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The term “digital economy” refers to an economy that is based

on digital computing technologies. It implies that business and
transactions are conducted through digital and mobile tools, like the
internet, involving billions of interactions among people, businesses,
devices, data, and processes. This interconnectedness enhances the
productivity of the economy. The works of creative individuals,

creative industries and all types of creative products and performances

are part and parcel of the creative economy which — if digitally
underpinned - has become an important part of the digital economy.

Since COVID-19 has swept the world, many cultural venues have
been closed, to varying degrees, in an effort to prevent the spread of
the pandemic. As a result, all types of cultural activities involving the
gathering of people have been subject to considerable restrictions.

In this environment, digital technologies and digital infrastructure
have played an important role to uphold the presentation, sharing and
enjoyment of cultural works and performances. This underlines the
crucial and indeed growing role of the digital support to the creative
economy in the pandemic-afflicted global economy.

Cultural creations and products have shifted thanks to digital
technologies from real life events, offline so to speak, to online
events, resulting in new forms of cultural presentations and
consumption. While this trend has been in the works since several
years, the pandemic has accelerated it. Exhibitions, auctions, music
performances, theatre presentations, dance, tourism, cultural heritage,
conferences and many more creative exchanges have all migrated

to the digital cloud world, allowing instantaneous access, global
sharing and education. This development is a critical feature in the
relationship between cultural industries and the digital economy.

In the post-pandemic era, digital technologies may progressively

help to upgrade and diversify traditional, contemporary and new
types of cultural industries and creation. Online exhibitions, online
performances and online conferences have become the “new normal”.
The impact of new types of digital technologies and the change they
bring to the creative sector, to future jobs and to the economy as a
whole can only imagined.

On April 29, Plaza of Design, Beijing witnessed CREATIVITY
2030 SEMINAR "How the Digital Economy Advances Creative
Industries" hosted by International Center for Creativity and
Sustainable Development under the auspices of UNESCO (ICCSD).
The seminar was accessible both online and offline. It was intended
to analyze the cases of how digital technology promotes the cultural
and creative industries during and after the pandemic, explore the role
of the new digital cultural industries in the future social activities,
economic production and cultural exchanges, as well as discover
the opportunities and trends for the growth of such industries in the
context of the digital economy.
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and Former Assistant Director-General for Strategic Planning,
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UNESCO Highlights Culture's Contribution to Creative Economy

The special participant Professor Shahbaz Khan, Director of UNESCO Beijing Cluster Office, stated that
UN had declared 2021 "the International Year of Creative Economy for Sustainable Development" and
UNESCO had also launched an array of themed activities to highlight and enhance the contribution of
culture to the global economy and sustainable development. He believed that the pandemic had dealt a
heavy blow to the global cultural industry but accelerated the digitalization of cultural content. From 2015
to 2016, the digital sales value of the music industry increased by merely 16 percent in one year, but now
the case is different. Internet technology has enabled the public to get closer to and learn about various
forms of cultures, thus further stimulating innovation and the creation of new works as well as providing
new forms of remuneration for artists and creators. "We need to bring ICT , and | would say the creativity-
literate talents into our workforce.", He also mentioned digital economy and creative economy were both
of great significance and that the mankind must think globally. Now China has played an irreplaceable role
and launched the Belt and Road Initiative, trying to help all in the world. At last, he stressed that ICCSD
was surely the non-negligible part of sustainable development, and he looked forward to deepening mutual

cooperation.

I'm sure this particular seminar is a

great contribution towards how do we
accelerate the SDGs using creativity. I
will quickly highlight some of the points
from the UNESCO point of view, as well
as the director and representatives here.
I'm really looking forward to work very
closely with the center and the advisory
board.

The creative economy is one of the
world's most rapidly growing sectors

and it currently contributes to 3 percent
of global GDP. And one of the unique
features of the creative economy is the
dual nature of the values both through
physical manifestation of creativity
(e.g. films, paintings and books) and an
intangible expression of creativity (e.g.
dances, music and performances).

At the heart of the creative economy
are cultural and creative industries
(CCls), which are operated at the
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crossroad of arts, culture, commerce and
technology. CCls generate 2.25 trillion
USD annually and employ over 30
million people worldwide [ UNESCO,
Re|Shaping Cultural Policies, 2018].
They are really very big job providers
for young people from 18 to 25, and this
is the industry of today and the industry
of tomorrow.

Creativity is increasingly recognized
as a renewable, omnipresent resource

for sustainable, human-centered
development. So certainly very
important for SDGs and empower and
engage various vulnerable and at times
marginalized groups what we regard
who are left behind.

The UNESCO 2005 Convention on

the Protection and Promotion of the
Diversity of Cultural Expressions
certainly provides a policy framework
to stimulate the development of local
and national CCIs which promote a
more balanced flow of cultural goods
and services across the world. I would
also like to add that the UNESCO 1980
Recommendation concerning the Status
of the Artist calls for the improved
professional, social, and economic status
of cultural workers. The adoption and
implementation of these instruments
must be encouraged throughout this year
2021 which is seen as special highlight
by Hans.

COVID-19, as all of us know, has
exposed many vulnerabilities, especially
in the culture sector. Because this sector
has heavy reliance on venues and it

is also the hardest because its travel
restriction problem throughout physical
distancing measures: according to the
International Council of Museums
(ICOM), nearly 13 percent of museums
may never reopen. Many small creative
enterprises and organizations, lacking
cash reserves or endowments, are
fighting for their survivals. Due to the
often-informal nature of employment

in the sector, many freelance and part-
time workers have slipped through the
cracks of conventional social safety
nets. So this is really very big issue

and that's why we have to accelerate

the digitalization of cultural content.
Digital sales in the music industry have
recently increased by 16 percent in just
one year between 2015 and 2016. Web-
based technologies have the potential to
expand public access to diverse cultural
expressions, stimulate innovation and
have many new innovative creations, and
hopefully have better remuneration for
artists and creators. Lockdown measures
have demonstrated that a lack of access
to the internet has a big limitation for
our actually cultural life.

Creative transactions are now
increasingly online, and using the
digital revolution is a prerequisite for
a flourishing creative economy of the
21st century. So certainly we need all
efforts to bring attention to access to
the Internet, copyright protection and
remuneration for online cultural goods,
improvement of ICT infrastructure,
training of creative workers and of
course how do we make sure their
benefit for our arts and our society, and
that's why we need to carefully look into
this kind ofplatforms which can help
locally and globally.

