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Ministers’ joint statement
We would like to congratulate the Digital Content Industry for its initiative and commitment in 
completing the Action Agenda report, and express our appreciation for its work in producing this 
strategic development plan.

Industry commitment is a key theme of any action agenda. It is the Digital Content Industry itself 
that can deliver on the potential of a sector that is growing exponentially and transforming the 
way we live and work. In fostering leadership and drive from within, action agendas have become 
a key element of the Australian Government’s industry strategy.

The Digital Content Industry Action Agenda contains significant commitments by the industry to 
realise its future growth. New digital platforms and services are emerging and the rapid consumer 
adoption of broadband, 3G mobiles, digital television and radio provide exciting industry 
development opportunities. 

The industry’s commitment to take action itself provides a good platform for the Australian 
Government to develop a broader Digital Content Strategy. The ultimate aim is to generate 
the growth of an Australian Digital Content Industry that will provide opportunities across the 
entertainment, health and education sectors and deliver the world excellent Australian products 
and services. 

This national objective was acknowledged at the recent meeting of the Online and 
Communications Council, where Australian, state and territory governments agreed to assist with 
implementing the Action Agenda.

We look forward to working closely with the industry through the implementation phase of the 
Action Agenda.

The Hon Ian Macfarlane MP Senator the Hon Helen Coonan

Minister for Industry, Tourism and Resources Minister for Communications,  
 Information Technology and the Arts
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Chair’s Statement 
The Digital Content Industry in Australia is at a critical phase in its development. 

While it is the fastest growing sector globally, its rate of growth here is outpaced by other 
countries. The Action Agenda was initiated to identify opportunities for and threats to its growth, 
and devise strategies to take our industry forward and make it a major contributor to  
the Australian economy.

I would like to thank the members of the Strategic Industry Leaders Group and its committees 
for their hard work in progressing the Action Agenda, and to acknowledge industry members who 
contributed their views throughout the process.

The Action Agenda is now ready for implementation. I encourage all industry members to work 
together to achieve our shared goals and vision.

Tom Kennedy

Chair 
Strategic Industry Leaders Group 
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The Digital Content Industry spans, on the 
one hand, the applications and services 
components of the Information and 
Communications Technology (ICT) industry 
and, on the other, the traditional film, 
entertainment and cultural industries, with 
key areas of both overlapping. Important 
digital content activity also occurs within 
other industries—particularly service 
industries such as health, education and 
architecture. The Digital Content Industry 
also overlaps with broader cultural and 
creative industries that recognise digital 
content as an important cultural resource 
that can be made accessible to all 
Australians, particularly in regional and 
remote areas. 

Australia’s Digital Content Industry spans a 
number of diverse sub-sectors, which can 
be grouped into three main areas—core 
production (41 per cent), embedded 
production (51 per cent) and distribution  
(9 per cent). 

• Core production involves the creation of 
digital content by firms and individuals in 
the creative industries.

• Embedded production involves the 
creation of digital content, using creative 
skills, within the wider professional 
service industries—such as the creation 
of online resources by an educational 
institution.

• Distribution involves digital content 
activity where value is added by 
circulating, transmitting or exhibiting 
digital content.

The Digital Content Industry encompasses:

• the production and marketing of film and 
television programs in the form of digital 
and interactive TV; 

• online games; 

• re-usable electronic education content; 

• the marketing and supply of the holdings 
of museums, galleries and libraries in 
digital form; 

• the Internet-based publishing of music, 
text, films and games; and 

• the development and marketing of 
software, games and online services that 
create digital media and visual effects, or 
help to manage and publish them. 

Mobile delivery and content is becoming 
increasingly important.

The Digital Content Industry is significant, 
both in its own right and because of its 
impact on wider industries. However, it is 
characterised by a plethora of micro firms and 
sectors and there is a need to achieve critical 
mass to maximise its potential impact.

What is the Digital Content 
Industry?
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The production of digital content will 
be one of the major drivers of economic 
competitiveness in the coming decade and 
will make a major contribution to ensuring 
high levels of economic growth, robust export 
capacity and a highly skilled workforce in 
Australia.

The Australian Digital Content Industry 
is estimated to produce output worth 
$21 billion—almost 3.5 per cent of 
Australia’s GDP (compared with the  
United Kingdom and the United States 
of America, where GDP shares are 
conservatively estimated at 5 per cent  
and 7.8 per cent respectively). It employs 
about 300 000 people. 

Globally, the media and entertainment 
sectors are forecast to grow at an  
average annual rate of 7.3 per cent,  
from $1.8 trillion in 2005 to more 
than $2.4 trillion by 2009 (Australian 
Entertainment and Media Outlook  
2005–2009, PriceWaterhouseCoopers).

Many of these sectors are driven by digital 
content already—such as the Internet, 
games, and business information. Recorded 
music and television are moving to the digital 
phase rapidly. In the United Kingdom and 
the United States of America, average annual 
growth rates for the creative industries have 
consistently been more than twice that of the 
economy at large.

