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The stars have aligned for new policymaking in Hong Kong. This year
marks the 25th anniversary of the establishment of the Hong Kong
Special Administrative Region (HKSAR). It witnesses the election of a
new Chief Executive and the transition to a new Administration, the
possibility of a new bureau of culture, sports and tourism, and last
but not least, an ambitious vision for Hong Kong set out in the latest
National 14th Five-Year Plan. This timing is critical for policymaking
and hence our report strikes at this hour.

In March 2021, the 14th Five-Year Plan set out eight positionings for
Hong Kong in relation to the overall development of the country. Of
those, it promulgated for the first time the support for Hong Kong to
enhance its status as a regional intellectual property (IP) trading
centre, and to develop into a hub for arts and cultural exchanges
between China and the rest of the world (National Development and
Reform Commission, 2021). These two positionings present direct
implications to the cultural and creative industries (CCl),' a sector
that contributes to 4.7% (HKD 129.3 billion) of the city’s GDP and
6.2% (237,150 persons engaged) of total employment in 2019.
Furthermore, statistics show the main driving force of the CCl in
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Hong Kong’s CCI comprises 11 domains including: i) art, antiques and crafts; ii) cultural education and library, archive and museum services; iii) performing arts; iv) film, video and music; v) television and radio; vi) publishing;
vii) software, computer games and interactive media; viii) design; ix) architecture; x) advertising; and xi) amusement services.
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recent years, to be the “software, computer games and interactive
media” sector, contributing the largest portion to both CCI’s total
value-added and total employment in 2019, at 44% and 27%
respectively (Census and Statistics Department, 2021).

Notably, this is the sector that drives developments in the field of Arts
Technology (Arts Tech)—a new area of policy rolled out by the
Government of the Hong Kong Special Administrative Region (the
Government) in 2020, and has since become a key direction for the
CCl, aimed at promoting impactful convergences between the arts
and technology sectors to “enhance Hong Kong’s standing in the
international arts arena, facilitate cultural exchange and strengthen
[its] role as an international cultural metropolis” (Home Affairs
Bureau, 2022). Clearly, the digital transformation of the cultural and

creative sectors is in full swing.

It is also worth mentioning, that same year was also the first time
Hong Kong became the second largest art trading centre in the world—
after New York (ArtTactic, 2020), and the first time the share of
eCommerce (online sales) in the Hong Kong art market exceeded that
of general retail (McAndrew, 2021).
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Digital Culture Strategies
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The emerging possibilities of digitalisation in cultural exchange
and trading have led to the recalibration of policies by many
administrations around the world. In the past year, the Mainland has
published multiple blueprints that emphasised “digitalisation” and
bolstering “industry-building” within the CCl, setting out clear
performance indicators and concrete steps, such as the short-term
goals of incubating more than 100 online productions, immersive
projects and digital art installations, as well as setting up at least ten
national bases for foreign cultural trading to make China a cultural
superpower by 2035.

The UK, for instance, since the release of its initial Culture is Digital
blueprint in 2018, has paved the way for the establishment of a
national institution aimed specifically at building capacity in
immersive storytelling for the UK’s creative workforce.

Amidst the pandemic, this trend has become more apparent. In 2021,
South Korea allocated KRW 113.9 billion (approx. HKD 796 million)
to develop cultural technology across the board, with the aim to
become a major cultural content powerhouse in the world (MCST,
2021). Similarly, Taiwan has recently established a dedicated agency
to promote its cultural brand to the world through championing
digital transformations, and is now investing heavily on blockchain-
led platforms that facilitate cultural contents licensing and
trading (MOC, 2020).
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Opportunities in the New Bureau
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This report acknowledges the time-sensitivity of the opportunities at
hand, takes into consideration the national call-to-action, and stays
grounded in local developments. We offer eight recommendations
under four main policy arenas, for the next Administration to

consider as key action items for a Digital Culture Strategy:

Under current government structures, matters pertaining to the CCI
are split across two existing policy bureaux—the Home Affairs Bureau
(HAB) and the Commerce and Economic Development Bureau
(CEDB). This has led to siloed directives and funding practices in the

past, which is detrimental to long-term cultural development.