Education sector has to be very carefully
considered also because we need to bring
ICT, and I would say the creativity-
literate talents into our workforce, so

we have to carefully look into their
collection, we need to understand

how these fit into the UN countries,
sustainable development cooperation
frameworks. That's why this 2021 is a
very special year, the Year of Creative
Economy for Sustainable Development,
and that's why we need to bring, of
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course all strengths of UNESCO, but

I would also say we need to work
closely with UNESCO system , because
UNESCO brings very unique aspect of
culture and of course ICTs, but at the
same time, we need to bring on board
other parts of the UNDP , you and 1,
along with others to think of to creative
economy to promote and accelerate the
economic and social contributions to
this sustainable development which we
already slow down.

Lastly, There are 14 creative cities
just in China, and we're going to have
a network of natural culture creative
cities in China. And I invite that we
should have a strong partnership with
ICCSD, so that's a very important action
I would like to highlight to you. We're
also already in dialogues with many
countries, including the Mongolia, to
which we will bring unique training
opportunities.

There may be opportunities for us

to think bigger for South-South
cooperation. There are huge potentials
working with ASEAN as well as the part
of Asia, and of course Africa.

Creative economy and digital economy
might find messages we need to think
bigger and beyond our boundaries. And
China's Belt & Road Initiative and the
South-South Cooperation are benefiting
all the people who need this help very
very urgently. I really look forward to
the friendship, the strong partnership
whenever you can use me.I would be
very happy to work with you. I see

you as very big strength of UNESCO.
ICCSD is certainly very important part
of the sustainable development world.
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Digital Technology—One of the Mainstays of Creative and Innovative Changes

ICCSD 8J|Z2°7

Xiao Lan, Executive Director of ICCSD expressed in his speech that creativity and innovation meant a

lot to cities' sustainable development and that such a special meeting was exactly attributed to the rapid
growth of digital technology. "Digital technology is undoubtedly one of the most important core technologies
in today's society. It has thoroughly changed the way we communicate and interact, the relations between
us and the surroundings, as well as the forms in which we present art and culture”. He also noted digital
technology had provided a new cooperation platform for countries around the globe and maintained the
sound operation of cities in the form of virtual reality, especially when the pandemic swept the world for a
whole year and real life events had to be suspended in an effort to prevent the spread of the pandemic.
Besides, he hoped that this seminar would help promote the development of digital economy by contributing
more great ideas on how to regulate digital economy with laws, regulations and policies, how to utilize
digital technology in offline ecology and real life, as well as how to support cultural and creative industries

with digital economy.

The International Center for Creativity
and Sustainable Development under the
auspices of UNESCO is a Category 2
center for research and cooperation on
creativity and sustainable development.
It was established by the People's
Government of Beijing Municipality
and was approved at the 38th session of
the UNESCO General Assembly. Since
its inception, we have been conducting
research on topics such as creative cities,
the creative economy, and sustainable
development, and have brought together
experts and innovative companies from
around the world in cultural and creative
industries, as well as technological
innovation for an ongoing discussion

on related topics. We have created a
multi-channel communication platform
integrating periodicals, websites,

and we-media accounts to spread the
concept of creativity and sustainable
development. We are developing training
programs for less developed regions, and
are working with companies and non-
governmental organizations to develop
demonstration programs.

After several years of research and
exploration, we are increasingly
convinced that creativity and innovation
are the keys to the sustainable
development of cities. The booming

of creativity and technology in the

21st century allows us to present

local traditions and uniqueness in a

new light, gradually address long-

standing social issues such as poverty
and hunger in unprecedented ways,

and reconcile the stakes between
economic development and ecological
conservation with innovative thinking
and technology. As one of the mainstays
of all these creative and innovative
changes, digital technology is
undoubtedly one of the most important
technological innovations in today's
society. It has radically altered how we
communicate with each other, relate to
our surroundings, and present art and
culture. Especially in the year after the
COVID-19 swept the world, when our
activities in physical space were forced
to be suspended due to the need to
control the spread of the coronavirus,
digital technology has built another
platform for us to take part in activities,
keeping our cities running with the help
of virtual reality.

In fact, it is thanks to the rapid
development of digital technology

that we can meet in such a way today.
Research on visual communication can
be traced back to the early 20th century,
but the realization of smooth video
communication is in the 21st century
when Internet technology has made great
strides. Video conferencing becoming
the norm was just one of the important
changes that has occurred in the last
year. Of course, digital technology and
the digital economy centered on it are
still immature in many ways. There is an
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urgent need for us to discuss questions
such as how to regulate the digital
economy at the level of regulations and
policies, how to make digital technology
work in offline production and life
instead of competing with the offline
economy for profits, and how to advance
the cultural and creative industries
through the digital economy. That is the
purpose of today's seminar. We hope
that all guests will express your views
freely and help address the issues that
we face.

China attaches great importance to the
development of digital economy and
has set up many related new policies.
Creative industries, featuring global
development with the fastest growth
speed and are great prospects, are

the common wealth of all mankind.
Both the digital economy and creative
industries need more participation from
experts and companies representing the
frontier exploration level. ICCSD will
continuously conduct in-depth future
research by making a good use of its
own internationalized think-tank team.
ICCSD is expecting to invite more
experts, entrepreneurs and policy makers
from these two fields to join us for more
in-depth and focused seminars.
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The Productivity of National Economy Is Driven Ever More by Digitally

Based Inter-connectedness

Hans d'Orville, Chairman of ICCSD Advisory Committee and Former Assistant Director-General for
Strategic Planning, UNESCO, analyzed the impact of digital economy on the economic development of the
global cultural and creative industries. He stated that the pandemic had undoubtedly impacted the value
chain of the global creative industries to some degree while digital economy supported by digital technology
was increasingly influencing the economic development of the global cultural and creative industries and
helped fulfill the SDGs of UN. "The productivity of national economies is driven ever more by digitally based
interconnectedness. All types of creative and cultural activities, performances and products, if generated
and driven by digital tools, are an integral part of the creative economy and hence the digital economy."
Digital technology enabled all to fully participate in the activities of social development and to get decent
jobs, affordable housing, social security, health services, premium resources of education, knowledge and
culture, thus promoting the inclusive growth of today's society.

Creativity 2030 is the demonstration
project of ICCSD, and it is also part and
parcel of the emerging creative economy,
which accounts for an increasing share
of national economies, if not the global
economy.

