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Appendices 

Appendix 1: SWOT analysis 
One way of formalising the situation is to distil everything we’ve learnt into a SWOT analysis. 

Strengths 

An ambitious and energetic sector 

A wide variety of disciplines  
within the cluster 

World-class exemplars within  
the cluster in different disciplines 

A cluster that is prepared to commit,  
and do their part 

 

Weaknesses 

Disconnect between government, agencies  
and the creative and cultural industries 

A government that doesn’t ‘get it’  

Overbearing control by government  
[by people who don’t get it]  

A lack of trust or confidence in the  
government and its agencies 

A poor business environment  
[legal and fiscal regime] 

The complicated, confused and  
inefficient agency and support system 

A lack of leadership and planning in the agencies 

Underfunding  

A lack of knowledge, expertise  
and experience  

A non-level playing field  

Opportunities 

Putting the government / agency issues right 

The creation of a single, coherent and strategically  
smart support agency with strong leadership  

and significant practitioner influence 

Creating new and strong sector leadership 

Reconfiguring the legal and fiscal regime 

Transferring the knowledge of the  
world-class exemplars to new generations 

Harnessing regeneration to create co-location spaces 

Creating closer links between the creative and cultural 
industries and other sectors, including the visitor economy 

Future proofing future generations by creating  
a significant educational emphasis on the creative and 

cultural disciplines  

Focussing on practical gains 

Threats 

More of the ‘same old, same old’ from government:  
a lack of action and resolve fritters away the energy 

currently manifested in the cluster 

Action that is compromised [by, for example,  
low bars being set and under-skilled  

delivery vehicles] 

Continued nepotism, bias and uneven surfaces 
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Appendix 2: Calculating GVA and GDP 
There are a number of ways to calculate GVA and GDP. For the basis of this report, we’ve 
used one of the simplest. 

GVA is the grand total of all revenues, from final sales and [net] subsidies, which are 
incomes into businesses. Those incomes are then used to cover expenses [wages & salaries, 
dividends], savings [profits, depreciation], and [indirect] taxes. 

Wikipedia - https://en.wikipedia.org/wiki/Gross_value_added 

GDP is then defined as - 

GVA plus taxes on products, minus subsidies on products.  

Wikipedia - https://en.wikipedia.org/wiki/Gross_value_added 

 

We have not been able to confirm what tax revenues from the creative and cultural 
industries accrue to the Barbados Government, but we are aware that subsidies on 
products amount, at most, to negligible amounts. Therefore we think it reasonable to 
estimate that taxes [from CI businesses] and subsidies balance. In this way if there is an error 
it is highly likely to reduce rather than inflate estimates of GDP. We are erring on the side of 
caution. 

Accepting this means that for the purposes of this report GVA can stand for GDP. 

Appendix 3: Calculating Local Economic 
Impact  
Local Economic Impact is related to both GVA and GDP, but instead of creating large-scale 
national numbers, focuses instead on assessing the impact of businesses and jobs at more local 
‘on the street’ levels. 

In very simple terms it deals with how people in employment, walking around with money in their 
pockets, affect the economy. For many decades in the UK it’s been a rule of thumb that in 
creative industry quarters, two creative jobs would create a third in an ancillary or support sector. 
So two employed film workers, for example, would create a further opening in a café, or shop, 
or a law firm. 

In the late 90s this was formalised in the UK. Local Economic Impact would be calculated as the 
sum total of wages / salaries in the particular area and sector in question, multiplied by an 
established ‘factor’ or ‘multiplier’ specific to each industrial sector. The multiplier for the creative 
industries was set at 1.5 – confirming the earlier ‘rule of thumb’. 

The writers of this report regard that, in many ways, Local Economic Impact is more relevant to 
the citizen. While GVA and GDP are so huge, and so opaque in their calculation as to be almost 
meaningless, people in jobs, walking around with money to spend and so creating more job 
opportunities and greater overall wellbeing for an area is something people can more readily 
understand – and feel the benefits of. 

