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Introduction
In responseto ParliamentaryInquiry into thefutureopportunitiesfor Australia’sfilm,
animation,specialeffectsandelectronicgamesindustries,CREATEAustraliais pleased
to submitthispaper.

CREATEAustralia, asthenationalindustrytrainingadvisorybodyfor thecultural
industries,developswork standardsfor music,visual art,craftanddesign,entertainment,
film, television,radioandmultimedia,zoosandbotanicalgardens,performingarts,
museumsandlibraries,communityculturaldevelopmentandwriting,publishingand
journalism. In this role,CREATErepresentsthevocationaleducationalandcultural
interestsof approximately50,000enrolledvocationalstudentsandawiderangeof
practisingcreators,performersandcopyrightowners.

CREATEAustralia’sol~ectivesareto achievevocationaleducationandtrainingandwork
standardsfor theculturalindustrieswhich:

• arerecognisedforqualityandrelevancethroughouttheindustryandin theglobal
community

• encourageinnovation,flexibility anddiversityin arapidly changingwork and
trainingenvironment

• enableindividuals,acrossall culturalgroups,to achievetheir creativepotentialina
globalcontextwithnationalcharacter

• ensurethatthenationcancapitaliseon thecreativeandinnovativeskills of its
culturalpractitioners.

CREATEAustraliabelievesthattheopportunitiesfor Australiato maximisethe
developmentof athrivingaudiovisualindustry,furthereconomicbenefitto Australia
andastrongculturalimpactin aninternationally-competitivearena,areextensive.The
timeto do this isnow.

“We are at the beginning of a revolution where change is not
always knowable. The changesoccurring in information and
communicationtechnologiescan be comparedto theadventofprint
and its impact. Digital technologyis democratisingauthorshipand
creativity, with everyonea potential participant in the creative
process. The impacton education,entertainmentand e-commerce
is enormous,wit/i thesepreviously separatespheresof activity
converging.”

Theseopportunitiesmustbeharnessedinconjunctionwith asecureplatformof training
andeducationof therelevantbodiesresponsiblefor developmentof theseindustries.A
wholeof governmentapproachis alsorequiredto developtheindustryandachieve
maximumbenefitsforAustralia. Specificinitiativesto achievethis areoutlinedbelow.

Background
Despitegreatsuccessstories,Australia’sculturalindustrieshavesomeway to go before
theycanclaimrealsuccessin internationaltrade— andtherearemanyconstraintsthat
mustfirstbeovercome. Forexample,Australiaearnedatotal of $156 million in 1995-6in
royaltiesfor theuseof culturalpropertyoverseas.ButroyaltiespaidbyAustraliato the
restof theworld for the rightto usetheir culturalpropertywasfour timesgreater— $655
million.
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Equallyunbalancedareexportsof culturalgoods,whichearnedAustralia$750million in
1994-5,in starkcontrastto culturalimportsin thesameperiod,whichwerefive times
higher,totalling$3,364million. Thesefiguressuggestaneedfor initiativesthatsupport
moregloballycompetitiveculturalproductionandexports,forbotheconomicandartistic
identityreasons.Initiativesandfundingto benchmarktheAustralianculturalindustries
internationallywererecommendedin theNugentreportontheperformingartsanda
reporton thefilm andtelevisionindustrypublishedjointly by theAustralianFilm
CommissionsandtheAustralianFilm FinanceCorporation.m

Australiais thereforecurrentlyfacedwith eitherconsumingtheproductsof new
technologies(producedby othercountries)orcreatingthem. To avoidbeingrelegatedto
secondclassstatus,Australiamustensurethatit is notsimply theconsumptionbasefor
productsdevelopedby othernations,butthesourceof creativeproductswhichgenerate
wealthandexports.

Thisargumentis centralto thecurrentFreeTradeAgreementdiscussionsbetween
AustraliaandtheUnitedStatesof America. CREATEAustraliahasparticipatedin the
processurgingtheAustralianGovernmentto insistuponcomprehensiverightsfor
Australiangovernmentsatall levelsto assistto sustainanddevelopAustralianculture.
TheCommonwealthGovernment,is well awarethatAustralianculturallife cannotbe
sustainedwithoutinterventionistsupportfor thecreativesectors.