Our discussion is particularly appropriate
and indeed highly relevant, as the united
nations general assembly has designated
2021 as international year of creative
economy for sustainable development.
In the past 12 months, no actor within
the creative value chain has been spared
from the impact of the pandemic,
whether it be in the creation, production,
distribution or access. This has added
gravely to the otherwise intrinsic
vulnerabilities of various elements

of the culture sector that otherwise is
considered to be thriving from, and
replete with, creativity and innovation.

At today's forum we are focusing on

the digital economy, which is based

on and driven by digital technologies.
They affect increasingly the cultural and
creative industries and, thus, the creative
economy — worldwide.

Digital technologies offer new
opportunities for achieving the core
objectives set by the UN for social
development, namely eradicating
poverty, promoting full and

productive employment and fostering
social inclusion and equity. Digital
technologies can foster social inclusion
by facilitating the full participation of all
people in society and by ensuring their
access to quality education, knowledge,

health care, decent work, affordable
housing, social protection and cultural
assets and practices.

Billions of transactions and interactions
among people, artists/creators,
businesses, institutions, multiple devices
and processes are generating zillions of
data. They are conducted through digital
and mobile tools — ranging from the
internet to video to all new components
of industry 4.0 such as artificial
intelligence, block-chain, robotics, the
internet of things, big data, 3D printing
and more, all of which eventually will
transform the way we live, work and live
together and help attain the SDGs.

There is a significant potential impact
that automation and artificial intelligence
will have on our economies. Historically,
recessions have prompted companies

to increase investments in automation

to reduce labor expenses. The social
distancing dynamics of the current
pandemic have accelerated that change.
Jobs in many sectors are increasingly

at risk of replacement by software,
chatbots, digital kiosks and self-
propelled robots.

Cities plan to increase investments
significantly in digital twins, 3D printing,
data warehouses, augmented and virtual
reality, block-chain, digital dashboard
and drones — all of which have cultural
and creative dimensions. — smart cities
4.0 are hyper-connected cities that use
technology, data and citizen engagement
and thrive with creativity and innovation
to achieve the SDGs.
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Cities are on the front line on
experiencing the changes in a pandemic
environment, affecting the nature of
place, space and time. Hence cities are a
crucial part of UNESCO's creative cities
network.

The importance of cities to advance
SDG policies cannot be overstated.
Smarter cities will lay the groundwork
for collaborative governance in dealing
with the world's most wicked problems,
some of which have not even entered
fully our conscience and knowledge yet.

For its part, Africa faces the most
challenges in meeting the SDG
commitments — with its high levels of
environmental degradation, poverty and
unemployment — and the loss of cultural
and biological diversity. However,
social media and high mobile broadband
penetration provide some unique
opportunities for smart city solution and
cultural heritage preservation. We should
be mindful of the value of diversity,
equity and inclusion to ensure that any
techniques and technology are based on
improving quality of life for all.

For indigenous peoples, information

and communication technologies (ICTs)
can help them to preserve and share
their culture and can provide a powerful
platform for making their voices and
interests known, while to overcome
geographical remoteness and thereby
ensure greater participation in all aspects
of society and interaction with the world
at large.

The pandemic has taught us both low-

tech and high-tech lessons. It has laid
bare issues of social, cultural and
economic vulnerability, increasing
our focus on public health, inclusion,
diversity and the value and role of
culture and cultural practices. It has
underscored the importance of a
city’s social and cultural fabric and
the seemingly intangible benefits of
neighborhoods and heritage.

The pandemic has upturned traditional
urban development models and
compelled cities to re-imagine mobility,
infrastructure at large, housing,
education, energy consumption and

the role of culture — all of which are
underpinned by creativity.

The productivity of national economy

is driven ever more by digitally based
inter-connectedness. All types of creative
and cultural activities, performances

and products, if generated and driven by
digital tools, are an integral part of the
creative economy and hence the digital
economy.

Vice versa, as the digital economy
spawns new technological tools and
processes, they are progressively
impacting cultural and creative
processes. This establishes an innate
interrelationship between both.

Covid-19 caused the closure if not
disappearance of many cultural venues
in an effort to prevent the unchecked
spread of the pandemic. Museums,
theatres, concert halls have been the
victims. All cultural activities involving
human live performers and the presence
of an audience have been subject to
severe restrictions.

In such an environment, digital
infrastructure and digital technologies
and tools have played an exceedingly
important role to enable the presentation,
dissemination, sharing and global
enjoyment of cultural and creative works
and events.

This has informed the increasingly
significant role of digital support for the
creative economy in a pandemic-afflicted
world — and beyond. Real life, physical
events have shifted to virtual events
facilitated by digital technologies and
the streaming of online presentations,
generating new forms of cultural
presentations, skills and consumption.

Multimedia exhibitions, auctions,

music performances, concerts, theatre
plays, dance performances, book
presentations, movies and films, cultural
heritage presentations, cultural tourism
promotion, conferences and a plethora of

other creative exchanges have migrated
to the digital cloud world. They are apt
to upgrade and diversify the whole range
of traditional, contemporary and new
types of cultural industries and novel
modes of creation.

The results will be instantaneous access,
repetition by choice, ubiquitous access,
global sharing and education as well

as learning — thanks to the panoply of
digital technologies. The ‘new normal’
is being defined by online and streaming
performances, exhibitions, auctions,
conferences and many more digitized
exchanges.

Although digital technologies have the
potential to accelerate the realization of
the 2030 SDG agenda, they also give
rise to new risks, the accelerated pace
of digital transformation is expected to
further deepen the digital divide in many
parts of the world, which could, in turn,
exacerbate existing socio-economic
inequalities. There has also been little
alignment between science, technology
and innovation, on the one hand, and
socio-economic policies, on the other
hand. As a result, new technologies may
not necessarily serve to advance social
development or improve the well-being
of all people.

Culture also depends on social
interaction, as Charles Landry suggested
at our recent advisory committee
meeting, human exchanges among
people of all ages, races and ethnics as
well as a reorientation of the world of
work, influenced by creative models.

The recovery from the covid-19
pandemic provides a window of
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opportunity for promoting a socially just
transition to sustainable development,
where economic growth is used as a
means to advance human well-being
and capabilities, while protecting

the planet. Enabling a socially just
transition requires a shift in mindsets
and approaches, from pursuing short-
term economic and material gains to
re-balancing economic, social and
environmental objectives within the
framework of the 2030 agenda, in order
to build a common sustainable future for
all.

Our seminar will focus on the impact of
digital technologies and tools for a broad
range of cultural and creative industries.
What role does the digital infrastructure
play during the pandemic in efforts to
overcome it? What innovations have
been brought to the fore?