Perhaps the best analogy [though it might only work for the UK-born co-author of this report] is 
that it’s the difference between the national weather forecast telling him how things are, and 
the sun [or lack of] on his face when he steps outside. 

For the Barbados calculation, we took the estimated GVA, and then estimated the proportion of 
that going on wages and salaries. There are precedents for that latter number – the UK generally 
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calculates it at 40% for the creative industries. However to better reflect local conditions where 
more businesses are working at relatively lower turnovers [therefore more people seeking to 
‘earn a living’ than looking to build profit], we estimated the proportion of aggregated turnover 
going on wages and salaries at 55%. 

Appendix 4: Project Brief and 
Methodology 
Understanding of the Consultancy 

The Scope of Work is to provide consultancy services for the mapping of the cultural 
industries in Barbados.  According to the Ministry’s Request for Proposals, the overarching 
goal is to “create a methodology for the progressive capture of data on the cultural, 
creative and experience industries in Barbados, ultimately leading to a greater 
understanding of [their] economic and social impacts, and [their] quantifiable importance 
to Barbados.”  Outcomes are expected to lead to increased sectoral visibility, an 
enhanced understanding of the needs of cultural practitioners, positioning of the sector as 
a sustainable platform for economic development and, ultimately, identification of 
Barbados’ core cultural Industries, including with respect to production, distribution, 
exhibition, and export of cultural goods and services, as well as the leveraging of 
associated returns on intellectual property. 

Based on this understanding, specific objectives are to: (A) define what is meant by the 
cultural industries and delineate the generic parameters of the sector as informed by 
regional and global best practice; (B) build a comprehensive picture of the specific 
makeup of Barbados’ cultural industries by identifying the subsectors, businesses, individual 
practitioners and organisations operating within the sector; (C) generate a SWOT analysis of 
Barbados’ cultural industries; (D) identify key ways in which Government might best support 
the ongoing development of the sector; (E) develop a preliminary framework and 
recommendations for cultural industries’ cluster development; (F) recommend quick wins to 
enhance the sector’s development potential, including with respect to the generation of 
foreign exchange and jobs; (G) provide a summary report of all findings, including final 
recommendations; and (H) reposition the creative sector using, among other initiatives, a 
National Symposium to validate and promote project findings and key recommendations, 
and get stakeholders excited about their roles in the sector’s ongoing development. 

The following activities and their associated deliverables represent our understanding of the 
Scope of Work and main duties as they relate to the above. 

Activity 1:  Benchmarking 

• This examination of the cultural industries, including comparative benchmarking of best-
in-class approaches in appropriate jurisdictions, will: 

A. Define what is meant by the cultural industries and delineate the generic parameters of 
the sector based on regional and global best practice 

Activity 2:  Current State Assessment 

• This review of the cultural industries in Barbados will: 
B. Build a comprehensive picture and database of the specific makeup of Barbados’ 

cultural industries by identifying and capturing the subsectors, businesses, individual 
practitioners and organisations operating within the wider sector, including with respect 
to: 

! Employment 
! Turnover for the overall sector and its various sub-sectors 
! Foreign exchange generation, where possible and appropriate 



Creative Truth to Power: Appendices  31st August 2017 

Mapping of Barbados's Creative and Cultural Industries  4 

! Key markets and consumers: national, regional, global 

Activity 3:  Gap Analysis 

• This analysis of the knowledge, skills, organisational, resource and/ systems gaps related 
to Barbados’ cultural industries, will: 

C. Generate a SWOT analysis of Barbados’ cultural industries, including with respect to: 
! Current realities, aspirations and ambitions 
! Real and perceived opportunities and barriers to growth 

Activity 4:  Policy, Legislative and/ Regulatory Framework Review 

• This review of the policy, legislative and/ regulatory framework for the cultural industries 
in Barbados, intended to identify weaknesses in the areas under assessment to ensure 
consistency of policies, laws and regulations related to successful project delivery, will: 