Wewouldarguein thecontextof hyingto establishasustainableaudiovisualindustry,
thatindustrydevelopmentsupportmustbebotheducationallyandindustrially-basedas
outlinedin thispaper.

Wethereforeincludeanumberof attachmentswhichsupportthisargument.Theseare:

• Attachment1, whichhasfurtherinformationonCREATEAustralia

• Attachment2, whichhasfurtherinformationon Generalculturalindustrystatistics

• Attachment3,whichhasSpecificfilm televisionradioandmultimediastatisticsand
trainingneeds.

Characteristics of work in the film, animation, special effects and
electronic games industries
Thesectorscoveredby CREATEAustraliaareveryvariedanddiverse.Key challenges
facingall cultural practitionersarethecharacteristicsof work in theindustries.Typically,
peopleworkingin theindustryonly everexperienceshortperiodsof employment;work
within fieldswith rapidly changingtechnologyandexpensiveequipment;haveno
fundedtrainingassistance;andwork in aninternationally-competitivemarket.These
featureshavemajorimplicationsfor skills developmentandopportunities,andhencefor
thedevelopmentandsustainabifityof theindustriesthemselves.

Growth and training in these industries
It is vitally importantforAustraliato capitaliseon theeconomicandcreativebenefitsof
thesesectorsbecauseof their centralityto ournationalculturalcharacterandtheir
permeabilityto globalaudiences.In additionto therapidgrowthof theculturalsectors
in thepastcoupleof years,nowoneof thefastestgrowingof all industries,the
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cultural/recreationserviceshasfurtherforecastedprojectedindustryemployment
growthto 2007-08of 2.5%. This isthe third highestof all industries’.

In particular,theaudiovisualandmediasectorsof theculturalindustriesareexpectedto
growsignificantlyin thenexttenyears.Jobprospectsfor thefuturein themediaare
describedasgoodandasaveragefor artspositionsgenerallyu.However,thisgrowthhas
aninternationaldimensionandasnotedabove,Australiais notnecessarilywell-placedto
ensurethattheskills andproductioncapabilitiesof home-growntalentcanremain
internationallycompetitive.Mediajobsover the5 yearsto 2002haveseenanincreaseof
9.8%and6.4%for arts-relatedpositions~.

All areasof theculturalindustriesrequirehighly trained,job readypractitioners.This
appliesparticularlyto thefilm, television,multimedia,entertainmentandaudiovisual
sectors.Themajorchallengefor thesesectorsis howto train andthenaccessaready
supplyof highly-skilledpractitionerswho,asmentionedpreviously,only work for short
periodsatatimein sectorswith rapidlychangingtechnology.

Theuptakeof theFilmTelevisionRadioandMultimediaTrainingPackagehasbeenvery
successfuLlargelydueto its widespreadadoptionby theAustralianBroadcasting
Corporation.ThisTrainingPackagecoversmultimedia,animation,specialeffectsand
gamesindustrystandards.It doesnothowevercoverthecreativewriting skills required
for thesesectors.

In orderto capitaliseon thenationalandinternationalopportunitiesaffordedby growth
in multimedia,animation,specialeffectsandgamesindustries,anumberof baseskillsets
arerequiredby most,if not all practitioners.

Iii particular,theyneedtrainingto manageanddeveloptheirowncareers,including
skills andknowledgein financeandbusiness,copyright,intellectualpropertyandmoral
rights,newtechnologyapplications,electronicpublishing,crossmediaskills,andcultural
awarenessto assistin workingwith youthandequitygroups.