We should also reflect on the
directionality to innovation activities
in order to ensure that emerging
technologies are developed with
inclusiveness and sustainability at their
core, respect for and reinforcement

of cultural diversity and to improving
the well-being of all people, thereby
facilitating the implementation of the
2030 agenda. This is the essence of the
creativity 2030 programme.

The United Nations system should
continue to support member states

and their communities in the pursuit

of socially and culturally diverse
transitions towards the realization of the
SDGs and facilitate international digital
cooperation, especially in support of
developing countries.
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The scope of creative industries

Is a vast field dealing with the interplay of various sub-sectors from
traditional art crafts to technology-oriented multi-media services
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Creative
* Industries -
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Theatre, dance, opers,
puppetry, circus
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Figure 5. Unempleyment Rate in the Cultural and Creative Sectors in Germany,
Selected Occupations, June 2020
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THE ROLE OF DIGITAL ECONOMY IN ADVANCING CREATIVE INDUSTRIES

Mehri Madarshahi, Member of ICCSD Advisory Committee and Former UN Senior Economist pointed out,
"Digtalization has been a game changer for the creative economy, impacting the entire creative value chain
and changing the way we communicate, create and work. The digital age has also led to a more complex
ecosystem with new large tech players, such as Google, Netflix and Amazon, entering the market." She also
mentioned that the pandemic had brought unprecedented changes and accelerated economic digitalization.
At present, four types of technologies were of great significance, namely Augmented Reality, Virtual Reality,
Artificial Intelligence and Blockchain. They would help the mankind build and develop the future creative

economy.

Introduction

Creative industries is the name of the game in these days where
both governments and private sectors have become keenly
involved in its creations and advancements. Such a new topic,
by its nature, could give rise to variety of interpretations on

its scope and its diverse sectors. For the sake of this article,
therefore, I decided to select a limited parameters and reflect
on 11 cultural sectors such as music industry, book market, art
market, film, broadcasting industry, performing art, architecture,
design, press, advertising, software and game as shown in the
following presentation (Table 1).

The scope of creative industries as defined by the United
Nations Center for Trade and Development (UNCTAD) involve
a vast field dealing with the interplay of various sub-sectors
(Table 2) from traditional art crafts to technology-oriented
multimedia services.

Progress paralyzed

The year 2021 was declared the International Year of Creative
Economy for Sustainable Development by the United Nations
General Assembly. The implementation of the Year is being led
by UNCTAD, in consultation with UNESCO and other relevant
UN entities, focusing on the contribution of culture/creative
industry to the global economy and to sustainable development.

The International Year of Creative Economy for Sustainable
Development could not have come at a more relevant time:
COVID-19 brought havoc to the global community. It did
not only stop economic and social progress, but also raised
questions about the practicality of multilateralism, globalism
and global governance.

The COVID-19 pandemic paralyzed the progress of creative
industries. From creation, production, distribution to access,
no actor within the creative value chain has been spared its
impact. This crisis also revealed and worsened the pre-existing
vulnerabilities within the culture sector.

Many artists and cultural professionals have been ineligible for
social and economic assistance that saved workers in other sectors.

As of today, the pandemic continues its all encompassing
devastation. Wide-spread closures of borders, venues and
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physical distancing measure, in particular, have hard hit the
Live performance and venue-based industries, impacting
livelihoods, artist mobility, market access and artistic freedom,
together with broader repercussions for the value chain of
suppliers and service providers. The crafts sector, a critical
employment provider for many countries, has experienced

a massive downturn. The crisis has accelerated pre-existing
trends, in particular digitalization, and has exposed the pre-
existing inequalities.

Year 2019, was the year when culture represented one of the
most rapidly expanding sectors of economy (Table 3).

For example, the creative economies among member
countries of the Organization for Economic Cooperation

and Development (OECD) grew at an annual rate twice that
of service industries and four times that of manufacturing,
generating employment and providing outlets for innovation.

At the same time, cultural industries reached a global value
close to 1.3 trillion USD comprising 2 percent to 6 percent
of GDP in many OECD countries and among the developing
countries.

A review of the past contributions of creative industries to the
economy of the global community could show a notable result.
The value of the global market for creative industrial goods
had doubled from $208 billion in 2002 to $509 billion in 2015
and as the most rapidly growing sectors of the world economy,
it generated nearly 30 million jobs worldwide, employing
more people aged 15 to 29 than any other sector.

Revenue from creative industries exceeded those of
telecommunications services (which comes in at $1,570 globally
and even surpassed the entire GDP of India ($1,900 billion).

Creative industries generated 29.5 million jobs, which employ
about 1 percent of the world's active population. The top three
employers are visual arts (6.73 million employees), books (3.67
million) and music (3.98 million).

Creative industries also employed more people than the
automotive industry in the United States, Europe and Japan
combined.

Researchers found that creative industries are open to people
of all ages and backgrounds, and provide a significant
contribution to youth employment and careers.
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In Europe, cultural sectors employ people between the ages
of 15 and 29 more than any other sector; they also have more
women participants than any traditional industries. Statistics
compiled by the government of the United Kingdom show
that women accounted for more than 50 percent of the people
employed in the music industry in 2014, compared with 47
percent in the overall active population.

In 2019, among 11 cultural sectors revenue generated was
around $2,250 billion (3 percent of world GDP). The highest
earners were television ($477 billion), newspapers and
magazines ($354 billion) and visual arts ($391 billion).

The negative impact of the coronavirus on cultural life and
artistic expressions was, however, sudden and unpredictable. It
forced many nations to retreat from all their planned activities
at short notice and the ensuing lockdown caused cancellation
or postponement of global events such as the Tokyo Olympics,
other sports programs, festivals, arts fairs and exhibitions.

At present, it is difficult to assess the overall economic impact
on the value chain and its sub-sectors; nevertheless, some
estimates provide an essential snapshot of the seriousness of
damage suffered by the industry. In France alone, the health
crisis is affecting 2 000 cinemas, 3 000 bookshops, 1 200
museums, 1 000 theaters, hundreds of art galleries and life
events including festivals or trade fairs. In Slovenia a survey
shows that cultural workers expect the turnover of businesses
to decrease by an average of 44 percent in 2020. 63 percent of
cultural entrepreneurs felt that state measures were insufficient
to cover the losses.

German employment index retracted by over 6 percent as data
collected in June 2020 show.

