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Abstract

In November 2016, the “Thirteenth Five-Year Plan for the Development of
National Strategic Emerging Industries” issued by the State Council added
digital creative industries. It was the first time that digital creative industries
were included in the national strategic emerging industries, which means the
development of digital creative industries entered a new stage. The rapid de-
velopment of the digital economy has affected and impacted the cultural and
creative industries. This article explains the connotation and characteristics of
the cultural and creative industries in the digital economy era, and analyzes
the development path of the cultural and creative industries. The cultural and
creative industries in the digital economy era is based on the cultural indus-
try, combined with digital technology, with the creative knowledge of indi-
viduals or enterprises as the core, the production creation process and results
have added value of the cultural industry; the cultural and creative industries
in the digital economy era is innovative, economic and networking. After a
brief analysis of the current problems in the cultural and creative industries,
this article proposes to strengthen the intellectual property protection of the
cultural and creative industries, improve the cultural and creative industries
talent training system, improve the cultural and creative industries policies
and management mechanisms, gain a foot on the global cultural and creative
market, and open minds to develop cultural and creative industries.
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1. Introduction

In the report of the 19" National Congress of the Communist Party of my coun-
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try, Comrade Xi Jinping emphasized that socialism with Chinese characteristics
has entered a new era, and the main contradiction in our society has been trans-
formed into the contradiction between the people’s increasing needs for a better
life and the unbalanced and inadequate development. Especially after entering
the digital economy era, the rapid development of digital technology has brought
new developments and new changes to the cultural and creative industries, in-
cluding new products, new industries and new models. Therefore, the contradic-
tion between the people’s growing needs for a good life and the unbalancing and
insufficient developments is particularly evident in the field of cultural and crea-
tive industries. Deeply understanding and grasping the connotation of cultural
and creative industries in the era of digital economy, clarifying the characteris-
tics and development problems of cultural and creative industries in the era of
digital economy, clarifying the future development path of cultural and creative
industries, and promoting the development of cultural and creative industries
can better meet the people’s growing need for a better life.

The definition of digital economy is a series of economic activities that use
digitized knowledge and information as key production factors, modern infor-
mation networks as important carriers, and effective use of information and
communication technologies as an important driving force for efficiency im-
provement and economic structure optimization. We are already in the era of
the digital economy, and we treat the digital economy as the engine driving
economic growth. According to a report released by the China Business Re-
search Institute, China’s total digital economy reached 31.3 trillion yuan in 2018,
34.8% of GDP, which is becoming the core and key force of China’s national
economic development. There are two characteristics of digital economy; one is
that it applies digital technology to promote the upgrading and transformation
of traditional industries by generating new economic forms; the other is that the
information, knowledge, digital content, digital products, etc. contained in the
digital can be used as important productive factors to accelerate the reorganiza-
tion of resources, to enhance the ability of industrial innovation and creativity
and to increase total factor productivity so as to promote economic growth.

China has formulated a series of policies to promote the development of the
digital economy, which means the digital economy is of great significance to the
national development strategy. In 2005, “Several Opinions of the State Council
on Accelerating the Development of E-commerce” marked that the digital econ-
omy represented by e-commerce had become an important part of the national
strategy; the “G20 Digital Economy Development and Cooperation Initiative”
adopted in September 2016 proposed some consensus, principles and key areas
for the digital economic development and cooperation; in November 2016, the
“Thirteenth Five-Year Plan for National Strategic Emerging Industries Develop-
ment” issued by the State Council newly added a digital creative industry into the
national strategy, which was listed as the five new pillars with the new generation

of information technology, biology, and advanced manufacturing, low-carbon in-
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dustries; the “Thirteenth Five-Year Plan for National Strategic Emerging Indus-
tries Development” also pointed out that “digital technology is deeply integrated
with cultural creativity and design services; the digital creative industry has
gradually become an intelligence-intensive industry that promoting high-quality
products and services, and the digital economy as an effective supply of is
emerging”. The rapid development of the digital economy has also affected and
impacted the cultural and creative industries. The rapid popularization of the
network platform has extended and expanded the cultural and creative indus-
tries chain. Taking the sports industry as an example, the network platform pro-
vides a platform for live broadcasting and watching sports events. It allows users
to participate in sports events anytime, anywhere. In addition, the network plat-
form also makes it easier for users to purchase and redeem prizes through the
online purchase of sports lotteries. Taking the publishing industry as an exam-
ple, the digital economy era has brought digital reading methods, users can read
anytime, anywhere through mobile phones, tablets, etc., and the price is even
cheaper.

The rapid development of digital technology has brought new development
and new changes to the cultural and creative industries, including new products,
new industries and new models, which have changed the connotation and exten-
sion of the cultural and creative industries. Therefore, it is necessary to pay at-
tention to such impacts. This article will analyze the connotation of cultural and
creative industries in the era of digital economy, discuss the characteristics of
cultural and creative industries in the era of digital economy, and try to build a

development path for cultural and creative industries.

