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INTRODUCTION  
 

 

Due to the Covid-19 pandemic, female artists and creatives have experienced a loss of business and 

income.  This project, DigiKommune, envisages a skills injection through tailored learning and 

knowledge exchange to enable creative businesses to take their work online (virtualisation). The 

purpose of the project is to revive and extend methods by which audiences are reached. This will help 

to reinvigorate income streams and individuals’ business sustainability through skills development.  

 

The DigiKommune project is coordinated by Inova Consultancy from the UK with L’Albero associazione 

culturale from Italy, CESIE from Italy, Inova Aspire from the Netherlands and ARTeria from Poland. The 

project was developed as a result of the unprecedented disruption to business due to the Covid-19 

pandemic. Women have been particularly impacted, with notable adverse effects on female artists 

and creatives. Many individuals are also experiencing other possible barriers which may be 

disadvantages, exclusion, being a migrant, or being affected by business curtailment during Covid-19. 

Many of the businesses in the art and creative sector consist of sole traders or small and medium 

enterprises (SMEs) and the digital competence required to take business online in such a short 

timescale has resulted in economic hardship and livelihoods being threatened. 
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GOALS AND PURPOSE OF THE REPORT 
 

The key objectives of this report are to: 

 

- Identify the skills needed by female creative entrepreneurs to virtualise their business.  

- To analyse the available support for female-led creative businesses in the partner countries.  

 

In order to achieve these goals, the main activities for the first intellectual output (Skills Portfolio) are 

outlined below: 

 

 
In line with the Digital Creative Attributes Framework and the 9 core competencies identified, this 

report includes an analysis of the skills perceived by female artists and creatives as the most important 

to virtualizing their business. The research within the first “output” the skills portfolio (IO1), therefore, 

focuses on exploring existing knowledge and knowledge gaps which are needed to develop the 

competencies defined by the Digital Creative Attributes framework. To read information about this 

framework, click here. 

 

The skills portfolio will function as the basis for the further development of DigiKommune activities, as 

well as future projects which target female artists and creative entrepreneurs. The framework will be 

shared with the target audience (female creatives, artists and entrepreneurs) as well as business 

coaches, stakeholders and other interested parties. It will be shared on the project website and 

through social media such as the DigiKommune Facebook Page. 
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COUNTRY ANALYSIS 

 

 

Each partner country conducted an analysis of their country’s status regarding the position of female 

creative entrepreneurs and the opportunities for them to virtualise. This resulted in a ‘snapshot’ of the 

country-wide position of female artists and creatives, including training currently on offer, gaps and 

recommendations within their country and an overview of the competences needed.  

 

It includes: 

● General information and statistics relevant to the analysis of support, opportunities and 

barriers of virtualisation for female creative entrepreneurs. 

● Training programmes relevant to virtualisation carried out in the partner countries. 

● Based on the 9 core competencies from the Digital Creative Attributes framework, indicated 

skills and attributes addressed by national programmes in the partner countries.  

 

 

 ITALY   

GENERAL INFORMATION 

AND STATISTICS 

REGARDING THE CONTEXT 

OF POSITION OF  FEMALE 

● Eurostat data showed that (with the exception of ICT) all non-

financial sectors in the EU-27 experienced an immediate 

contraction in economic activities in the first quarter of 2020.1 

 
1  Eurostat, National Accounts: COVID-19 impact on EU industries, August 2020. 
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CREATIVES, THE COVID-19 

PANDEMIC AND THE NEED 

TO VIRTUALISE 

● Box office revenue dropped by over 1100% between January and 

March.2 

● By the end of March 2020, almost two thirds of publishers across 

Italy were using or planning on using the redundancy fund for 

temporary or partial unemployment. 

● The Government implemented an emergency fund of 210 million 

Euros to support publishing, canceled cultural events and 

museums. Three emergency funds were implemented, totalling 

to roughly 555 million Euros.3 

● Due to Covid-19 revenues in the cultural and creative sectors in 

2020 decreased by 31% compared to 2019, which is equivalent to 

about 200 billion euros in revenue4. 

MAIN BARRIERS FOR 

VIRTUALISATION 

● Lack of skills  

● Lack of technical equipment  

● Lack of time and funding  

● Limited training opportunities  

 
 

 

 POLAND    

GENERAL INFORMATION 

AND STATISTICS 

REGARDING THE CONTEXT 

OF POSITION OF  FEMALE 

CREATIVES, THE COVID-19 

PANDEMIC AND THE NEED 

TO VIRTUALISE 

● According to 64.9% of cultural business institutions have 

expressed that the COVID-19 pandemic has had a negative impact 

on business. 5 

● Harmful stereotypes perpetuated amongst Polish society view 

the cultural and creative sectors as less necessary or useful in 

comparison to other sectors. 