However, it did not take long until new ways for presenting
and consuming art and culture in different forms were pursued.
Artists, producers, museums and cultural institutions switched
to online streaming and digital tools in innovative ways. These
included architecture, archives, libraries and museums, artistic
crafts, audiovisual tangible and intangible cultural heritage,
design, festivals, music, literature, performing arts, publishing,
radio and visual arts.

Digitalization has been a game changer for the creative
economy, impacting the entire creative value chain and
changing the way we communicate, create and work. The
digital age has also led to a more complex ecosystem with
new large tech players, such as Google, Netflix and Amazon,
entering the market.

COVID-19 acted as an accelerator to foster wider recognition
of the economic weight of the cultural sector.

As Paul Romer Economics Nobel laureate famously noted

in 2004, "A crisis is a terrible thing to waste." Pandemic as
such has alternatively been used as a motto for reforming the
systems of government, science, economic outlook, social and
cultural comfort zones and consumerism.

To face these challenges, technological innovation can be
crucial to boost policies not only on poverty reduction and
extreme hunger eradication, access to clean water, improve
farming, educations, waste management, transportation and
health, but also, IT could be an essential help to creativity and
cultural industries.

Adopting digital economy based on rapid advances in
artificial intelligence, and other emerging technologies such
as the Internet of Things (IoT), robotICs, biotechnology,
nanotechnology andquantum computing, could change the
production of food, goods, services, and the labor market
dramatically.
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The pandemic crisis has given us a glimpse of the future, in
which doctors COULD treat patients in another country by
video conference call, teachers provide remote instruction to
students studying from their homes, and engineers could send
design files to 3D printers to replace or modify parts, such as
those used in ventilators. As the crisis continues, the inevitable
shift toward digital services will be accelerated.

The unprecedented disruption by COVID-19 is accelerating
the urgency for agility, adaptability and transformation.
Industry structures and business models are being disrupted
— and the digitalization of the economy is being rapidly
accelerated.

Notable among all, four technologies are key to the future

of the creative economy. Augmented reality, virtual reality,
artificial intelligence and block-chain will, for better or for
worse, collectively and fundamentally disrupt how we produce
and consume content in the creative economy.

Digital technologies promises many solutions; some are
already evident in daily life, working from home, making
shopping easy, allowing people to connect with friends, share
information, and build their own start-ups.

Despite these, there is a darker side to these dynamism and
advancements. For fact, we do not yet know just how it will
unfold but, its scale, scope, and complexity will inevitably
force transformation unlike anything humankind has
experienced before.

It will fundamentally alter the way we live, work, and relate
to one another and these possibilities will be multiplied by
emerging technology breakthroughs in fields such as artificial
intelligence, robotics, the Internet of Things, autonomous
vehicles, 3-D printing, nanotechnology, biotechnology,
materials science, energy storage, and quantum computing.
Yet, these rapid expansions of digital advancements could
soon face significant challenges. Taking into account that an
estimated 70 percent of new value created in the economy over
the next decade, will be based on digitally enabled platform
business models, the stumbling blocks will be presented by 47
percent of the world's population who remain unconnected to
the Internet and unable to support and use these facilities. As
a result, the existing divide between the haves and have not
will grow deeper and it could lead to backwardness and under
performances, income disparities, poverty and unemployment
among those countries who require further investments and
are unable to catch up.

Fear of the arrival of a "Weaponised' AI" that can manipulate
us without our knowledge through spreading propaganda
influencing our important decisions, such as how to elect and
who to vote for (the case in mind is the recent US Presidential
Election) could erode the necessary trust for advancement

of digital economy and could give rise to uneasiness. Digital
"monopoly" could also lead to concerns about data privacy,
ownership and security.

A winner-takes-all economy offering only limited access to the
middle class is a recipe for democratic malaise and dereliction.

Today's decision-makers, however, are too often trapped in
traditional, linear thinking, or too absorbed by the multiple
crises demanding their attention, to think strategically about
the forces of disruption and innovation that is shaping our
future. We need to shape a future that works for all of us

by putting people first and empowering them to face the
upcoming challenges of the future.
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New Business Forms, New Business Models and New Industries: Analyzing
a Policy Text Centered on Digital Culture Industries

Zhang Xiaoming, Member of ICCSD Advisory Committee and Vice Director of China National Center for
Culture Studies of Chinese Academy of Social Sciences (CASS), analyzed the "three-new policy" comprised
of "New Industries, New Business Forms, and New Business Models". He pointed out that the "three-

new policy" in the cultural field showed the logical order of precedence, the logic for promoting the high-
quality development of digital cultural industries. "In recent years, great changes have taken place in the
development of China's digital cultural industries. A lot of new phenomena and problems appear strange to
us since we have never dealt with them before. It's time to deepen the research in such fields, and we must
pay close attention to how the traditional policy models and concepts should adapt to the new context."

In recent years, the "three-new policy",
namely "new industries, new business
forms, and new business models" has
become the buzzword. Now it has

also been applied to the digital culture
industries, and the deeper connotations
are waiting to be further explored.

Initiation of the "three-new
policy"

The "three-new policy" was initiated
by General Secretary Xi Jinping when
he was inspecting Zhejiang Province in
May, 2015. He was quoted as saying:
"We must accelerate the upgrading

of traditional industries, focus on
promoting strategic emerging industries
and vigorously cultivate new business
forms and business models to build the
new development system of modern
industries."

In 2018, the National Bureau of

Statistics formulated the 2018 Statistical
Classification of New Industries, New
Business Forms and New Business
Models, in order to provide the accurate
definition of the "three-new policy" and
better supervise the scale, structure and
quality of related economic activities. By
then, the "three-new policy" had come
into force with the statistic guidance.

From 2017 to 2020, the Ministry of
Culture and Tourism has consecutively
issued two important documents,
namely the Guidelines on Promoting
the Innovative Development of Digital
Culture Industries and the Opinions of
the Ministry of Culture and Tourism on
Promoting High-Quality Development
of Digital Culture Industries. The former
has, for the first time, presented the
brand new policy concept of "Digital
Culture Industries". It pointed out that
the industries have become an integral
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part of culture and digital economy,

and described in detail the overall
requirements, development trend, key
areas, innovative ecosystem building
and stronger policy support. The latter
highlighted "high-quality development"
and pointed out "six major development
foundations, eight major new business
forms and five major industrial ecology
systems", putting "new business forms"
at the core of policies on digital culture
industries for the first time. The two
papers have showed that the "three-new
policy" mechanism centered on "new
business forms" has come into being.