Morespecifically,shortagesof skilledworkershavebeenidentifiedfor specificareas
relevantto thesesectorsasfollows:

• in themultimediaarea,for advancedwebdesigners

• in theentertainmentsector,contentproducersto appealtointernationalandnational
audiences,skills inhandling/usingdigital technologies,fromCAD designtolighting
boards

• in thefilm/television/radioandmultimediasector,for technologists;technical
directors,audioassistants,visionswitchers,video charactergeneratoroperators,
contentproducers,crossmediaoperators(e.g.broadcastandmultimedia),
scriptwritersfor screen,multiskilled actors(film/TV trained).iv

Strategic initiatives
Thefilm, animation,specialeffectsandelectronicgamesindustriesrequireanindustry
developmentplansupportedby trainingandemploymentinfrastructure.Thisshould
harnesstheapplicationof individual creativetalentin theknowledge,informationand
creativeeconomies.Forexample,theindustryneedstoconsiderhowproducerscan
work moreeffectivelyacrossmediaplatformsinadigital environment.

DEWR Job Outlook 2002, DEWR.
DEWR Job Outlook 2002, DEWR.
DEWR Job Outlook 2002, DEWR.
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Thecultural sectorsmustalsoengagewith thenewrelationshipsbetweentraditional
industryrolesandthoserequiringnewtechnologyapplications.Culturalpractitioners
mustpursuebetterwaysto capture,promoteandprotecttheir intellectualproperty.

Thesignificanceof designskills in theneweconomymustalsoberecognised.Design
andartisticskillsbasesarecentralto valueaddinginproductdesignandproduct
differentiation.

Thesectorsmustcapitaliseon therole of innovationandcreativityastheseskills placethe
culturalindustriesin astrongpositiontobuild theinfrastructurefor asuccessful,
forward-lookingeconomyin Australia.

Industry policies and whole of government approaches
Thedynamicenvironmentof film, animation,specialeffectsandelectronicgames
industriesrequiresresponsesthatintegrate cultural,industry,trade,education,
employmentandbusinesspolicies. Optionsinclude:

Industrypoliciesthat:

• supportvalue-addingthroughdesignandthecreationof newcontentandproducts

• bring togethertherangeof artspracticeswith newtechnologies

• fosterthedevelopmentof talentandnewproducts

• supportthedevelopmentof networksbywhichindividualpractitionersandmicro
businessescanshareresourcesandmarkettheirproducts

• promotepartnershipsto fosterinnovationacrossall industries

Tradepoliciesthat

• activelypromoteandsupporttheexportof culturalproducts

• supporttheestablishmentof internationalpartnershipsandnetworks

• supportoverseasmarketing,thedevelopmentof distributionnetworksand
internationalbenchmarkingto progressivelyraiseAustraliastandards

• researchanddevelopmentpolicieswhichextendjoint industry!educationresearch
programsandprovidemorescopeforcross-industrycollaboration

) • educationandtrainingpoliciesthatfostercreativityatall levelsfrom primaryschool
onwardsandprovideskills developmentin theapplicationof newtechnologies

• businesspoliciesthatsupportentrepreneurshipandintegratevocationaleducation
with theestablishmentof smallandmicro-businessesacrossall artssectors

Employmentpoliciesthat:

• link employment,training,businessandindustrydevelopment

• supportregionalemploymentandartsindustrydevelopment

In additionto theabove,artistsandcontentproducerswifi increasinglyneedto takea
globalperspectiveandbecomemoreinvolvedin thefuturedirectionsof theindustry.

Educationandtrainingsystemswifi needto developpracticalstrategiesto:

• fund educationandtrainingin aworld of rapidandexpensivetechnologicalrenewal
andincreasingmarketcompetition

• jugglethebalancebetweenthespecificandgenericskifi needsof artsworkers

• fosterlifelong learning
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• deliverresponsiveandinnovativeeducation

• respondeffectivelyto technologicalchange

CREATEAustraliais happyfor thissubmissiontobe madepublicandwouldbe pleased
to contributefurtherinformationto thisParliamentaryInquiry.