● Income across cultural and creative sectors decreased 

dramatically in 2020 and 2021 due to lockdown and closures. 

Online businesses experienced a boom in activity and an increase 

in financial income.  

● Research conducted by GUS concerning women in culture, 

entertainment and the arts indicated that in 2016, women 

received 89% of men’s wages.6 

 
2  European Parliament, Coronavirus and the European film industry, May 2020 
3 Statista Research Department, Key financial measures adopted by the Italian government to support the 
cultural sector during the coronavirus (COVID-19) emergency in 2020, 2020 
4 European Parliament, The Situation of Artists and Cultural Workers and the post-COVID-19 Cultural Recovery 
in the European Union 
5 Research conducted by GUS (Central Statistical Office in Poland) concerning buisness entities in the 4th quarter 
of 2020. 
6 Rebuilding Europe. The cultural and creative economy before and after the COVID-19 crisis. January 2021 
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MAIN BARRIERS FOR 

VIRTUALISATION 

● Women have less access to leadership roles within CCIs  in 

comparison to men 

● Parental duties  

● A lack of international networks 

● Language barriers 

● Lack of experience 

● Lack of digital skills  

 
 

 

 

 

 

 

 

 UK  

GENERAL INFORMATION 

AND STATISTICS 

REGARDING THE CONTEXT 

OF POSITION OF  FEMALE 

CREATIVES, THE COVID-19 

PANDEMIC AND THE NEED 

TO VIRTUALISE 

● Approximately 70% of workers in the arts and entertainment 

sector were furloughed under the Government’s coronavirus 

retention scheme.7 

● Public investment in the arts per head of the population in 

England has fallen by 35% in the last decade.8 

● Women in the arts (and across all sectors) were generally harder 

hit by the Covid-19 pandemic in comparison to men. 

● There is a digital divide across the UK  and 9 million people in the 

UK do not have ‘essential digital skills for life’ (as defined by the 

Government’s Digital Skills Framework).9 

● A third of creative and cultural businesses report skills gaps and a 

third of business leaders within the sector lack confidence in their 

ability to deliver technological change.10 

● Women (particularly women from already marginalised 

backgrounds) are underrepresented within the arts sector in 

comparison to their male counterparts.11 

MAIN BARRIERS FOR 

VIRTUALISATION 

● Old and insufficient digital infrastructure 

● Lack of resources to deliver an inclusive experience- e.g. 

technology to provide adjustments for people with disabilities/ 

impairments  

 
7 James Tobin, ‘Covid-19: Impact on the UK Cultural Sector,’ House of Lords Library (4th September 2020) 
https://lordslibrary.parliament.uk/covid-19-impact-on-the-uk-cultural-sector 
8  Arts Index 2007-2018, NCA https://forthearts.org.uk/publications/arts-index-2007-2018/ (2020) 
9 Digital Skills Partnership, Department for Digital, Culture, Media & Sport (2018) 
https://www.gov.uk/guidance/digital-skills-partnership  
10 Building a Creative Nation: Current and Future Skills Need, Creative and Cultural Skills  
https://ccs.rooftop.io/sites/413/2020/03/26161330/Building_a_Creative_Nation_-
_Current_and_Future_Skills_Needs6.pdf  
11 Women in Theatre Forum Report: developing strategies to improve gender equality in theatre (2020)  
https://sphinxtheatre.co.uk/wp-content/uploads/2021/01/Women-in-Theatre-Forum-Report-2020.pdf  
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● Difficulty identifying and accessing funding  

● Lack of skills, capacity, or will to deliver digitally 

● Lack of expertise to deliver digitally inclusive experiences 

● The fact that some activities are easier to deliver online than 

others. 

 

 

 

 THE NETHERLANDS   

GENERAL INFORMATION 

AND STATISTICS ON 

SUPPORT AND 

OPPORTUNITIES FOR 

FEMALE LED-CREATIVES 

BUSINESSES TO VIRTUALISE 

● The total reduction in turnover for the cultural sector amounted 

to more than EUR 400 million, roughly 35% less in comparison to 

2019.12 

● The average amount of lost sales was approximately 5.6 thousand 

EUR in the first quarter and this increased by up to 8.7 thousand 

for the self- employed in the second quarter of 2020.13 

● The international activities of Dutch artists and cultural 

organisations dropped by 72% in 2020. However, 20% of all art 

and cultural activities were online.14 

● There is a digital skills gap across the Netherlands and the uneven 

access to digital skills and funding has created an urgency to 

upskill the creative sector.  

● Despite the fact that women represent a higher proportion of art 

students than men, men are more likely to be employed in the 

arts sector than women or other genders.  

MAIN BARRIERS FOR 

VIRTUALISATION 

● There is a lack of funding across the Netherlands and access to 

digital training. 

● Women in the arts and cultural sectors face a glass ceiling and are 

underrepresented in the arts and cultural sector.  