Interpretation on the "three-
new policy"

The "three-new policy", a major
initiative echoing the theme of "high-
quality development"

In 2017, the 19th Session of the CPC

National Congress put forward the
concept of "high-quality development"
for the first time, showing that

China's economy was witnessing the
change from rapid growth to high-
quality development. High-quality
development fundamentally means the
vitality, creativity and competitiveness
of economic growth, which are fully
represented by the "three-new policy".

"New industries" mean adopting

new research results and emerging
technologies to develop new forms

of economic activities at a certain

scale. They may be directly driven

by the industrial application of new
technologies, or evolve from traditional
industries adopting modern information
technologies. "New business forms"
mean that new links, new chains and new
activity forms are added to the existent
industries and fields with the help of
technological innovation and application
after the diverse and personalized needs
are met in the process of providing
products or services. Specifically, they
are represented by operation activities
based on the Internet. "New business
models" are highly efficiently and
specially competitive after businesses
integrate and restructure the various
inner and outer elements of operation in
order to create value for the users and
continuously make profits. In today's
society, the one-stop services are among
the most competitive and efficient
models since they integrate the Internet
with industrial innovation, and hardware
with services, and meet the needs for
consumption, entertainment, leisure and
services in various scenarios.

Promoting the high-quality development
of digital cultural industries in the
logical order of precedence, "new
business forms" being the new frontiers

The "three-new policy" in the cultural
field highlights a progressive logical
relationship, and the high-quality
development of the digital culture
industries should be promoted in the
logical order of precedence. "New
business forms", new activity forms
emerging with the new demands, should
be the priority. "New business models",
the specially competitive business
models developed from the company
organizers' element integration of the
new activity forms, ranks second in
terms of precedence. "New industries"
are the last to take into consideration.
They could be interpreted as the cluster
of companies with the same features
of new business models and unique
industrial features. "New business

forms" are the basis and precede "new
industries" in evolution. Thus, they are
recognized as the new frontiers in the
development of digital culture industries.

Logic of the "three-new policy" offering
specific methods of studying high-
quality development of digital culture
industries

First of all, "new cultural business
forms" are not part of the traditional
"consumption business forms" but

a richer array covering the whole
industrial chain. Hence, they could serve
as the starting point for studying the
high-quality development.

Secondly, the evolution from new
cultural business forms into new
business models requires the great
improvement in business operation,
soundness, continuous profit making
and copiable models. In most cases,
new business forms are unstable and
experimental, thus appearing in one
spiral and vanishing in another. new
business forms boast great vitality,
creativity and meaningful exploration,
but they may also bring unpredictable
risks. To some extent, the evolution
means a "dangerous jump" for
businesses.

Thirdly, the evolution from "new
business models" into "new industries"
symbolizes the successful copying of
business operation models, the clustering

T
/A8

I
ye

1

21

A L

ICCSD #IE 297 O it

of the same type of companies and
reaching specific industrial categories.

Problems requiring further
study

Can "new business forms" be
"supported" by policy intervention? A
highly open, competitive and inclusive
market should be the foundation for the
development of cultural and creative
industries. How can we support the
market when it is not yet perfect?

The early stage of large-scale
commercialization of new technologies
is also an opportunity period for
industrial upgrading. In order to seize
the opportunity, policy intervention may
also be necessary. Therefore the question
is what kind of policy is needed rather
than whether to introduce policies.

In order to better guide the emerging
industries, it is necessary to strengthen
the trend prediction research and support
the implementation of policies by
scientific prediction.

In recent years, great changes have
taken place in the development of digital
culture industry. Many new phenomena
are completely new to us and are all
brand new problems. Therefore, we need
to pay attention to the research in this
field, focusing on the necessary changes
of some traditional models and concepts
against the new background.
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Digital Technology Promotes Cultural Exchanges and Trade

Chen Hong, Deputy Director of Interactive Technology and Experience System Laboratory, Beijing
University of Posts and Telecommunications, expressed his views on the present challenges facing cultural
exchanges and trade growth, as well as opportunities brought by the digital technology. He deemed that
digitalization and long-distance transmission could bring cultural heritage to the communities, closer to

the folks. Digital technology had empowered all the parts of our life and production. Notably, technologies
including Internet of Things and 5G had helped us better deal with various problems in developing the

cultural and creative industries.

Cultural Exchanges and Trade Facing Cross-Regional Promotion
Challenges

The globe boasts plenty of cultural heritage which represents the
spiritual connotation of mankind. The environment we live in and
our cultural background vary to a great extent, thus it is difficult for
us to get a deep understanding of local cultural heritage when we
pay a visit to the cultural heritage from a cross-regional perspective.
This has, to a certain degree, reduced the number of trade activities
about cultural products, hence impeding the development of
cultural and creative industries in terms of limiting the scale and
value improvement of the industries. This is a major challenge
facing us now.

Cultural heritage is the core carrier of global cultural diversity.
Most of them remain in their places of origin, and it proves hard to
transfer them to other regions. There may be a few cross-regional
exhibitions, but the public requires better chances to exchange

with each other. Such exhibits are inadequate in number since the
transfer of objects is too often slower than digital promotion. Thus,
in a sense, the organizing efficiency is relatively low. Another
challenge facing us is how to provide more chances for exchanges
and in turn, offer more opportunities and open up more possibilities
for the development of cultural and creative industries.

Opportunities Digital Technology Provides for Cultural Industries

In 2012, big data became familiar to the global industrialists.

As the new means and method, it has been accepted by almost

all industries and improved our capacity for analysis and use of
data. Then the concept "data are assets" was brought up. 2016
witnessed the application of Al to industrial activities on a grand
scale. In 2019, a landmark event was the global business adoption
of 5G. These are all representative examples of digital technology.
The concept of Internet of Things (IoT) appeared at an earlier
time, but the technology did not come into full use until business
thoroughly adopted 5G since the utilization of loT requires an
extremely powerful Internet connection. We may be able to connect
some electronic devices with the Internet, but such a connection
pales in comparison with the connectivity of all the things that we
have imagined. Such imagination has turned into a reality with
the help of 5G. In just five or six years, digital technology has
rapidly witnessed widespread application, providing favorable
opportunities and methods for us to solve the problems related to
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the development of culture, creativity and industry.