D. Identify key ways in which Government might best support the ongoing development of 
the sector, including with respect to: 

a. Unmet or poorly addressed sectoral needs 
b. Specific actions required by Government to bridge key gaps 
c. Improved Government decision-making, policy formulation and development 

strategies for the sector 
d. On-going methodologies to measure sectoral growth and development 

Activity 5:  Cluster Development 

• This creation of an appropriate framework for development of cultural industries’ clusters 
in Barbados is intended to uncover the most effective, practical and realistic approach 
based on the country’s unique positioning and the sector’s evolution, and will: 

E. Provide guidance with respect to development of a preliminary framework and 
recommendations for cultural industries cluster development unique to Barbados, 
including 

a. Identification of existing and/ new organisations that might have a role to play in 
successful cluster development 

Activity 6:  Quick Wins 

• This identification of quick wins for the cultural industries in Barbados will: 
F. Recommend potential low-hanging fruit that might enhance the sector’s development 

potential, including with respect to the generation of foreign exchange and jobs 

Activity 7:  Reporting 

• This final reporting exercise, including benchmarking, current state assessment, gap 
analysis, policy review, cluster development recommendations, and quick wins, will: 

G. Provide a summary report of all findings and final recommendations vis-à-vis mapping of 
the cultural industries in Barbados 

Activity 8:  Awareness Building & Promotion 

• This positive positioning of the creative sector to achieve greater visibility and 
awareness and a deeper appreciation of the sector’s role economically, culturally, 
and socially, will: 

H. Begin the process of repositioning the creative sector using a National Symposium to 
validate and promote project findings and key recommendations to creative 
companies and practitioners, organisations, civil servants, representatives of statutory 
agencies, the private sector, potential investors, and civil society, gaining their active 
engagement in agreeing and executing appropriate next steps 
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Methodology and Work Plan 

The assignment, which will be divided into eight key activities and eight deliverables as 
detailed in the section of this proposal titled Understanding of the Consultancy, will utilise 
the following key methodologies: 

Activity 1:  Benchmarking 

• Methodology:  Thorough environmental scans of best-in-class cultural industries’ models 

Activity 2:  Current State Assessment 

• Methodology:  Desk research and generalised consultations with cultural industries’ 
actors and organisations, policy makers, members of various social and economic 
sectors, the business community, investors, and members of the political directorate, 
among others, with a view to creating a comprehensive database of all players 
involved in the cultural industries in Barbados 

Activity 3:  Gap Analysis 

• Methodology:  Using quantitative and qualitative data captured from Activities 1 and 2 
as well as the findings from an online survey designed and launched near the start of 
the project, gap analysis of the extent to which Barbados’ current approaches to 
development of the cultural industries are aligned with best practice, as well as with 
practitioner and customer needs and desires 

Activity 4:  Policy, Legislative and Regulatory Framework Review 

• Methodology:  Strategic evaluation of Barbados’ existing policy, legislative, and 
regulatory framework for development of the cultural industries using tiered focus groups 
to drill down on initial findings and suggest new approaches/ideas.  Findings will be 
combined with outputs from Activities 1, 2, and 3 to make recommendations re the 
design of appropriate sectoral clusters 

Activity 5:  Cluster Development 

• Methodology:  Findings from Activity 4 will be combined with outputs from Activities 1, 2, 
and 3 to make recommendations re design of appropriate creative clusters for 
Barbados 

Activity 6:  Quick Wins 

• Methodology:  Outputs from Activities 1-5 will be utilised to suggest quick wins for the 
sector 

Activity 7:  Reporting 

• Methodology:  Outputs from Activities 1-6 will be utilised to generate a Final Project 
Report, including specific recommendations supporting the development of the cultural 
industries in Barbados 

Activity 8:  Awareness Building & Promotion 

• Methodology:  Outputs from Activities 1-7 will be utilised to conduct a National 
Validation Symposium aimed at allowing all key players to take ownership of the findings 
and recommendations as set out in the Final Project Report 
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Appendix 5: Sub sectors: the make-up of 
the creative and cultural cluster by 
discipline [extended text] 
This extended text details the full analysis of the sub-sectors. Though it gives further context to the 
findings identified in the main report, it does simply confirm those findings – so we decided, given 
the length of the main report, not to include it there. However it is included here for the record. 