MarieManidis
CEOCREATEAustralia

Tuesday,July01,2003

)
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Attachment I

CREATE Australia
CultureResearchEducationandTraining EnterpriseAustralia

CREATEAustraliais thenational industrytraining body(1TAB)for thecultural
industries.Its primarytaskis tohelp thecultural industriesdevelopandrun high
quality, relevantvocationaleducationandtrainingprograms.

CREATE supportstheculturalindustriesby:

K workingwith industryto developquality trainingproductsincludingindustry

trainingpackages(nationalqualifications,competencystandardsandassessment
guidelines)andlearningresources

K workingwith enterprisesandtrainingorganisationstoestablishinnovative,flexible,

andaccessibletrainingandassessment

K giving adviceto governmentonpolicy andtrainingpriorities

K coordinatingtrainingdevelopmentandimplementation

K providingaforumfor discussionanddebateabouteducation,training andthe

cultural industries,includingabiennialnationalconference.

CREATEAustraliapursuesanumberof additionalrolesincluding:

• playinganactiverole inpromotingcreativityacrossindustriesandinvocationaland
secondaryeducation

• fosteringinterdisciplinarityacrosstheculturalandotherindustries

• providingresearchandmarketinteffigenceontheculturalindustriesto awide
audience

• promotingcommunicationandothertechnologiesin work andtraining

• promotingpartnershipsandsupportinglifelong learning

• fosteringinnovationandflexibility in thedeliveryof training,with innovative
alternativesto traditionalapprenticeshipmodels

• definingandpromotingcareeropportunitiesandpathways

• promotingdiversityin education

• promotingtheAustralianculturalindustriesinternationally

CREATES industry coverageincludes:
• communitycultural development

• design

• entertainmentandlive theatre
• film, television,videoandradio

• libraries

• performingarts

• music

• museumsandgalleries
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• visualartsandcrafts

• multimedia

• writing, publishingandjournalism

• zoosandbotanicgardens
CREATEproducts

K thenationalentertainmentindustrytrainingpackage

K thenationallibrary andinformationservicesindustrytrainingpackage

K thenationalmuseumsindustrytrainingpackage

K thenationalmusicindustrytrainingpackage

K thenationalindustry trainingpackagefor film, television,radioandmultimedia

K language,literacyandnumeracyresourcesto supporttrainingin the

entertainmentindustry

K thefirstnationalcareersguidefor theAustralianentertainmentindustry

K thenationalmultimediaeducationandtrainingstrategy

K thecommunityculturaldevelopmenttrainingdirectory,availableon-line

K aresearchstudyonthevisual arts,craft anddesignindustries

K resourcesto supporttraineeshipsandapprenticeshipsin theentertainmentindustry

K aresearchstudyon thecommunityculturaldevelopmentsector

K Creatinga position[200]1: areportonnationalandinternationaltrendsin thecultural

industries,educationandtraining

Forthcoming publications
K casestudiesof industrytrainingpackagesinpractice

K CD ROM learningresourcesto supportthefilm, television,radio,multimedia

industrytrainingpackage

K musicindustry trainingpackagesupportmaterials

) K visualarts,craftanddesignindustrytrainingpackage

CREATEwelcomesparticipationin all projectsandactivities.

The CREATE board
CREATE is overseenby anationalboardof directorsfromemployers,peakindustrybodies

andnationalunions.Theboardmeetsfour timesayear.

Membership
Membersof CREATEreceive:

K discountson all CREATEproducts

K discountsonconferencesandseminars

K invitationstoparticipateinCREATEconsultationworkshopsandseminarsandthe

AGM

K theCREATEAustralianewsletter,annualreportandresearchor otherreports
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Become a member for as little as $33 — contact CREATE for an
application form.
CREATE Australia Chairperson - Tom M
Jeffrey, AM
ph: 61 2 8399 2655 Chief Executive Officer —

Marie Manidis
fax: 61 2 8399 2677
email: create@createaust.com.au

httD://wwW.CreateaUSt.COm.aU
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Attachment2- General cultural industry statistics
Involvementandparticipation

• Morethan80 percentof Australiansattendaculturalactivity eachyear.