VR devices started appearing in 2016 and relevant reports were
published on Time. Ever since then, the technology has gradually
become familiar to us. From 2018 until 2020, however, Internet
technology showed slower growth. In the period of immersive
trials, we started integrating new technology with various industries,
and immersive digital technology experimented in laboratories

was gradually adopted into many real-life scenarios, providing
substantially immersive art experiences for the masses. In the
period of extensive application, the practical industrial operation
witnessed that a variety of digital technologies promoted the growth
of cultural industries.

Ever since the business adoption of 5G in 2019, such technology
has offered quicker broadband services and showcased more
powerful data transmission. It has three major features. Firstly,
the new type of enhanced mobile broadband can improve data
transmission. Secondly, its large-scale technical communication
will contribute to the building of the smart cultural space, especially
the smart space with sensor arrays. Thirdly, its low-latency
communication provides better accompanying smart services and
even supports the real-time automatic driving based on real-time
computing, thus ensuring the utilization of some personalized
technologies in cultural venues. These are new technological
changes brought about by 5G, and all the new technologies could
be applied to cultural industries.

Industry-Academy Cooperation, Digital Culture and Sustainable
Development (based on the examples of cooperation between
industries and Beijing University of Posts and Telecommunications)

Case 1: Cultural Cube—Community Cultural Spaces

Since the outbreak of COVID-19, strict limits have been set on
long-distance tourism. Cultural tourism and cultural expos have
been significantly affected. Brilliant cultural heritage cannot
continue to serve the public, so we have assumed whether digital
technology like 5G, VR and HoLo could, by digitalized and long-
distance transmission, bring cultural heritage to communities, closer
to the folks.

This is an experimental project employing a large number of
intelligent terminals. We can set those terminals offline and
formulate digitalized standards for cultural assets and heritage.

After the uniform standards are digitalized, we will transmit them
to remote terminals. Then the spaces connected by the terminals
will widely promote cultural heritage in communities amidst

the pandemic and perform their due functions of promotion and
inheritance.

Cultural content is not lifeless but full of vitality. To make its
translation the most effective, we need a large number of terminal
devices to show the hidden cultural connotations and we shall
utilize appropriate devices to present the cultural content. When
facing the multiple forms of terminals, how should we formulate
uniform transmission and presentation standards? We have done a
lot and finally, our efforts have paid off. The pandemic has already
changed our production and habits in everyday life. Against this
background, the resources in museums or of cultural heritage can
be sent to all the communities by the long-distance transmission of
digital technology. This gives us a glimpse of future developmental
trends and models.

Case 2: AR Museums

In addition to VR, AR is another great example of digital
technology. AR could be fully applied to some offline scenarios.
They could be adopted by museums and better serve such cultural
venues in real life. Museums boast a variety of cultural resources,
and the full presentation of stories about cultural relics and artworks
relies on appropriate methods. We have cooperated with China
Mobile to hold a grand mural exhibition covering plenty of cultural
relics and artworks, telling their stories to the public with the help
of digital technology. We provide better services offline by using
specific equipment and software as well as creative digital content.
Such methods will more effectively draw the public to cultural
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venues and enable them to get a better understanding of relevant
culture.

Besides, we have held an exhibition in China centered on the
Mayan Culture. Since the cultural exchange was conducted
across the Pacific, the public naturally found it hard to get a deep
understanding. Then we adopted relevant equipment and AR to
provide a real-time presentation of the Mayan Culture, and such
methods have helped the visitors learn more about the ancient
civilization. This example has fully shown how digital technology
advances cultural and creative industries.

Case 3: "Serious Tourism Game"

Dunhuang Mogao Grottoes is a well-known cultural relic site

in China with an impressive view of deserts. We tried creating

an online game that was able to reproduce the image of Mogao
Grottoes, a world-class cultural asset. In this way, we could
stimulate great interest in destinations before the travelers set out,
and then more were likely to pay a visit offline. Different from
traditional Internet games, this game showed strong purposiveness
and particularly led the players to pay a real-life visit since some
functions could be performed online while others required traveling
to specific destinations. It was called the "Serious Game" and helped
enhance tourism growth. The pandemic is sure to end sometime,
and a major real-world problem facing us afterwords is how to
promote tourism recovery. In this case, digital Internet games which
attract a great number of users may provide a good solution.

In all, we will, based on digital technology, adopt creative methods,
especially methods enabling interactive experiences, to promote
creative products and culture transmission.
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Extended Campus

Ceramic School La Bisbal, Spain
Adidas Maker Lab, Germany
Route, Senegal

Design for City Making, Spain
Salone del Mobile Milano, Italy
Eurecat Resarch Center, Spain

Moma New York, USA
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Integrating City Development with Creative Industries

Albert Fuster, Academic Director of ELISAVA Barcelona School of Design and Engineering, Barcelona,
Spain, shared his views from the perspective of education. He said the pandemic forced the global
education activities to be conducted online and that the changes should be embraced in a timely manner.
He suggested that schools should stay open-minded and interact more with the outside world. They could,
with the help of digital technology, develop digitalized education and promote just-in-time learning.

n__n

“The future is now"--"immediacy" in
creative subject education

Many things had happened in the last
year that have increased a sense of
immediacy. Currently, we are facing
multiple new challenges that deal not
only with ourselves and with ethical
concerns but also with society as a whole
and with the planet. Any of our actions
have these social, economic, ethical,
and environmental impacts. Future right
now for youngsters may not always be
promising. So I am critical of our future.
I hope that the idea of the learning
experience can become a model to build
immediate links with the world so as to
better deal with these new challenges.

The outbreak of COVID-19 has moved
almost all schools in the world to
online teaching as more as possible.

I'm now in Barcelona, participating this
seminar online, just like participating
other online meetings. Maintaining the
balance of inter-city communication
and contacts is of great importance. The
high adaptability of students and faculty
is really relevant with online teaching.
Because we are sometimes excessively
scared of changing. However, the
pandemic forced us to take actions.
Remarkably, all communities were able
to adapt to this change.

It is also very important to keep the
balance among digital screen, digital
media and onsite contact. During the
lockdown period, we need to push
people to understand that not everything
was happening inside the screen.

We need to be involved in specific
environment and pay attention to arising
problems. We are so used to understand
learning and education as an abstract
and isolated moment in life which is not
connected directly with each other. And
it has no direct connection with our daily
life. The outbreak of the pandemic has
shown that how educational institutions,
students, and academic staff can be part
of what is happening in the world. And
this also happened in its relations with
the community. Digital technologies and
digital media help to increase the sense

of community, the sense of identity and
the need for empathy we all had in such
problematic moments.