 
12 Cultural and Creative Sectors in Post-Covid-19 Europe: crisis effects and policy recommendations’ study 
requested by the CULT Committee. 
https://www.europarl.europa.eu/RegData/etudes/STUD/2021/652242/IPOL_STU(2021)652242_EN.pdf   
13 Cultural and Creative Sectors in Post-Covid-19 Europe: crisis effects and policy recommendations’ study 
requested by the CULT Committee. 
https://www.europarl.europa.eu/RegData/etudes/STUD/2021/652242/IPOL_STU(2021)652242_EN.pdf   
14 ‘The Impact of Covid-19 on Dutch Artists Worldwide’, Eric Change, 2021, https://www.the-low-
countries.com/article/the-international-impact-of-dutch-artists-during-covid-19  
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EXAMPLES OF GOOD PRACTICES  
 

LOCAL OR NATIONAL GOOD PRACTICES 
 
 

Country 
Name and organiser 
of virtualisation 
training  

Training objectives content and 
methodologies  

References: 
website, social 
media etc 

Skills addressed by the national good practices 

Italy 
 
 
 
 
 
 
 
 
 

My HandScraft – 
Migrants Hands and 
Skills to Create a 
Future Track 
 

● CESIE (Italy, 
coordinator) 

● Dacorum 
Council for 
Voluntary 
Service LTD 
(UK) 

● GrantXpert 
Consulting 
LTD (Cyprus) 

● Active 
Citizens 
Partnership 
(Greece) 

It is a digital tool that combines text, 
images and videos created by and telling 
the personal stories of local and migrant 
artisans and artists through the 
handicraft history of the cultures they 
represent. 
 
Objectives: 

● to increase the digital 
competencies of adult educators 
to teach innovative high-quality 
learning in order to valorise 
adults’ competencies, skills, 
cultural heritage & expertise;  

● to up-skill/re-skill handcrafters 
while applying the creative 
approach based on handicraft to 
unleash these targets’ potential 

http://myhandscr
aft.eu/  

●  Proactivity 
●  Enterprise 
●  Communication 
●  Connectivity 
●  Storytelling 
●  Self-efficacy  
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● Social 
innovation 
Fund 
(Lithuania) 

for inter-cultural dialogue & 
cross-cultural collaboration; 

● to reinforce cooperation & 
networking among handcrafters 
& artists undertaking handicraft 
& cultural activities, enhancing 
their contribution to the 
promotion of cultural heritage. 

 

The Netherlands  
International Creative 
Women 

They are a community organisation 
which offers a 7 week course for female 
artists and creatives who are struggling 
with their business ventures.  

https://www.inter
nationalcreativew
omen.nl/  

 
● Agility  
● Communication 
● Connectivity  
● Resilience  

The UK 
Digital Culture 
Network  

They provide practical support and help 
to the arts and culture sector. Their focus 
is upon digital skills and leadership 
development.  
 
Their aims are to help organisations: 
 

● Explore and harness the benefits 
of technology to achieve goals. 

● Find new ways to reach and 
engage audiences. 

● Develop a sustainable business 
model. 

https://digitalcul
turenetwork.org
.uk/  

 
● Agility  
● Communication 
● Connectivity  
● Storytelling  
● Curiosity  
● Resilience  

Poland   
 
StartUp ART 
 

Training for creatives who would like to 
gain knowledge on conducting a 

http://instytutkre
owania.pl/kontakt
/ 

● Proactivity  
● Enterprise  
● Agility  
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Instytut Kreowania 
Przedsiębiorczości Sp. 
z o.o 
Uniwersytet 
Muzyczny Fryderyka 
Chopina, Akademia 
Sztuk Pięknych w 
Warszawie 

business. Specific training on 
entrepreneurship, marketing, social 
media marketing and planning. 

https://chopin.ed
u.pl/ 
https://asp.waw.p
l/. 
 

● Connectivity  
● Self-efficacy 
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GOOD PRACTICES FROM INDIVIDUALS/ BUSINESSES 
 

Country 
Name of 
business 

Type of business/ creative activity 
A summary of how they adapted to 
Covid-19 

 References: website, 
social media etc 

Italy  Her Clique 

An online art platform dedicated to 
promoting the work of artists who identify 
as women, debuted on September 15, 2020, 
with the sale of a series of limited works by 
Zoë Buckman. Her Clique's intent is to 
promote female artists, to make their art 
more accessible, while also supporting 
important non-profit organisations. 

