regional Development Agency)  

www.yorkshire-forward.com  
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EAST MIDLANDS 
 
Interactive Media is the largest sub-sector in the region representing 68% of the audio 

visual workforce (2,860 people). Of these, the vast majority work in web and internet. 

 

Recent research suggests that the Interactive Media sector is expanding, with signs of 

particularly strong growth in computer gaming. The region plays host to some of the 

UK’s leading games developers including Climax On-line in Nottingham, Eurocom, Circle 

Studios in Derby and Free Radical in Sandiacre near Nottingham.  Leicester has a 

number of digital media companies specialising in fashion and web design.  

Loughborough University houses the Digital Animation Workshops, a flexible learning 

initiative that links into emerging new animation companies and established multimedia 

companies and animation studios Atmospheres and Ten Alps Red Welly Studios are 

based in Derby.  

 

Some useful links: 

 East Midlands Development Agency - EMDA (Regional Development 

Agency) - www.emda.org.uk  

 EM Media – the Regional Screen Agency - www.em-media.org.uk  

 Second Wednesday - www.secondwednesday.com  

 
NORTH WEST OF ENGLAND  
 

According to the Strategy for the Digital Industries in the North West of England19 , the 

‘digital industries’, which include ICT and Interactive Media, make a significant and 

growing contribution to the North West economy. 

 
 

Computer games are recognised as a strength in the region - with 11% of the UK 

electronic games workforce based here.  The North West of England, and in particular 

Merseyside, played a critical role in the development of the UK Games industry and this 

is reflected in the pool of interactive software talent in and around Liverpool.   

 

ICDC (International Centre for Digital Content) is part of Liverpool John Moore’s 

University and a world leader in digital content solutions as well as supporting industry 

                                            
19  “A Strategy for the Digital Industries in the North West of England – SWOT Analysis, Strategic Framework and Action Plan”, 
SQW Limited, October 2002 
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through events, training, mentoring, matchmaking, research collaboration, and 

incubation.  

 

ICDC also manage the Digital Academy project for Merseyside. This is an expansion of 

ICDC's current activities to include the development of skills and innovative projects 

across schools and community groups. Digital Academy has a strong focus on 14-19 

year olds and new ways of learning. 

 

Liverpool accounts for around three quarters of the games workforce in the region20 and 

was described in the DCMS Creative Industries Mapping in 2002 as one of the world’s 

most important cities for computer games.  However, the SWOT analysis of the Digital 

Industries in the North West suggested that the Liverpool cluster is threatened with being 

left behind by more dynamic and better supported clusters elsewhere in the UK.  One of 

the key threats is that there is a lack of a recognized publisher in the cluster. 

 
Some useful links: 

 Games Alliance - www.gamealliance.net  

 ICDC - www.icdc.org.uk  

 Manchester Digital - www.manchesterdigital.com  

 Media Training North West - www.mtnw.co.uk  

 MITER - www.miter.org.uk  

 North West Development Agency (Regional Development Agency) 

www.nwda.co.uk 

 
 
WEST MIDLANDS 
 
There are over 160 Interactive Media businesses operating in the West Midlands.  The 

largest concentration of businesses is again in Birmingham, with a further concentration 

in and around Rugby, Coventry and Leamington Spa. The area around Leamington Spa 

in particular host two of the most successful UK games companies, developer Blitz and 

Codemasters, one of the UK’s few independent publishers.  This growing cluster is 

supported by the Universities of Birmingham, Coventry and Warwick, which have 

academic expertise in the application of Games and Artificial Intelligence technologies, 

virtual reality and 3D imaging.  Anecdotal evidence from members of Skillset’s West 

                                            
20 ‘Digital Industries SSPA Action Plan’, e-skills UK, 2004 
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Midlands Skills Panel suggests that the number of businesses and individuals in 

Interactive Media may actually be higher than is currently thought to be the case.  This 

reflects the difficulty of tracking a dynamic emerging sector such as Interactive Media.   

 

Some useful links: 

 Advantage West Midlands (Regional Development Agency) 

www.advantagewm.co.uk 

 Learning and Skills Council, Birmingham & Solihull 

www.lsc.gov.uk/birminghamsolihull  

 Screen West Midlands - www.screenwm.co.uk  

 
SCOTLAND 
 
The Interactive Media industry employs 30% of the audio visual workforce in Scotland. 

Scotland’s rich tradition of innovation and enterprise is reflected in the Interactive Media 

sector across the country. Covering a wide variety of new and emerging employers and 

sub-sectors there is considerable expansion across Scotland, including a number of 

world class computer games developers operating at the forefront of this popular 

technology.  