 

Overall there is activity across a wide spread of creative and cultural sub-sectors. This can be a 
positive because a healthy creative eco-system needs diversity. But no areas dominating can 
also represent a weakness: in this case there’s nothing to ‘hang the Bajan hat on’. 

It was very clear from the input that many – if not all – practitioners work across a number of 
fields. Again, this is hardly surprising: there are no clear boundaries between, say, film and video 
and advertising, or crafts and visual arts – and they often go hand-in-hand. 

What was surprising is just how many areas some practitioners work in. While we asked them to 
limit their answer to three areas [since experience tells us this number tends to encompass the 
bulk of the activity any responder is involved in], many feel the need to indicate more – and in 
some cases, many more. This is, of itself, interesting: clearly they feel the need to do this, and 
perhaps by doing so tell us the sheer variety of areas they’re interested in – or to indicate the 
number of disciplines they have to engage in [for economic reasons, perhaps]. We believe this is 
an important nuance to the work we are doing, as it suggests that at least some of people in the 
creative and cultural industries are becoming jacks of all trades and masters of none.  

This, we believe, needs to be noted by policy makers. Excellence is increasingly the byword in 
the creative and cultural industries, and excellence requires focus, dedication – and resources. 

With this wealth of information, it’s possible to aggregate the areas practitioners work across [for 
example, combining their primary area of activity with their secondary, and so on]; and it’s also 
possible to aggregate closely related areas [so that, for example, the various crafts come under 
one heading]. Our analysis applied both these approaches. Doing these things, certain activities 
emerge as ‘leads’ for the overall creative and cultural sector1.  

Primary Area of activity 

The primary area is what each responder cited as their main focus of activity. This is important for 
that very reason – it’s their principal activity. The results put Music at the head of the ranking, 
closely followed by Fashion and Textiles, Advertising, Writing and Publishing, and Film and Video.  

1 Music 10% 

2 Fashion and Textiles 9% 

3 Advertising 6% 

4 Writing and Publishing 6% 

5 Film and Video 5% 

Primary Area of activity, combined subsectors 

There is another way of making sense of a complicated sector with numerous subsectors, and 
this is to aggregate certain sub-sectors that have very similar overall characteristics, and are 
widely accepted to be closely related and mutually supportive. 

This gives a different complexion to the sector, and is actually more important than the finer 
grained sub-sectors above because it combines activities into more generally recognised areas.  

                                                        
1 What we’re looking at is activity ranking – which may not indicate other things, such as economic impact. 
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The results put Visual Art at the head of the ranking, closely followed by the combined group of 
Film, Video, 360 Media, Computer Games and Software, and Music.  

1 Visual art 13% 

2 Film, Video, 360 Media, Computer Games, Software 11% 

3 Music 10% 

4 Fashion and Textiles 9% 

5 Advertising 6% 

6 Writing and Publishing 6% 

7 Crafts - combined 4% 

Fashion and Textiles drops to fourth, closely followed by Advertising, Writing and Publishing, with 
an aggregated Crafts section making its first appearance.  

The Performing Arts does not factor at the top of this list – even when aggregated. In fact, under 
primary area of activity it is right at the bottom of the table, with just one percent of responders 
identifying it as a primary activity. This is surprising given the undoubted importance of festivals 
such as Crop Over. Having said that, the case might be made that the main players in such 
festivals might be people who regard themselves as, say, musicians, rather than performers. 