The platform introduces monthly 
artistic collaborations for which 
limited edition works will be specially 
created, which will then be presented 
for sale, with attractive prices. A 
portion of the proceeds from each 
sale is donated to several non-profit 
organisations. 

https://herclique.com/  

The 
Netherlands  

The Van Gogh 
Museum 

Gallery and museum 

The museum has created 
downloadable colouring sheets as well 
as lessons which can be followed at 
home. They have also created extra 
content such as podcasts. This can be 
found via their ‘Museum from Home’ 
section on their website which 
contains their online collection, 
stories, letters and children’s work/ 
entertainment.  

https://www.vangoghmu
seum.nl/en/visit/enjoy-
the-museum-from-
home#for-children  

The UK 
The Quilters 
Guide 

An educational charity and membership 
organisation. Also an accredited museum 

The QG has adapted to the pandemic 
by recreating and designing their 
online shop in order to create a more 

https://www.quiltersg
uild.org.uk/  
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which holds over 800 British patchwork and 
quilted items. 

engaging online presence. They have 
also digitalised some of their 
exhibitions and collections which are 
available on the website.  
 
Additionally, they also have a resource 
hub on their website which includes 
free, downloadable resources and 
information on the history of quilting, 
patchwork, lesson plans, worksheets 
and images.  

Poland  KiciNici 
Children books and the owner also runs 
workshops and meetings for children in 
kindergarten, schools and libraries.  

KiciNici adapted by becoming more 
visible on the internet both on 
Facebook and YouTube. The author 
creates videos every Tuesday inviting 
people to the KiciNici lab which is 
shared by a dedicated YouTube 
channel. 

https://kicinici.pl/ 
https://www.youtube.co
m/channel/UC51hdfQ4zJ
rKPRtqW-xF-8w 
https://www.facebook.c
om/kiciniciklub/ 
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ONLINE SURVEY 
 
The purpose of the online survey was to understand the views of female creative entrepreneurs 
regarding the key competencies needed to virtualise their businesses. In what follows is a summary of 
the responses from each country. 
 



  

15 
 

THE UK 
 

PARTICIPANTS’ PROFILE  
 
The UK had 12 respondents to their online survey. Below is a summary of the profile of the 
respondents, including their age, gender, the type of creative business they run and any barriers or 
additional challenges they experience. 
 

 
 
 
 
 

 
 

● 100% of respondents identified themselves as female. 
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● In terms of generating income, the biggest proportion of people voted for the sale of their own 

artistic/ creative products, teaching creative subjects and services related to their arts. 
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Regarding barriers and challenges, over 90% of respondents  stated that they were experiencing a lack 
of funding or personal contacts. Additionally, the vast majority (91.7%) of respondents stated that their 
business had been impacted by Covid-19. 91.7% also stated that they had not participated in any kind 
of formal training regarding virtualizing their business.  
 

 
 



 

 

18 

   
The European Commission support for the production of this publication does not constitute an 
endorsement of the contents which reflects the views only of the authors, and the Commission 
cannot be held responsible for any use which may be made of the information contained therein. 

 
 
Below are some testimonials regarding the impact of Covid-19 
 

● “I wasn’t able to create. My daughters moved back home, couldn’t go to the studio and ended 
up trying to work from home but there was no room. I also found it impossible to be creative, I 
think I went into survival mode.” 

● “A large proportion of my work is working with clients in the studio, those that did not wish to 
use zoom could no longer access my art therapy services and group work was not possible.” 

● “I’m an actress, working mostly in theatre. Covid made that impossible for a long time.” 
 
 

SOFT SKILLS 
 
Out of the soft skills listed by the Essnet-Culture framework, communication was ranked as most 
important by the UK respondents with 10 out of 12 respondents rating this as ‘5’. Self-efficacy, 
proactivity and enterprise were the next most important skills, according to the UK respondents, 50% 
and over of participants rating this as ‘5’.15 

 
HARD SKILLS 
 
The hard skills that were ranked as most important by the majority of UK respondents were safety, 
problem solving,  information and data literacy, communication and collaboration. All of these 
scored a ‘5’ by 50% or more of the respondents.  
 

ADDITIONAL COMMENTS: 
 

1. “Confidence” 
2. “To learn how to better use online platforms (often ones that I already understand) to promote 

my work more effectively to new communities and individuals.” 
3. “How to edit videos, all multimedia knowledge.” 

 

 
15 The list of hard and soft skills needed to virtualise according to the Ess-net Culture framework.  
https://dcaf.myblog.arts.ac.uk/files/2018/04/DCAF_Handbook-1.pdf  
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THE NETHERLANDS 
In the Netherlands, 10 artists responded to the online survey. Below is a summary of the answers.  
 

PARTICIPANTS’ PROFILE  
 

 

● 100% of the participants identified as female. 
 
 
 

● 90% of the participants stated that their business activities were related to visual art.  
 