• Eachyearmorethan7 million Australiansattendculturalperformancesand3 million
visit galleries.

• In April 2001,anAustralianBureauof Statistics(ABS) surveycollectedinformation
abouttheinvolvementof peopleaged15 andoverwhoworkedin selectedculture
andleisureactivitiesduringtheprevious12 months. Thesurveyshowedthat2.5
million people(16.8percentof the Australianpopulationaged15 andover)were
involved incultureandleisureactivities(excludinginvolvementsolelyfor the
respondent’sownuse).”~.

• Of the900 000whoreceivedsomepaymentfor theirwork53,700(6.0%) receivedonly
paymentin-kind suchastheprovisionof goodsandservicesor waivingof
subscriptionor membershipfees.

Culturalindustriescontributionto theAustralianeconomy

• Theartsandculturalindustriescontributearound2.5%of Australia’sdomestic
productionof goodsandservices,valuedatsome$20billion annually.

Employment

Overall,theculturalsectoris oneof thefastest-growingsectorsof theeconomyas
demonstratedbyemploymentgrowth:in arecentfive-yearperiod,theincreasewas20
percent,whereasthe increasein totalemploymentin thesameperiodwas7.4percent.”~
Seefiguresbelowfor eachsector.

Involvement

Themostrecentsurveyof work inselectedculturalandleisureactivitiesfromtheABS
(April 2001) identifiesthatduringthe12 monthsprior to interviewin April 2001,an
estimated2.5million persons(16.8%of theAustralianpopulationaged15yearsandover)
wereinvolvedin someform of paidor unpaidwork relatingtoselectedcultureand
leisureactivities. X This represents19.5%of all employedpeople.A totalof 35.8%of
thosereceivedpaymentfor theirwork, whichreflectsanincreaseof 1.8%on theprevious
surveyin1998. Thoseundertakinghobbyactivitiesonly or whoonly attendedculture
andleisureeventsarenot includedin thesefigures. Categorybreakdownsshow:

• 1,351,900females(17.8%of all females)and1,159,600males(15.7%of all males)were
involved;

• Of the 900,000personswhoreceivedsomepaymentfor their involvementin culture
andleisureactivities,554,700people(61.6%statedtheirinvolvementwaspartof their
main job. Over70%of peopleinvolvedin librariesandarchives,design,or artand
craft showorganisingindicatedthattheirinvolvementwaspartof theirmainjob.

• 28.8%of personsin theAustralianCapitalTerritory(67,800persons)hadsome
involvement,whichwasnoticeablyhigherthanotherStatesandTerritories;

• 542,400personsin the15 to 24yearagegroup(20.6%of personsaged15 to 24years)
hadsomeinvolvementand198,600personsin the 65 yearsandoveragegroup(9.1%
of personsaged65 yearsandover) wereinvolved; and

• 536,900persons(3.6% of persons)wereinvolvedin writing,503,200(3.4%)invisual
artactivities,364,600(2.4%) inperformingarts,349,800(2.3%)in design,317,500
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(2.1%) in organisingfetesand281,900(1.9%) inmusic

• Manypeoplein thissectorhaveonly shorttermor parttimeinvolvement,withmany
activitiesbeinglessthan10 hoursaweekaridlessthan13 weeksin theyear. Design
is oneactivitywhereinvolvementis of longerduration.

Householdexpenditure

• Tn1998-99,Australianhouseholdsspenton average,$27.19perweekon culture,
whichwas3.9%of theiraverageweeklyexpenditureon all goodsandservicesand
3.1%of theiraverageweeklyincome. xi

• In 1998-99,householdsin Australiaspent$10,098mon culturalgoodsandservices.
Of thisexpenditure,$2,804wasonliterature,$1,534monbroadcasting,electronic
mediaandfilm, and$765mon music. A further$3,305mwasspenton goodswhich
wereneededto displayor producecreativework,whichincluded$973mon
televisions,$472monphotographicfilm andchemicals(includingdeveloping)and
$446monvideocassetterecorders.