It is known that Greece had two gods

for time. The first was Chronos that is
related to the objective, abstract, and
chronological interpretation of time.
And the other one is Cronos that is much
more qualitative time related to a sense
of flow and strongly linked to the idea of
opportunity. After these months, we all
learn that we shouldn't be that worried
about the chronological understanding
of time, learning, and interactions, and
we need to be more open to the sense of
opportunity, increasing interactions and
holding more meetings and projects.

How education and creative industries
can interact with the world? And this is a
problem from abstraction to concretion.
I think that first of all, we don't have to
renounce the information, resources,
data that we collected in institutions and
factories, rather than paying an onsite
visit. Digital technologies have allowed
us to get these things closer. And that
means that we don't need to be onsite.
Thanks to digital technology, all people,
information and data are connected,
fully meeting our demands.

Barcelona put forward the solutions on
creative industries actively participating
in city development before the
lockdown, and it also became the front
line against the pandemic.The more
cities interact with each other, the better
society becomes, and over the past few
months we've seen the number of urban
interactions increase thanks to digital
technology. In this way, we can launch
projects anywhere, organize seminars
and invite people everywhere. At this
critical juncture, we have achieved a
critical balance between online and
offline.

We have been working for years on
distributed school. We put forward the
idea that the school is an engineer of
development, which will lead to changes.
Distributed school should establish
direct links with sake holders, the
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environment and communities. So the

idea of extend school is really important,

especially for African countries. Starting
five years ago, we have been working
on projects with Senegalese craftsmen
and designers. There is nothing that can
happen inside a classroom, but it will be
different in many other places as I said
in Senegal, in the Moma in New York,
or in the Adidas Maker Lab in Germany.

It is really important to understand that
education and creative industries have
to be really aware that they should

be developed not only inside their
communities but to other communities
and to the whole planet. And immediate
learning is not only a term of time.

It is also related to the direct links
between ideas and actions and between
individuals and the surroundings. It
doesn't need other media. Immediate
learning means the school is no longer
an isolated innovator apart from the
world. All academic staff and students
can work directly with any stakeholders,
including NGOs, companies, agencies
and community centers, which is really
important. So there has been an online-
onsite balance. We have also seen how
bigger and higher quality audiences have
been able to get into events and projects.
And that means that maybe a CEO from
an industry only ten meters on foot

from the school or the CEO of the real
important industry in the US has been
able to get into the presentation, to get
into the project. And this has improved
the whole process and therefore got a

more agile feedback and faster processes.

We have copperated with industries and
stakeholders in the world at ELISAVA.
And we have began to think about next
step after the launch of the project. Digital
technologies have increased the agility
and the speed of these processes and the
feedback. We have to be aware of what
that digital technologies mean. They have
been designed and applied by people. So I
think we have to be open-minded but also
critical. Our goal is that individuals and
communities can perform properly in this
new environment with the help of digital
technologies. This needs our joint efforts.
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Senior Researcher of Tencent Social Research
Center (TSRC)
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Neo-Culture Creativity Builds a Creative Ecosystem Full of

Creativity and Vitality

Li Shilin, Senior Researcher of Tencent Social Research Center (TSRC), shared Tencent's strategies for
"Neo-Culture Creativity". He remarked that such strategies had given birth to many new forms and business
models covering literature, animation, film & television, music, e-sports, games and other areas, building a
variety of creative ecosystems full of creativity and vitality. For example, Tencent had launched the digital
App together with the Palace Museum and conducted cooperation with Dunhuang Academy China on

the project of "Virtual Tour of the New Digital Silk Road". With the help of digital technology, Neo-Culture
Creativity had integrated both the ancient and modern elements, helping preserve and develop traditional
culture. Tencent would work together with the government and all the other stakeholders to close the digital

divide and reduce digital poverty.

Four years ago, Tencent unveiled the
strategies for "Neo-Culture Creativity",
hoping to, based on IP building, promote
the virtuous cycle of business value and
cultural value as well as improve the global
influence of Chinese culture. In the same
year, Tencent published the Report on
Internet Development Trends in the New
Era in the think tank of Xinhua News
Agency. The report mentioned that "Neo-
Culture Creativity" was a crucial trend in
the cultural field and had influenced the
development trends and models of cultural
industries.

Neo-culture creativity builds

a cross-media creative and
cultural ecosystem featuring
all-encompassing connectivity,
joint creation, and sharing.

Neo-Culture Creativity has built a

new cross-media creative and cultural
ecosystem featuring all-encompassing
connectivity, joint creation and sharing. The
growth of digital technology has greatly
facilitated creation. In this context, ordinary
users have access to the same channels as
experts as long as they have creative works
or ideas to share. The platform of China
Literature established by Tencent is a good
example of such facilitation. As one of

the users of the platform, I would like to
share my views on how digital technology
influences creativity, culture and creators.

The electronic platforms of Neo-Culture
Creativity are characterized by sharing
and joint creation. Users can, when
reading Internet literature works on China
Literature, offer their real-time feedback
on the works at any time. Authors can,
after receiving the feedback, adjust their
writings accordingly. The platform has not

only enhanced interaction between authors
and readers but also integrated readers'
knowledge into the production of culture
and literature works, thus helping improve
the quality of writings. Such favorable
interaction and joint creation have built a
creative ecosystem full of creativity and
vitality.

Neo-culture creativity fosters
new business forms and

new business models by
encouraging more users to
participate in the creative
process.

Neo-Culture Creativity has, by integrating
history with the present, promoted the
inheritance and preservation of the fine
parts of traditional culture. One of its major
goals is to enable the contemporary youths
to learn more about traditional culture with
the help of digital technology, nourishing
today's young people.

Tencent has cooperated with Dunhuang
Academy China to develop the project of
"Digital Tour of the New Silk Road on
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Cloud", bringing the traditional culture

of Dunhuang into everyday life, closer

to the contemporary youth. Moreover,

the company has adopted modern digital
and media technologies, Al technology,

in particular, to restore the Dunhuang
frescoes, trying to better protect the cultural
relics and inherit the fine parts of traditional
culture.

The strategies for "Neo-Culture Creativity"
are intended to foster new business forms
and new business models by encouraging
more users to participate in the creative
process. Amidst the COVID-19 pandemic,
online and digital museums have employed
VR technology to help users make a virtual
tour of the cultural venues, which is a good
example of "Neo-Culture Creativity".

However, the development of Neo-
Culture Creativity also faces problems of
digital divide and poverty. In this case, the
government, enterprises and all the other
stakeholders shall work together to bridge
digital divide and reduce digital poverty.
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