Primary and secondary areas of activity, combined subsectors 
Experience has shown that in many other clusters, the primary and secondary areas of activity 
characterise the main focus of a practitioner or business. As a result it’s possible to develop a 
deeper understanding of the creative and cultural sectoral make-up by aggregating these.  

For this reason, the full results are detailed below - 

1 Film, Video, 360 Media, Computer Games, Software 17% 

 Visual art 17% 

3 Advertising 14% 

4 Music 13% 

5 Writing and Publishing 11% 

6 Crafts - combined 9% 

 Fashion and Textiles 9% 

8 Cultural and Creative Education 8% 

 Design 8% 

 Photography  8% 

11 Performing Arts – combined 7% 

12 Radio And TV 4% 

13 Architecture 3% 

14 Heritage 2% 

15 Culinary Arts 1% 

This gives modified primary activity results. While the main ‘leaders’ remain largely in place, there 
are movements: Fashion and Textiles for example drops, and Cultural and Creative Education, 
Design, Photography, and a combined Performing Arts emerge as significant areas. 

Primary to tertiary areas of activity, combined sub-sectors 
In the UK there would be a tendency to take the primary and secondary areas of focus as the 
basis for a ‘true’ reading of the nature of business, and so a ‘rounded’ understanding of the 
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sector as a whole. However that might not hold in an economy such as Barbados, which being 
smaller might make a wider spread of activity necessary. Therefore we chose to look at the first 
to third areas of activity for each responder, to see if variations occur.  

However, too much can be read into this: third strings to most businesses are usually marginally 
important at best, and from our perspective, as much as anything, analysing first to third was to 
make sure we were going to reveal hidden ‘lurkers’ – activities that while below the radar 
nevertheless form an important underscore to the main ones. On the basis of the analysis, there 
are none.  

In fact, much the same pattern as before emerges: the main ‘leaders’ remain largely in place, 
with main movers being the Performing Arts [up] and Fashion and Textiles [down]. 

1 Visual art 35% 

2 Film, Video, 360 Media, Computer Games, Software 24% 

3 Advertising 19% 

4 Music 15% 

5 Crafts - combined 14% 

6 Writing and Publishing 13% 

 Performing Arts – combined 13% 

8 Cultural and Creative Education 12% 

 Fashion and Textiles 12% 

10 Design 11% 

11 Photography 9% 

12 Radio And TV 5% 

13 Heritage 4% 

14 Architecture 3% 

15 Culinary Arts 1% 

 

All areas of activity, combined sub-sectors 
A final way to look at activities is to consider absolutely everything people said they did. We’d 
advise caution here – one respondent cited 26 different activities they engaged in, which would 
either suggest they’re super-human, or that many of these activities would enjoy a degree of 
focus that might not produce huge impact. Looked at another way, this list will have evidence 
of any and every encounter. It’s entirely possible for [for example] a visual artist to cite activity in 
film and video even if it was on just one occasion. The same would be true of a writer who’s 
asked to write advertising copy once every so often, or an artist delivering a single lecture… 

So we can say: of the responders, the following percentages indicate the areas people have 
worked in, and/or interacted with -  

1 Film, Video, 360 Media, Computer Games, Software 53% 

2 Visual art 41% 

3 Writing and Publishing 40% 

4 Performing Arts – combined 33% 

5 Crafts - combined 31% 

6 Music 23% 

7 Cultural and Creative Education 21% 

8 Advertising 20% 
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 Photography 20% 

 Design 20% 

11 Fashion and Textiles 19% 

12 Radio And TV 13% 

13 Heritage 13% 

14 Culinary Arts 7% 

15 Architecture 5% 

 

Very largely, this list reinforces the overall picture painted by the others. 

The list suggests a high level of inter-activity, with people moving from one area to another, 
unafraid to enter many areas that might not be their automatic speciality. And it does reinforce 
the findings of previous tables, with the same ‘leaders’. Some ‘suffer’: there is a steady drop in 
Fashion and Textiles in particular. Conversely, Performing Arts steadily progresses up the table.  