 

Indeed, currently topical and popular games console titles like Grand Theft Auto and 

State of Emergency as well as other, less controversial, titles such as Harry Potter, 

Quidditch World Cup were all produced in Scottish studios. 

 

The sectors within Interactive Media differ considerably in their geographical distribution 

throughout the UK; however there are significant concentrations and clustering in 

Scotland.  

 

Dundee and the east coast through to Edinburgh are home to the majority of Scotland’s 

computer games developers. Indeed, Dundee is something of a games development 

frontier with one of Scotland’s leading developers, Visual Science, and a whole host of 

other smaller companies, operating from the city. Visual Science alone employ over 100 

people, a figure projected to grow over the coming months as they gear up to the 

demands of developing content for the next generation of games consoles. In total, 

Scotland is home to around 18% of the UK’s games development workforce, 

consistently punching above its weight. 
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Some useful links: 

 AIMHI - www.aim-hi.org 

 Interactive Tayside - www.interactivetayside.com  

 ScotlandIS - www.scotlandis.com  

 Scottish Screen - www.scottishscreen.com  

 The Scottish Games Alliance - www.scottish-enterprise.com  

 TIGA Scotland - www.tiga.org  

 
 
WALES 
 
 
As with the UK as a whole, the Interactive Media sector in Wales is very much in an 

embryonic stage of development.  As this sector is so young there are difficulties in 

defining its reach/remit.  It is, though, a rapidly growing sector: at present there are 

approximately 124 interactive media companies in Wales.  29% of such companies are 

reported to have increased their workforce and the level of vacancies implies growth.   

 

According to the 2004 Skillset Employment Census, 6% of the Interactive Media 

workforce in Wales works on a freelance basis – very much lower than in other audio 

visual sectors. The majority of the sector works in offline multimedia, followed by the web 

and internet sub-sector. At present, the electronic games sector in Wales remains small. 

 

The census identifies a total of 2441 people working in the sector, the largest group in 

offline multimedia, followed by web and internet. The sector is male dominated (women 

account for less than 30% of the workforce), but has a relatively high proportion of ethnic 

minority staff – 5% overall and 8% in web and internet. 

 

Some useful links: 

 @Wales Digital Media - www.atwales.com  

 Aspect Ratio - www.aspectratioswansea.com  

 Sgrîn Cymru Wales - www.sgrin.co.uk  

 The Welsh Development Agency (WDA) - www.wda.co.uk  

 



 72 

 
NORTHERN IRELAND 
 
We are aiming to obtain a clearer understanding of the Interactive Media industry in 

Northern Ireland through future research and surveys. 

 

The Northern Ireland Sector Skills Agreement is currently in the development stage and 

will address the Interactive Media sector providing a better understanding of the industry 

as well as informing future funding decisions and initiatives – The Skills Agreement will be 

available for consultation shortly. 
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03  MEMBERSHIP OF INDUSTRY SKILLS FORUMS 

 

3.1 INTERACTIVE MEDIA SKILLS FORUM 
 

Chair: Andrew Chitty, Managing Director, Illumina Digital - www.illumina.co.uk 

Deputy Chair: Stef Brammar, Operations Director, Node - www.nodeexplore.com 

 Benet Northcote, Head of Interactive Media, CTN - www.ctn.co.uk 

 Bill Daring, Director, KMP - www.kmpassociates.com  

 Bill Skirrow, Managing Director, Big Stream Interactive - www.bigstream.co.uk  

 Catrin Rees, Project Director, Interactive Programming, BBC - www.bbc.co.uk 

 Damian McConnell, Head of DVD Production, Picture Production Company - 
www.theppc.com 

 David Bainbridge, Managing Director, YooMedia Mobile - www.yoomedia.com 

 Denise Turner, Marketing Director, Cimex - www.cimex.com 

 Dr Philip Rhodes, Director of Research, Fhios - www.fhios.com 

 Huw Owen, Managing Director, CC4Web.tv Ltd - www.cc4web.tv 

 Ian Thomas, Head of Software Development, B-Dag Cyf - www.prodplay.co.uk 

 Jon Hirsch, Hirschworks - www.hirsch.co.uk  

 Liz Chandler, Head of Creative, Twowaytv - www.twowaytv.co.uk 

 Mark Weber, Group New Business Director, Atticmedia - www.atticmedia.com 

 Martin Freeth, Managing Director, Windfall Digital - www.windfalldigital.com  

 Martin Ross, Interactive Media Producer, The Edge Picture Company -
www.edgepicture.com 

 Mike Short, Vice President - Research & Development, 02 - www.mmo2.com 

 Peter Button, Chief Executive Officer, Wireless Information Network - 
www.winplc.com 