) • After adjustingfor inflation, theincreasein averageweeklyhouseholdexpenditure
on culturein theperiodfrom1984to 1998-99was11.3%,whichwas6.6%abovethe
increasefor all goodsandservices(4.7%).
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Attachment 3- Specific film television radio and multimedia statistics
and training needs xii

Film, TV, radio, multimedia

Involvement and participation

• Around90,700peoplewereinvolvedin radiowork in the12 monthsendingin April
2001,with 21.6% receivingsomepayment.x~i

• Around83,600peoplewereinvolvedin televisionwork in the12 monthsendingin
April 2001,with 64.6%receivingsomepayment.~’

• Around44,400peoplewereinvolvedin film productionworkin the12 months
endingin April 2001,with 46% receivingsomepayment.xv

• Around 233,800peoplewereinvolvedin interactivecontentcreationworkin the12
monthsendingin April 2001,with53.2%receivingsomepayment.xvi

Employment s”

i4~usj?y~M~~ People employed
~ ~
F1Im~hd)eoPr~d~c*~~ 7702

Film and video distribution 1057

Motion picture exhibition 10079

Motion picture, radio and television 180

Television services 17388

Radio and Television Services, undefined 768

• Filmandvideoproductionbusinessesearnanaggregateannualincomeof $1,100
million. Approximately55 percentof thetotalvalueof theirproductionactivity is
themakingof productionsspecificallyfor television. Makingfeaturefilms accounts

) for20 percentof their activity andanother20 percentis theproductionof
commercialsandadvertisements.

• Thereareabout260privateradiobroadcastersin Australia. Togethertheyemploy
5,000peopleandgenerateabout$600million in income.

• Thereareabout50 commercialtelevisionbroadcastersin Australia. Togetherthese
televisionstationsemploy9,000peopleandgenerateabout$3,700million in income.
xviii

• Australiansspendathirdof their leisuretimewatchingTV orvideos. xix About7per
centof their leisuretime is spentreading.About1 percentis spentatthemoviesand
atconcertsetc.

• In November2000,morethanhalf (56percent)of Australianhouseholdshadaccess
to acomputerathome,XX andmorethanathird (37percent)hadaccessto the
Internetathome.

• Thereareabout2000businessesin thefilm andvideo xxi productionindustry.The
industryhasbeengrowingrapidly in recentyears:theincreaserecordedin thethree
years1997to 2000was58 percent,andin thepreviousthreeyearsto 1997thenumber
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of productionbusinessesincreasedby70 percent(possiblydueto thearrival of pay
TV in 1995).

Household expenditure

• From1984to 1998-99,totalannualhouseholdexpenditureonbroadcasting,electronic
mediaandfilm increasedby 145.7%to $1,533.8mXXII

Trends and Drivers

• AustraliancontentandproductionmustremaincompetitiveasAustralia’scinema
screensandtelevisionscreensaredominatedby productsfrom overseas

• Newregulatoryandlegislativeframeworks

• Emergingtechnologiesandcontentandnewwaysof deliveringthem

• Multimedia - currentissuesareaccessibilityto hardware,broadbandcosts,
datacasting/interactivetelevision,lackof investmentin digital content

• Emergingskifi shortages/needsaretechnologists;(updatingskills for generalnew
technology(i.e. digitaletc), industryandequipmentcurrency,technicaldirectors,
audioassistants,visionswitchers,videocharactergeneratoroperators,content
producers(to appealto internationalandnationalaudiences),cross-mediaskills (e.g.
broadcastandmultimedia),scriptwritersfor screen

Current VETprovision and or needs

• Traininginfrastructurefor local televisionandfilm productionmustbeincreased

• Requirementfor moreinfrastructureto supporttrainingin theaudiovisualindustry
includingintemshipsandapprenticeships

• Supportfor trainingneededin regionalareasis requiredfor film, television,radio
andmultimedia

• Film/TV/Radio andMultimediaTrainingPackageendorsedandbeing
implemented.Supportmaterialsto implementthisTrainingPackageareduein May
2003.