Leading sub-sectors in the Barbados cluster 
From the perspective of ‘practical cluster development’, experience suggests the most 
significant listing – the one that if anything should be used to base strategy, planning and 
initiatives around – is the primary and secondary ranking. For the sake of absolute clarity, we 
reproduce that list here, with groupings indicating clear breaks in size – 

1 Film, Video, 360 Media, Computer Games, Software 

 Visual art 

3 Advertising 

4 Music 

5 Writing and Publishing 

 

6 Crafts - combined 

 Fashion and Textiles 

8 Cultural and Creative Education 

 Design 

 Photography  

11 Performing Arts – combined 

 

12 Radio and TV 

13 Architecture 

14 Heritage 

15 Culinary Arts 

Using this, and while noting that any criteria making the split between ‘lead’ activities for the 
cluster and other will be somewhat arbitrary [or at the behest of the reader], using a cut-off of 
double digit engagement, we could characterise the creative and cultural industries in 
Barbados as being led by 

• Visual art 

• Film, Video, 360 Media, Computer Games, Software 

• Advertising 
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• Music 

• Writing and Publishing 

While care needs to be taken in this regard [for example, by remembering that this is activity 
and not economic impact we’re looking at], we would argue that the tables do indicate where 
funding and focus for support organisations needs to go. 

These areas encompass both cultural activity and more commercial creative endeavour, and 
indicate a healthy overall make-up. It would also suggest where resources should be placed: 
but as has already been noted, this should not preclude an appropriate focus on developing 
nascent or established talent in any area – if practical ways, at the right cost levels, can be 
found. Central to this would be a focus on excellence. 

Other notes - 

• Advertising and Design: it could be argued that these could usefully be combined – or 
that at the very least, an acknowledgement made that this area of the ‘commercial 
creative’ industry is an important driver for economic activity. Certainly it’s likely many 
businesses focused on other areas such as filmmaking, video and photography will derive 
real benefit from the existence of advertising and design activity [one-on-one 
conversations have tended to lend support to this conjecture] 

• Photography: in many ways, it’s hardly surprising that photography is a small category. 
Barbados is a small island, and there’s limited scope for a photographic career [though 
endless scope for photographs!]. But photography will play a vital role in many other 
areas, such as advertising, fashion, filmmaking and music, and so cannot and should not 
be ignored 

• Cultural and Creative Education: it’s a long, valuable and venerable tradition for creative 
practitioners – often but not always on the cultural side of the overall sector – to support 
their own creative activity through teaching. We found considerable evidence that this 
very important component in the overall mix [not just of the creative and cultural 
industries, but for the nation as a whole] is far more vibrant than many would realise, with 
huge amounts of work going on outside the formal education sector.  

• Fashion and Textiles: what appears on the surface to be a significant part of the mix 
actually appears to be a relatively small portion of the overall ‘activity pie’. This should not 
however [for this or any other area] preclude consideration as an area capable of 
significant development: there may be exemplary talent and/or businesses in this area, 
and businesses warranting support and development 

• The Radio and TV anomaly: there appears to be an anomaly in regard to the highly 
placed Film, Video and 360 Media and Radio and TV, which occurs low down the list. It is 
likely most if not all activity related to Radio and TV will in one form or another trace back 
to the Caribbean Broadcasting Corporation, which operates the only legal channel on 
the island. That work is not flowing through to the country’s producers seems strange – and 
on an island as small as Barbados, very strange indeed. Therefore there appears to be a 
real opportunity, with small companies being commissioned to create and produce high 
quality content for the channel. 

 

Appendix 6: Benchmarking, Current State 
and Gap Analysis 
Attached as separate document. 
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Appendix 7: Policy Review, Cluster 
Development and Quick Wins 
Attached as separate document. 
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