The economic multipliers arising from the 
Digital Content Industry are significant, 
being higher than for most other categories 
of economic activity. The development of 
the industry has major implications for 
productivity growth in many other important 
sectors. Digital content and technology 
are becoming important inputs to other 
industries and enablers that help transform 
the way they do business.

Why is the Digital Content Industry 
important?
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Investment

• Initiate an Investment Scoping Forum, to 
bring together industry bodies and firms 
with investors and other investment groups 
to examine the investment issues, and 
to help develop mechanisms to support 
investment, innovation and early stage 
support in the Digital Content Industry.

• In order to grow, the Digital Content 
Industry needs regulatory and investment 
frameworks that operate under 
technologically neutral principles, and 
encourage interoperability, innovation, 
investment and competition.

Exports

• Work towards the establishment of a 
cross-sectoral Australian Digital Content 
Industry market intelligence network to 
build a trade framework and to advance 
firms’ export capacity.

• Define an Australian strategic 
international trade framework for the 
Digital Content Industry, commencing 
with mapping key export opportunities, 
seeking enhanced engagement with 
existing export support schemes and 
focusing on all international digital 
content opportunities, including trade 
shows and other events.

Skills and training

• Achieve greater recognition for, and much 
faster accreditation of, industry-based 
training activity.

• Demonstrate and promote the feasibility 
of successful industry-based training 
models or exemplars to the Digital 
Content Industry, education and 
government for use nationally and to 
support employer involvement.

• Improve linkages between industry, 
education, TAFE, universities, Innovation 
and Business Skills Australia (IBSA) and 
training providers, commencing with a 
roundtable discussion on industry-based 
training models.

Research and development

• Establish mechanisms for industry to 
work with research and development 
(R&D) institutions on priority setting.

• Investigate mechanisms to achieve more 
rapid access by industry to research, for 
example, through embedding researchers 
within industry. 

• In collaboration with industry 
associations, raise awareness and 
increase utilisation of government R&D 
and non-R&D programs that foster 
innovation by digital content firms.

• Progress longer term issues relating 
to intellectual property, statistics and 
standards.

Digital Content Industry Action Agenda 
summary of key recommendations— 
the essential areas
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Recommendation Responsible Timeframe

Skills and training 

Achieve greater recognition for, and much faster 
accreditation of, industry-based training.

Demonstrate and promote the feasibility of successful 
industry-based models or exemplars to the Digital Content 
Industry, education sector and government for use 
nationally and to support employer involvement.

Improve linkages between industry, the education sector, 
TAFE, universities, Innovation and Business Skills Australia 
and training providers.

Industry, education and 
government stakeholders

Within first 6 months of adoption 
of Action Agenda

Pilot schemes established within 
first 6 months of Action Agenda 
implementation phase

Research and development

Establish mechanisms for industry to work with research 
and development (R&D) institutions on priority setting.

Investigate mechanisms to achieve more rapid access by 
industry to research—for example, through embedding 
researchers within industry.

In collaboration with industry associations, raise awareness 
and increase utilisation of government R&D programs by 
digital content firms.

Industry and R&D 
stakeholders

Partnerships 

Industry will work to establish greater liaison and 
cooperation between Digital Content Industry bodies, 
especially industry associations, in order to produce a 
unified approach and industry voice on top-level issues.

Industry Interim arrangements need 
to be established within first 
6 months of Action Agenda 
implementation phase
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Longer term recommendations
The Digital Content Industry also identified a number of longer term recommendations that  
underpin the more urgent priorities for strengthening the industry. 

Recommendation Responsible Timeframe

Intellectual property

Identify and develop ways for strengthening protection of 
intellectual property, particularly by incorporating skills 
in identifying, managing and commercialising intellectual 
property into training frameworks.

Engage with work on alternative approaches to intellectual 
property licensing, such as Creative Commons. 

Develop improved access to government intellectual 
property for commercial exploitation by digital content firms 
to encourage innovation.

Industry, education and 
government stakeholders

Statistics and standards

Continue assessing existing industry statistical frameworks 
to improve measurement of the digital content area (e.g. 
size, growth, employment, investment profile, export 
performance and production of outputs—such as visual 
effects, television commercials—including related data on 
uptake of relevant devices).

Explore opportunities to generate research data to reduce 
the current high risk profile for investment in digital  
content activity.

Identify opportunities for industry surveys across the sub-
sectors on a regular basis to identify benchmarks for people 
employed, roles and current gaps/projected growth areas, 
with follow-up surveys to assess changes and requirements 
over time.

Identify strategically important industry standards in key 
areas and encourage wide dissemination—e.g. in the 
broadcast and wireless industry.

Support industry involvement and collaboration in 
the formulation of next generation standards and the 
development of consensus on them.

Industry and statistics 
stakeholders
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