 Peter Cowley, Director of Interactive Media, Endemol UK - www.endemoluk.com  

 Philippa Maclennan, Sponsorship Manager, Orange - www.orange.co.uk 

 Sandra Agnew, Head of Training, BskyB - www.sky.com 

 Simon Gunning, Head of Interactive Media, Celador - www.celador.co.uk 

 BIMA representatives - www.bima.co.uk  (pool of alternates - Andrew De Groose, 
de-construct, Tim Osler, Random Media, Mark Iremonger, Unit 9 and Clare 
McDonald, BskyB)  

 Claire Scally, Interactive Media Executive, PACT - www.pact.co.uk  

 Wayne Drew, Chief Executive, IVCA - www.ivca.org  

 Emma Williams, Digital Content Forum - www.dcf.org.uk 

 Lynne Kilpatrick, Publishing Unit, DTI - www.dti.gov.uk 
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3.2 COMPUTER GAMES SKILLS FORUM 

 

Chair: Ian Livingstone, Creative Director, Eidos - www.eidos.co.uk 

Deputy Chair: Orla Byrne, Group Human Resources Director, Activision Europe 

www.activision.co.uk 

 Geraldine Randle, HR Manager, Blitz Games -www.blitzgames.com 

 John Broomhall, Audio Director & Consultant, Broomhall Project Ltd - 

www.johnbroomhall.co.uk 

 Mary Timlin, Vice President, Human Resources, Sony Computer Entertainment 

Europe - www.scee.com 

 Sue Eilfield, HR Director and Jenny Brown, University Relations Manager, EA - 

www.europe.ea.com 

 Simon Prytherch, Head of Internal Development, Empire Interactive - 

www.empireinteractive.com  

 Sheila Kettle, Human Resources Manager, Kuju Entertainment - www.kuju.com 

 Stephen Harrison-Mirfield, Director of Human Resources, Codemasters - 

www.codemasters.com 

 John Duthie, Head of Human Resources, Visual Science - www.vissci.com  

 Fred Hasson, CEO, TIGA - www.tiga.org 

 Mike Rawlinson, Deputy Director General, ELSPA - www.elspa.com 

 John Kroeger, Head of Computer Games, DTI - www.dti.gov.uk 

 

 

INTERACTIVE MEDIA, COMPUTER GAMES AND ANIMATION TEAM AT SKILLSET 

 

 Paula Moses, Interactive Media, Computer Games and Animation Manager 
 

 Chris Chilton, Computer Games and Animation Co-ordinator 

 Ian Lube, Interactive Media and IT User Skills Co-ordinator  
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3.3 INTERACTIVE MEDIA SKILLS GROUP (March – June 2004) 

Facilitator: Paul Schrijnen 

Chair: Ian Morrison, Carlyle Media Ltd – www.carlylemedia.com  

 Angel Gambino, Controller, Business Development and Emerging Platforms, 
BBCi - www.bbc.co.uk 

 Andrew Chitty, Illumina Digital, www.illumina.co.uk 

 Andrew Wilder, Wilder Associates - www.wilder-associates.com  

 Bill Daring, Director, KMP - www.kmpassociates.com  

 Caroline Pelletier, Institute of Education - www.ioe.ac.uk 

 Catherine Conn, Codemasters - www.codemasters.com 

 Daren Martin, Technology Director, EGG – www.egg.com  

 David Lau-Kee, Criterion Software – www.csl.com   

 Denise Turner, Marketing Director, CIMEX - www.cimex.com  

 Ian Jindal, Chief Executive Officer, ICP - www.icpeurope.net  

 Ian Thomas, B-Dag - www.prodplay.co.uk 

 Ian Turnbull, Director, Black Cactus - www.blackcactus.com  

 Jane Foston, Development Manager, Granada - www.itv.com   

 Jason Kingsley, Chief Executive Officer, Rebellion - www.rebellion.co.uk  

 John Duthie, Head of HR, Vis Entertainment - www.visentertainment.com  

 Mark Hawkins, Chief Operating Officer, twofourtv – www.twofour.co.uk  

 Martin Ross, Interactive Media Producer, The Edge Picture Company -
www.edgepicture.com  

 Mike Short, O2 and Chair of Mobile Data Association (MDA) – www.o2.com   

 Dr Philip Rhodes, Director of Research, Fhios - www.fhios.com  

 Roger Broadie, Consultant, Macromedia 

 Raymond Cheng, President and CEO, Convenxia - www.convenxia.net  

 Siobhan Calfe, Head of HR, KuJu Entertainment - www.kuju.com  

 Stephanie Brammar, mPower Media and Digital Content Forum 
www.mpowermedia.uk.com  

 