 
●  
●  
 
 
 
 
 
 
●  
● 30% 

of 

respondents identified as people with a migrant background. 
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● The overwhelming majority stated that they generated income through sales of their own 
artistic/ creative products.   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
80% of 

participants stated that they had not received any kind of formal training. Some reasons of their for 
this are listed below: 
 

● “Never thought about it.” 
● “Didn’t have the opportunity.” 
● “Haven’t had the time, as I am still a full time student.” 
● “I was never faced with the opportunity.” 



 

 

22 

   
The European Commission support for the production of this publication does not constitute an 
endorsement of the contents which reflects the views only of the authors, and the Commission 
cannot be held responsible for any use which may be made of the information contained therein. 

● “Not necessary.” 
● “Not available.” 

 
Regarding barriers and challenges, half of the participants stated that a major barrier was a lack of 
personal contacts. Lack of funding and family or personal challenges were also identified as common 
barriers. 
 
There was a 50/50 split from participants in regards to whether their businesses had been impacted 
by the pandemic.  Below are a selection of some of the comments regarding this question: 
 

● “No markets where to sell, to events or fairs. Shops were closed, so I didn’t have any place to 
sell my items. I was late with setting up an ecommerce.” 

● “Art exhibitions in which I participated were canceled.” 
● “The gallery in Melbourne continued selling online and my solo exhibition was online. But my 

productivity was for sure impacted. During lockdown it was difficult to organise photoshoots 
with models. Furthermore, it was very difficult to get my own studio space big enough to work 
on my photographic art! And in a vibrant art environment.’ 

● My business has been impacted a little. Because some fairs were postponed and the 
vernissages could only happen with very few people.” 

 
SOFT SKILLS  
 
The soft skills which were considered most important by the majority of the respondents in the 
Netherlands were proactivity, agility and communication, with 60% of the respondents marking this 
as a 5. Resilience, on the other hand, was ranked as 1 by 20% of respondents. 

 
HARD SKILLS  
 
The data for the hard skills was much more varied in comparison to the soft skills. Unlike the other 
competences, neither information and data literacy or digital content creation was scored ‘least 
important’ by any participant, suggesting that these skills were considered as being valuable to the 
process of virtualisation. 
 

ADDITIONAL COMMENTS 
 

● “I would like to have an international network of people working in the creative industry to 
help each other with making female artists more visible and successful.” 

● “Actually, I do not exactly understand what is meant with the above questions related to 
digital.” 

● “How to use and apply SEO and related marketing tools to get yourself out there and be visible 
to a large targeted (so meaningful) audience.” 
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POLAND  
ARTeria was able to gather 23 responses to the online survey. Below is an overview of the findings. 
 

PARTICIPANTS PROFILE 
Age: 
 

● The majority of respondents were between the ages of 25-34 and 35-44. 
 
 

 
 
Gender:  (female, male, prefer not to say, other) 

● The majority of respondents identified as female. One respondent labelled themselves as an 
artistic collective, including two women and a non-binary person. 

 
 

 
Barriers and challenges (single parent, person with disability, person with migrant background, prefer 
not to say, none of the above, other): 
 

● The vast majority of participants did not identify with any of the aforementioned barriers/ 
challenges. However, 20% selected that they were single parents.   
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How do you generate income for your business? Select all that apply. (Cultural heritage, archives and 
libraries, books and press, visual art, performing arts, audio and multimedia, architecture, 
advertising, other): 
 

● The majority of respondents (56.6%) categorised their work as ‘visual art.’ 
● Regarding their sources of income, the most popular response to this was sale of their own 

artistic products- this answer obtained 17 votes. 
 
 
 
 
 
 
 
 
 
 
 

Where does your 
business operate?  (Locally, regionally, nationally, internationally): 
 

● The majority of respondents businesses operate locally and regionally. Only 13% of 
participants’ businesses operate internationally. 
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● 87% of respondents have not previously participated in any training concerning virtualisation, 
largely due to lack of time. 

 
● 65% of respondents’ businesses had been impacted by the Covid-19 pandemic largely due to 

a reduction in commissions and the inability to perform.  
 
 
Has your business been impacted by the Covid-19 pandemic? (Yes, No): 

 
Have you participated in any kind of formal business or entrepreneurship education or training about 
strategies and competencies for virtualising your business? (Yes, No): 

● 30.4% of participants have had some experience of virtualisation. 
 

 
 
 
 
 

● Lack of funding, lack of digital expertise and lack of business knowledge were common barriers 
to running their creative activities online. 

 
SOFT SKILLS 
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Out of the listed soft skills, communication was regarded as the most important by participants, with 
73.9% of participants ranking this as ‘5’- most important. Connectivity was regarded as the second 
most important soft skill with 56.5% ranking this as most important. Conversely, curiosity was not 
regarded as an important skill with the majority of participants ranking this as 3 or lower. 

 
HARD SKILLS  
 
Communication and cooperation was regarded as the most important hard skill according to the 
majority of respondents, with 62.5% of participants giving this a 5. Similarly, just over half of the 
participants ranked problem solving as most important. One of the lower ranking hard skills was 
information and data literacy, with 65% of participants ranking this a 3 or lower. 
 