Focusing only on the policy portfolio in respect of “Culture”, we
explore opportunities in the restructuring and strategy of the
Government’s newly announced Culture, Sports and Tourism Bureau.
We hope to revamp existing bureaux and departments, and urge for
the formulation of a comprehensive and industry-driven blueprint
that embraces technology, to guide Hong Kong’s CCI development
going forward.
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New Bureau’s structure

We recommend the new bureau’s structural makeup to
comprise four components—(i) arts and culture; (ii) creative
industries; (iii) copyright; and (iv) media.

To begin, we recommend the key departments that drive
developments in (i) arts and culture, and (ii) creative industries
currently, such as HAB’s Culture, West Kowloon Cultural
District (WKCD) Branches, and CEDB’s CreateHK Office

respectively, to be moved to the new bureau.

As for (iii) copyright and (iv) media components,
we recommend the Government to consider including certain
elements from CEDB's Intellectual Property Department (IPD),
Radio Television Hong Kong (RTHK), and Economic and Trade
Offices (ETOs) in the new bureau.

To fortify the new bureau’s cultural portfolio, it is high time for
Hong Kong to establish its own dedicated agency to champion
cultural and creative contents of all kinds. The Government
can consider setting up a new agency, or amalgamating existing
departments or agencies, such as RTHK, CreateHK, and the
Arts Tech Task Force.
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New Bureau’s strategy

The new bureau should be responsible for devising a blueprint
that takes into consideration the national call-to-action while
keeping abreast of local developments and sensitivities.
We recommend the blueprint first delineate funding priorities
and strategic game plans for the four components mentioned
in Recommendation 1.1.

More concretely, first action items in the Government’s next
cultural blueprint should include new policies to: invigorate
content creation and development (Chapter 2); strengthen
digital infrastructures for cultural data and IP trading
(Chapter 3); cultivate next-generation CCI talents and talent
exchanges (Chapter 4).

These action items take into consideration important cultural
policy features from around the world, alongside our own
capacities and alignments with the national policy direction.
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Opportunities in Content Creation & Content Development

Content creation

“Content” here refers to both traditional art forms and modern
creative expressions. Recent industry movements within
professional arts circles show that traditional contents,
including different forms of intangible cultural heritage (ICH),
can be reinvigorated as a form of new content creation.

With Hong Kong's first policies on Arts Tech, there is need for
the Government to devise an Arts Tech strategy that is more
impact-driven, by defining clearer policy goals and outcomes.
Specifically, we recommend the Government to set the
creation of new artistic content as a policy goal, and offer
directions on how to create content through Arts Tech with
purpose and impact. This includes setting strategic roles and
targets for the funding schemes that currently support Arts
Tech proposals and leveraging technology to create new artistic
content from traditional cultural forms and expressions. There
is a wealth of unique traditions and cultural assets in Hong Kong
for our Arts Tech policies to uncover.



RECOMMEN DATION 2 2

NGRS

ISERMABERNATHEZER —ER
AfEm (W—&F) ARAFETR > flUE
Fo IR BRI NEERBRE - BREMAEER
HHRAIBEEEXEZEANES > REXKERZDM
AL ES] - BINERET R ERFLBEETR
RPRIMARES > SBNEERR NS
ERERE -

B

RIFE A EXZAERANENET > TREEM
THRHAERRNEA A EEMENEE - &5
HEAZHMEHHE T  E—EBEHAKTE
TEN—REER stEI BB 26 mME
B TR R BEIR MR B ERIMEE o i HIEE
ELBEME » MEBRITER2ER -

KEMBBBAEFB TRIL—EFNE BN
fl FIMXAIEXEBEZHENRERE > &R
BFAZEAB KMEENZHEEATNH
MBERNRAR SESIEEANRNEHE
THRIREENEEPEALR - B2 RIRTE
&8

Content development

Imagine an original work (e.g., a book) being adapted into various
formats such as film, video game, theatrical production, or
animation—this describes the content development process of
creative works and intellectual properties (IP). It suggests
dimensions of intermediality and interactivity between creative
industries which could bring about immense economic gain and
cultural influence, and is why we must build mechanisms into
policy to encourage and facilitate the 1P development process of

original contents.

