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Á Creative Industries in the UK

Á Fastest growing sector growing at an average of 6% per  

annum

Á Account for a twelfth of the economy (more than in any other 

country)

Á Contribute 7.9% towards UK GDP

Á Employ almost 2 million people

Á Exports totalled 13 billion in 2004                                                                                          

(DCMS)



Á Creative Industries in the UK

ñInthe cultural and creative sectors, people are three

times as likely as the working population in general

to become self-employed, most often as solo

businesses without employeesò(Baines & Robson)

ñTheUK design sector is made up of 12,450 design

consultancies and 47,400 self employed freelancers.

Of the design consultancies, 59% employ less than

five people.ò(The Design Council ïThe business of design)



Á The role of Education

ñCreativityat the heart of educationò

ñThecreative sector is one of the most highly

educated with around 43% having degrees or higher

level qualifications compared with 16% of the

workforce as a wholeò(DCMS)

ñCreativegraduates are more entrepreneurial than

their peers with over a third of all self employed first

degree graduates coming from these disciplines, the

highest figure across all subject categoriesò(DCMS)



Á The role of Education

ñ93% of designers think that business skills are

either essential or useful in the design curriculum

whilst only 54% of design colleges agreedò(Design

Council)

ñTodayyou have to be a salesman as much as a

creative, talking marketing and design using the

same business justifications. If you do not

communicate business language you do not

communicate at all.ò(Clive Goodwin)



Á The role of Education

Sir George Cox highlights the need to give

every student likely to work in, or with business,

a wider understanding of business practice and

recommended that Universities go further and

introduce Masters programmes that bring

together different elements of creativity,

technology and business (Cox Review 2006)



MA Design Practice & Management 



Aim

Provide creative students with the skills, knowledge 

and support to develop their ideas into commercially 

viable propositions



Methodology

Creative entrepreneurs learn best by ódoingôand

reflecting on ódoingô



Objectives 

ÅExploit creativity

ÅManage innovation

ÅAssess commercial credibility

ÅImplementation



Inspire entrepreneurial understanding

Encourage entrepreneurial behaviour

Transfer entrepreneurial knowledge
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External

Teaching
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Behaviour



Design Management 2

Design Practice 2

Researching the Cultural 

Sector (Business School)

Design Management 1

Design Practice 1

Ethical and Environmental

Masters Dissertation
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Companies GCU



And other companies / organisations