 

ADDITIONAL COMMENTS 
 

● ‘I work in a particular field - icon painting. I think it is a tiny market, however, I have hitherto 
managed to sell my works to, for instance, Canada, USA, and the Middle East, but mostly when 
I was recommended by other people. I would like to know how to reach niche audiences 
through the Internet.’  

● ‘How to best present my works, how to describe them, what to take into consideration. All 
these competencies are important for sure, but they’re very theoretical, and I would like to 
have some practical knowledge - what works and what does not, where to post my works, etc.’  

● ‘Some specific knowledge on how to promote yourself on the Internet? Do I need to have my 
own page, where to set up a profile, does [selling my works on] Etsy, Allegro, Ebay, OLX make 
sense, or is a private Facebook account or a fanpage better, how to conduct a campaign on the 
Internet, does it need to be paid? Some practical knowledge, what works and what does not (if 
it is possible to predict it somehow).’ 

● ‘Where do I sell [my works]? I have been looking for such places and I don’t know whether 
doing that on Allegro, Ebay, Etsy, ArtPal, HaloART, PersonalART makes sense. Does one need 
to choose paid options or are free options enough at the beginning? How to break through the 
huge number of paintings? Do I need to use paid options? How to prepare the works to be 
presented on the Internet (I know how it works at the art gallery, but I do not know whether 
there are any other rules on the Internet). Does an art portfolio need to be prepared in any 
particular way to be displayed on the Internet? The same thing about an art resume? I know 
art statements are trendy in the West, but is it compulsory to use it to reach audiences outside 
of Poland? Do I need to have my own page? Or is it better to set up my own Internet shop or is 
it too difficult or better/worse than social media?’ 

● ‘Before the pandemic, we have massively developed our performances, signed many curatorial 
and grant deals. Then it all stopped. That is what made us interested in this project - how can 
we ‘sell’ our activity on the Internet. Therefore we expect practical information on how to do 
it. For instance, during a performance both of us perform simultaneously - how to 
record/stream it? Especially given that we have a small budget (we have seen some 
professional videos on your Youtube, but it is not the essence of performing, and it probably is 
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very expensive). That is why we would need such knowledge/skills - how, where, how to act, 
how to receive self-financing?’ 

● ‘How to start step by step in the form of a guide “How to quit working at a toxic institution and 
start to live?” ;). I have no experience in conducting my own business and starting your own 
journey requires bravery and diving headfirst (ultimately, I would like to quit my full-time job), 
so I need to be prepared well.’ 
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ITALY  
 
L’Albero and CESIE were able to collect 20 responses across different regions in Italy.  The following 
section summarises the responses from participants. 
 

PARTICIPANTS’ PROFILE 
 

● 85% of respondents were women and the remaining 15% identified as male.  
● The majority of respondents were between the ages of 35-44. 

 

 
● The majority of participants’ businesses related to performing and visual arts.  

 

 
 

● In terms of challenges faced, three respondents stated that they were single parents, one 
identified as a person from a migrant background and one described themselves as being a 
person with disability. 
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● The majority of participants either stated they have been business owners between two and 
four years or over ten years. 

 

 
● Participants largely generated their income by teaching creative subjects, sales of their own 

artistic/ creative products, employment in non-creative sectors or consulting work related to 
the arts. 

 

 
● The highest proportion of participants stated that they operated on a local level.  
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● 65% had never participated in any kind of formal training regarding virtualisation.  
● 85% of the participants stated that their businesses had been impacted by the Covid-19 

pandemic. 
● The major barriers relating to virtualisation were identified as lack of funding, lack of 

experience and a lack of business knowledge. 
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SOFT SKILLS  
 
The soft skills that were rated the highest amongst Italian respondents were proactivity, enterprise, 
self-efficacy and communication. Resilience was considered as being the least important competence.  
 

HARD SKILLS  
 
The highest-ranking skill amongst Italian participants was problem solving followed by communication 
and collaboration, and digital content creation. The lowest scoring skills were safety and information 
and data literacy.  
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Focus Groups 

 
 
Focus groups aim at conducting a detailed analysis that will complement the data and analysis of the 
previous activities, such as the country analysis, and provide first-hand testimonials which will enable 
the partnership to develop training materials.  The training will take into account the specific needs of 
female artists and creative entrepreneurs who are looking to virtualise their businesses. 
 
All partners used a similar set of questions along similar themes in order to enable cross-country and 
cross-cultural comparisons. This will allow for the development of comprehensive learning materials.  
Each participant completed the questionnaire and the facilitators then engaged in discussion regarding 
the answers to the questionnaire.  
 