) • Waystoconstantlyupdatetheunits(relatingto theuseof technologyin theindustry
whichchangesrapidly) mustbefoundandtheTrainingPackagemustbemore
flexible

• Becauseof the skills levelrequiredacrosstheindustry,traineeshipsarerequiredat
thehigherqualificationlevels,i.e.Diploma

• Trainingpartnershipsbetweenmajormediaorganizationsandthesmallbusinesses
(of whichthereareverymany),e.g.sponsoredmentoringprogramsandpractitioners

• Regionaldelivery

• CommunityTV (to supportandfosterdevelopment)

The current board members of CREATE Australia are:

Mr Tom Jeffrey AM, Chair, CREATE Australia, Director, representing Screen Producers Association of Australia

Ms Michel Hryce, Deputy Chair, CREATE Australia, NSW Branch Secretary, Media Entertainment and Arts Alliance

Mr lan Hewitt, Manager [Organisation Development], Powerhouse Museum

MsJennefer Nicholson, Executive Director, Australian Library and Information Association
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Ms Lynne Spender, Executive Director, Australia Interactive Multimedia Industry Association

Ms Tamara Winikoff, Executive Officer, National Association for the Visual Arts

Ms Jenny Ferber, Head ofTraining and Development, Australian Broadcasting Commission

MsJan Stoneham, Chief Executive Officer, Australian Entertainment Industry Association

Ms Megan Elliott, Executive Officer, Australian Writer’s Guild

Mr Greg McLean, Assistant National Secretary, Australian Services Union

Mr Terry Noone, Federal Secretary, Musician’s Union of Australia
Lynne Spender, Address to arts and education forum, 2000

~‘ Australian Film Commission & Australian Film Finance Corporation Limited, 1999
~V National VET Plan for Industry, CREATE Australia 2003

V National VET Plan for Industry, CREATE Australia 2003

~‘ Statistics Working Group, Department of Communications, Information Technology and Arts Year 2001. DCITA.

~ Australian Bureau of Statistics/Department of Communications and the Arts 1997, Cultural Trends in Australia: A

Statistical Overview, Cat. No. 4172.0, ABS/DCITA, Canberra, p 34.
~ Australian Bureau of Statistics/Department of Communications and the Arts 1997, Cultural Trends in Australia: A

Statistical Oven/jew, Cat. No. 4172.0, ABS/DCITA, Canberra,
IX Work in selected cultural and leisure activities, April 2001, ABS.

~ The Monash Centre of Policy Studies Economic Forecasts for December 2001 figures for the cultural industries

which indicate that in 2000-1 in Australia, 267,400 people were employed in the cultural industries.
Xl Cultural Ministers Council, Statistics Working Group, Australians’ Expenditure on Culture ‘1998-99, May 2002.

DCITA.
~ National VET Plan for Industry, CREATE Australia 2003

xm Statistics Working Group, Department ofCommunications, Information Technology and Arts 2001.

~ Statistics Working Group, Department of Communications, Information Technology and Arts 2001.

xv Statistics Working Group, Department of Communications, Information Technology and Arts 2001.
XVI Statistics Working Group, Department of Communications, Information Technology and Arts 2001.

xvii ABS Census of Population and Housing 2001

XVIII Australian Bureau of Statistics 1998e, Radio and Television Services 1996-97, Cat. No. 8680.0, ABS, Canberra

~ Australian Bureau of Statistics 1994, Time Use on Culture! Leisure Activities 1992, Cat. No. 4173.0, ABS,
Canberra.) XX Australian Bureau of Statistics 2001 b,Use of Internet by Householders November 2000, Australia, Cat. No.8147.0,

ABS, Canberra.
XX~Australian Bureau of Statistics I 998b, Film and Video Production and Distribution 1996-97, Cat. No.8679.0, ABS,

Canberra.
XXII Cultural Ministers Council, Statistics Working Group, Australians’ Expenditure on Culture 1998-99, May 2002
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