Currently, there is no CCl-related funding policy with specific
mandate to support the 1P development of creative contents.
Our funding schemes champion one-off, sector-specific projects,
and are kept quite separate from other funding schemes. This
undermines creative 1P developments and shows that fundings
are not working together, nor contributing to one wholesome
industry.

We recommend the Government break down current barriers
between all CCl-related funding schemes and devise a new
funding mechanism under the new bureau, which transcends
current silos promotes and supports the 1P development process
of creative contents, and embraces the development of content
across sectors, amalgamating lessons learnt and industry
feedback from existing funding practices.



10

3.

B3 3 1
RECOMMENDATION ol C

XAt #iRER

RBBMAAERZE T2 ARSI
X BRFEEDE | SFEZHEEHAEE
BXACBBERRG  BERBRBREMNDN
M@ AHMAEHBIFERBRR - A
RPLIRBRZ —EATENRERG 0 THEH
BRI REEBNKRE > MRERBHEECHE
B IR R XA E BB o

EREERTEN—RE) NHEERINAE > 115
ERE—EFNERERZG > RAARBHF
BY—EMOKAT AN XCBIRERG > BE
BRI EXRERANEHRI MU > BAHM
FRERBRRIEHBEER - 2 ULBIBEER
BRBTEBRTEER  UBL—EEEZE
BENXICHERE °

BRRSEZEREEBLT ) ESR  DFBA
TERE BREFHERE ; D RESGENN
BXARBNRREHBERE DB EEY
£ RE s DENMERGETIEE ; V) HMBHE
XRIEZFRBBERFIEMITRRER ; V) A&
FARER s VDEXLIPRZFaEs R
Bi%3.2) 5 vi) BIsUERS ; URviD a5
B o

XAbERE T3k 1Py BIBER 25

Opportunities in Building Digital Infrastructures for Cultural Data & IP

Cultural data infrastructure

Big data and IP are hot topics in the global discourse, featuring
prominently in cultural policies around the world: Governments
are making plans to build cultural data repositories for data
collection and analyses, to help public and private sectors make
better informed decisions. In Hong Kong, we have long suffered
from the lack of a comprehensive data system. The current one
is scattered and disintegrated, which has been a longstanding
hindrance to CCI development.

Whether this is through expanding the scope and functionalities
of Data.Gov.HK, or developing a new separate infrastructure, we
recommend the Government build a cultural data infrastructure
that is fit for the era, thus making available a comprehensive
collection of CCl-related data to better inform decision-makers
in public policymaking and private industries. This can also be
opened to the Guangdong-Hong Kong-Macao markets for a
bigger and fuller cultural data bank.

We recommend the cultural data infrastructure bear these
eight features: i) utilise new technologies such as artificial
intelligence and blockchain; ii) facilitate private-public data
sharing across traditional and new cultural content; iii) define
scope for data collection, processing, distribution and access;
iv) assist decision making in public and private sectors; v) make
publicly available; vi) integrate with the cultural IP trading
infrastructure (see Recommendation 3.2); vii) establish an
authentication mechanism; and viii) comply with regulatory
measures.
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Cultural IP Trading Infrastructure

The term “cultural 1P” is used to broadly cover wide-ranging
intangible cultural and creative goods that could be protected
under copyright and other forms of 1P law, such as publications,
films, videos, music, comics, character designs, etc. A competitive
creative economy is underpinned by 1P and its contribution to
economic and cultural development. This is becoming more
apparent as the CCl becomes increasingly interwoven with the
digital sphere, which propels us to think about how the 1P regime
can accommodate more innovative technologies, as well as
encourage more lucrative trading across and beyond the CCl.