Focus groups are useful as they enable partners to identify the skills needed for virtualisation and to 
determine areas needed for further research and development. Focus groups bring participants 
together to talk about their shared experiences as female creatives and entrepreneurs. The Focus 
Groups were designed to instigate discussion between participants to allow partners to view areas of 
(dis)agreement about skills required for virtualisation.  
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THE UK 
 
In the UK, Inova Consultancy was able to hold a focus group in person, in November 2021 with 5 
participants. Below is an overview of the participants’ profile. 
 

Participant 
No 

How many 
years they 
have ran their 
business for 

Description of their business 
Links and additional 
information 

1  15 Visual artist and creative writer 

https://www.panniloh.co
m/ 
www.frangipanniwrites.co
m  

2 24 
Creative director of a theatre 
company 

 

3 25 Textile artist  

4 3 
Videographer and 
photographer. Tarot reading 
business  

 

5 20 Freelance photographer 
 
daniellasasaki.com  

 
The main barriers faced by the participants in the UK was largely a lack of confidence in their digital 
abilities and funding. All of the participants experienced difficulties during Covid-19. Some, for 
example, expressed a lack of time due to additional parenting responsibilities whilst schools were 
closed. Others expressed that they faced additional family and health challenges that had impacted 
their business.  
 
In regards to specific training, participants expressed a common interest in training on social media 
and ‘digital language’. Additionally, storytelling and communication were addressed as skills which 
required further development and training.  
 
In addition to the focus group, participants completed a questionnaire relating to the hard and soft 
skills identified by the Ess-net culture framework (2017).16 They were asked to rank the importance of 
the skills on a scale of 1-5 (1 being least important and 5 being most important).  Below is a summary 
of the responses. Each colour is representative of an individual participant.  
 

 
16 https://dcaf.myblog.arts.ac.uk/files/2018/04/DCAF_Handbook-1.pdf 
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Soft Skills 
 
 
 

 
 
 
 
 
 
 
 
 
 

 
 
They were also asked to rank their ability using the following scale:  
 

       0.   I cannot do it. 
1. I would need a lot of help doing it 
2. I might be able to do it with help 
3. I could do it with help 
4. I might be able to do it alone 
5. I would definitely be able to do it alone. 
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POLAND  
 
 

Participant 
No 

How many 
years they 
have ran their 
business for 

Description of their business 

1  7 years 
Runs their own music services at parties and conducts vocal 
workshops for children and adolescents.  

2 Over 10 years 

The participant conducts arts classes at home, and sells invitations 
for various events. She deals with visual arts. The pandemic 
influenced her ability to design and complete commissions, 
however, her main activity is artistic education. She indicated her 
lack of digital and language skills. 

3 Less than a year 

The participant is a dancer, and conducts various dance 
workshops. She launched a dance school right before the 
pandemic, and was not able to conduct classes there. She also lost 
performance opportunities.  She uses social media, but she would 
also like to be able to know how to use her knowledge through 
online means.  

4 3 years 

The participant makes advertisement videos, she mostly deals 
with animation. She works remotely, and sells her works through 
the Internet. She would like to virtualise to gain international 
customers.  

5 Over 15 years 

The participant is a freelancer, she deals with photography, mostly 
for advertisements. She is also active in a theatre group and 
various Silesian theatre clubs, where she promotes Silesian 
heritage.  

 
The main barriers faced by the Polish focus group participants regarding virtualisation were as follows: 

● Being a lone parent 
● Family problems (mental health problems of their children) 
● Language challenges 
● The lack of financing  
● The lack of tePNw to move their activity online (common)  
● How to connect offline and online activity  
● Reaching out to their customers, product and network ideas  
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● Online customer service  
● How to sell their works online - legal and marketing issues, costs, payments, provisions, and 

methods of settlement  
● How to build their online portfolio  
● How to qualify to trade fairs, festivals, online exhibitions, auction houses, or galleries  
● How to be unique  
● How to value their works  
● How to define their niche 

 
The graphs below summarise the response from the focus group questionnaire, which aimed to 
provide further information about the participants’ competences. The first graph highlights the results 
when participants ranked the skills from least to most important, the second shows their ability based 
upon the following criteria: 

I cannot do it 
I would need a lot of help doing it 
I might be able to do it with help 
I could do it with help 
I might be able to do it alone 
I would definitely be able to do it alone 
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THE NETHERLANDS 

In the Netherlands, there were some difficulties in scheduling a focus group as finding a date in which 
each participant was available was challenging. It was decided, therefore, to conduct separate 
individual interviews with each participant. 
 