In Hong Kong, we have not been able to fully leverage the
economic potentials of cultural IP the same way economies such
as South Korea and Taiwan have. 1P rights including copyright,
trademark, patent, and design are all vehicles of trade for
creativity. It must be noted that copyright constitutes the basis
for most economic activities in the CCI and that the average
contribution of copyright industries to GDP is 5.54% worldwide
(WIPO, 2021).” IP rights including copyright, trademark, patent,
and design are all vehicles of trade for creativity. If harnessed
properly, Hong Kong’s copyright regime has a lot of room for
development as a standalone portfolio for the CCl, especially in
the realm of cultural 1P trading—and an online one at that.
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According to WIPO (2021), South Korea's copyright-based industries account for 9.89% of GDP, while mainland China’s account for 7.35%. Although no figures are available for Hong Kong, but our most
comparable figure—cultural and creative industries’ contribution to GDP, which is 4.7% of GDP—is still lower than the global average.



12

BRI TR T — AR N R LIPS
NUIBT L > WHILREE B EHE) A
SRS o BT AL B RE N AR
ERZZTE  RRI—MER2H WA
ZRWRETE ©

ZEREARBEENRZZINEE > BX(LBUR
BExae GERES3.) > LHEMEAM - 'k
BERTiEER - B EHE—FTERBEAX
+mAh ) REF > BEBITERSTIE
g 3257 o 0 F (& 350 KD 3 EE A B 5 R0 BY T

We recommend the Government build a digital platform
dedicated to the facilitation and promotion of cultural IP
trading and exchange, and recognise the economic potentials
of copyright as part of culture “going out” for Hong Kong. The
Government can consider building on the existing Asia IP
Exchange platform, or establish a new digital infrastructure
dedicated to cultural IP trading entirely.

We propose the infrastructure bear database and trading
functions, synchronised with the cultural data infrastructure
(see Recommendation 3.1), and is made accessible to local,
regional, and international markets. These will further
contribute towards our greater ambitions of being a cultural
exchange and IP trading hub as per the National 14th Five-Year
Plan.
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Opportunities in Cultivating Next-Generation Talents
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Cross-border collaborations and
CCl institutions on talents-grooming

Nurturing talents is a key strategy to realising Hong Kong’s new
cultural visions and positioning under the 14th Five-Year Plan.
We recommend the Government explore establishing cross-
border institutions with research institutes and industry partners
in the Guangdong-Hong Kong-Macao Greater Bay Area (GBA)
that are centred around CCI development and aimed at
grooming the next-generation creative workforce. These
institutions shall have research and development (R&D) capacity
to develop CCl-related technologies, offer training opportunities
with industry partners, and cross Guangdong-Hong Kong-
Macao borders to enhance cultural exchanges within the GBA to
broaden talent training avenues.

We recommend the proposed institution find support and
anchorage from industry, government, and higher education
institutions (HEIs), and demonstrate they: i) can offer future-
proof programmes including proficiency with Real-Time Game
Engines and other immersive and real-time 3D technologies; ii)
are industry-led and fuelled by practical work placements; and iii)
are talents-driven in that they contribute to a long-term talent
pipeline that aims to upscale and cultivate the next generation
creative workforce. Powered by policy support, Hong Kong is
well-positioned to capitalise these opportunities in the GBA.

13
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Strategic manpower planning for future

CCl talents

It is of utmost importance that a government-initiated strategy
on future CCl talents is devised, and implemented, to ensure a
competitive future for the industry. As per Policy Address 2021,
Arts Tech talents will play an important role in the future of
the CCL.

The Arts Tech Task Force effective as of 2020 rightly involved
the Education Bureau and was supposed to be accountable for
devising an Arts Tech strategy that includes a manpower plan,
but no concrete plans have been announced up till today.

We recommend the Government, via the new bureau, the Arts
Tech Task Force or otherwise, formulate a long-term
manpower roadmap to galvanise the sector and expedite
training. This farsighted Human Resources Strategy for CCl
development shall draw specific attention to skillsets required
under an increasingly digital and immersive landscape.
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The recommendations set out above, spanning the new bureau,
content creation and development, digital infrastructures, and talents
make up the first eight action items needed in a Digital Culture
Strategy for Hong Kong. They are not only relevant to the times,
important to Hong Kong's future, but also strategic to the attainment
of an important national goal for Hong Kong.