Participant No 
How many years 
they have ran 
their business for 

Description of their 
business 

Links and 
additional 
information 

1  22 years 
An adult drawing and 
painting teacher as well as 
an independent artist 

https://www.bonnie
severien.com 

2 
25 years but full 
time since 2006 

An independent artist 
(painter) 

https://www.janetti
mmerije.nl 

3 Since 2012 

A visual artist working 
mainly with textiles and 
photography. She also has 
an online shop where she 
sells knitting patterns 

www.joyceoverheu
l.com  
 
https://www.muse
umdefundatie.nl/e
n/joyce-overheul/ 

4 22 years 
An abstract painter and also 
a graphic and web designer 

https://www.marjav
anputten.nl  

5 20 years 
Stage design, interior design 
and concept design 

 

6 Since 2003 Painter and art educator  

7 
About 10 years. She 
began studying fine 
art at 18. 

Ceramic maker and 
performer.  She performs 
reading using her ceramics. 
She has an instagram 
community whereby she 
performs her work 

 

8 

 
Studied 
Architecture in 
2011 and has 
worked as an artist 
for 6 years  
 

Artists using mixed 
elements, focusing on 
conceptual art 

https://marikohori.s
pace/ 
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The main barriers regarding virtualisation in the Netherlands were identified as being lack of funding 
and time. Training on social media content and effectively harnessing social media was identified as a 
common need for Dutch female artists.  
 
When asked to rate the importance of the soft skills, the participants of the focus groups viewed 
proactivity, enterprise, resilience and communication as being most important.  In terms of their 
ability, all of the participants ranked enterprise and connectivity as 3 or lower meaning that these are 
competences that they would like to improve upon. 
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Regarding the hard skills, 100% of participants ranked information and data literacy as a ‘4’ meaning 
that it is regarded as very important. Safety was also viewed as very important, with 50% of 
respondents rating this a 5. 
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As for their ability, 37.5% of participants ranked digital content creation as a 0. This reflects the 
conversations had amongst participants as many of them expressed an interest in training regarding 
social media and content creation.  
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ITALY  
 
Similarly to the Netherlands, Italy also faced difficulties in conducting focus groups due to scheduling 
problems. Rather than conduct one focus group, they decided to conduct five separate interviews. 
Below is an overview of the participants profile: 
 

Participant 
How many years they 
have ran their business 
for 

Description of their business 

1 4 
Urban sketching, production of prints, 
posters, postcards, tote bags with pictures 

2 6 Photography  

3 10 Singer 

4 15 Singer, actress 

5  10  Painter, digital artist 

 
In Italy, the main challenges faced were: 

● An unstable income or financial difficulties 
● Bureaucratic and taxation issues 
● The impact of Covid-19 
● A lack of technical and logistical knowledge regarding virtualisation. For example, 

understanding technical equipment. 
 
In regards to their view of the soft skills, communication was considered the most important skill with 
all the participants rating this a 5- most important. Conversely, storytelling was considered the least 
important soft skill. In terms of hard skills, creation of digital content was rated as most important by 
all of the participants and the least important hard skills were considered to be security and problem 
solving.  
 
Regarding the participants ability to use the soft skills, participants were most confident with curiosity 
. Every participant ranked this as a 5- ‘I would definitely be able to do this alone.’ Participants lacked 
confidence in proactivity, communication, storytelling, self-efficacy and resilience. Each of the latter 
soft skills were ranked between 0 and 2.  
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On the other hand,  participants were most confident with the hard skill problem solving. They lacked 
confidence in digital content creation, communication and collaboration and information and data 
literacy. The latter scored between 0 and 2.  
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Conclusion 
 
 
Across the consortium, collected 65 surveys and 22 artists participated in focus groups. The research 
carried out by the partnership in the DigiKommune project has highlighted the need for training and 
tackling gaps in each partner country. It has also shed light on the barriers experienced by female 
artists and creatives in the United Kingdom, Italy, the Netherlands and Poland. Overall, representatives 
of the target group involved in this research specified a range of soft skills and hard skills as important. 
The most important skills include: 

● communication 
● safety 
● problem solving 
● information and data literacy  
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● collaboration 
● communication and cooperation 
● self-efficacy 
● proactivity 
● agility 
● digital content creation 

 
It is suggested that these skills are focused on in the training. The research also provides an idea for 
the partners on which soft and hard skills female artists and creatives may find most difficult, these 
should be particularly focused on in the training. 
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PARTNERS 
  
                                     
 
 
 
 

 
 

 
 
 
 

 
 
 

 
 
 

 
 

 
 

 
 
 

 
 
 

 
 
 
 
 
 
 
 
 
 
 
 

CESIE (Italy) 
http://www.cesie.org 
 

Inova Aspire BV (Netherlands) 
http://www.inovaspire.com 
 
 

COORDINATOR 
 
Inova Consultancy (UK)  
http://www.inovaconsult.com 
 
 
 

Fundacja ARTeria  (Poland) 
http://fundacja-arteria.org/ 
 

L’Albero Associazione Culturale  (Italy) 
http://www.lalbero.org/ 
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