2. Analysis of the Connotation of Cultural and Creative
Industries in the Era of Digital Economy

Accurate understanding of the connotation and extension of cultural and crea-
tive industries is the prerequisite of constructing the development path of cul-
tural and creative industries. Similar to the concept of cultural and creative in-
dustries, there are cultural industries, creative industries, and creative econo-
mies. Even in the field of theoretical research, there is no unified title or defini-
tion for cultural and creative industries in the existing research literature. The
definition of the cultural and creative industries originated from the “Creative
Industry Path Document 1998” issued by the British government in 1998. It be-
lieves that creative industries are “those skills and talents derived from personal
creativity that can be developed and used through intellectual property, which
are a collection of industries that can fully exploit the potential for wealth crea-
tion and increase employment opportunities”, including advertising, architec-
ture, art and antique markets, handicrafts, design, fashion design and audiovis-
ual, interactive leisure software, music, performing arts, publishing, software and
Computer services and television broadcasting industries. The US and Canadian

government’s definition of cultural and creative industries puts more emphasis
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on the intellectual property rights and copyrights of cultural services and related
industries; the EU emphasizes on products and services related to the results of
cultural and creative activities. Although these definitions are not the same, they
all emphasize creative activities in the production and dissemination of cultural
products.

In the era of the digital economy, in addition to the integration of “creative
knowledge” in the production and dissemination of cultural products, cultural
and creative industries have begun to merge with digital technologies, which has
led to changes in the industrial form. On the basis of traditional industries, the
scope of industry has been expanded and new development space has been
opened. Reconsolidate the cultural spirit with the help of digital means. Today,
applying natural language processing technology only requires the help of an or-
dinary computer, which can automatically segment words in an ancient ver-
nacular work such as A Dream of Red Mansions in a few minutes. This system-
atic and quantitative analysis method not only has high efficiency, but also finds
omissions in previous studies, and integrates different works for cross analysis to
extract a more complete cultural system. Reintegrate representative cultural ele-
ments with the help of digital technology. Using 3D scanning, image recogni-
tion, web crawler and other technologies, we can build our own cultural materi-
als for specific years, specific regions, and specific cultures from sources such as
physical objects, pictures, and texts, and then extract representative cultural ele-
ment libraries to maintain cultural characteristics. At the same time, it promotes
the development of cultural integration and integration, and creates more cul-
tural products that are in line with the characteristics of the times and unique,
using digital technology as a carrier to further expand the “value-added econ-
omy” of cultural products. In recent years, a series of programs reflecting Chi-
nese culture have been highly sought after, and their influence has expanded to
overseas regions. With the rise of these works, the peripheral products and ac-
tivities formed with these works as the center also followed into a vigorous de-
velopment period, forming a large market wave. Some Chinese original online
literary works have been well received by consumer groups through adaptations
of online dramas, adaptations of movies, and development of offline surround-
ings. The promotion of cultural products in the era of digital economy some-
times has the characteristic of marginal cost tending to zero. Re-innovate the
business model of supporting the cultural industry with information technology.
In the field of cultural and creative product design, some service providers have
not yet reached the stage of precise identification, personalized service and dif-
ferentiated supply in terms of satisfying the user’s characteristic and differenti-
ated needs. New technologies bring about potential business model changes. It is
necessary to make full use of information technology to promote the formation
of a platform model that matches the development trend of the digital economy,
develop new economies, cultivate new kinetic energy, and cultivate high-quality

cultural and creative industries in the new era. Therefore, we must fully under-
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stand the connotation of cultural and creative industries in the era of digital
economy.

The cultural and creative industries in the era of digital economy are also
called digital content industries and digital creative industries, which is consid-
ered from the perspective of the extension of cultural and creative industries.
UNESCO’s definition of a cultural and creative industries emphasizes the com-
bination of the creative activity high technology. Zhou and Xia (2007) believes
that the digital creative industry is an industrial form of the cultural creative in-
dustry, which is “based on cultural resources, using modern digital technology,
network technology, modern communication technology and mass spreading
technology, mainly including activities that relying on people’s creativity and
skills as motivation to create, disseminate and trade through digital and net-
worked production methods, it also includes activities that use cultural creativity
and new technologies to improve traditional culture industry value-added”.
Wang and Zhang (2018) defined the cultural and creative industries in the digi-
tal economy era as “an industry that based on creative resources, using modern
digital technology, network technology, mass communication technology, and
the cultural value is created and spread through digital and networked produc-
tion methods by creativity-driven enterprises”. Sun et al. (2019) defined it as “a
newly industrial collection that is based on digital creative technology equipment
and innovative design, taking cultural creativity, content creation, and copyright
utilization as the core development direction, empowering peripheral indus-
tries”. In summary, the cultural and creative industries in the digital economy
era are based on the cultural industries and cultural resources, combined with
modern digital technology, based on the core of individuals or enterprises, have
added value in the process and result of creation.

This article believes that, to grasp the connotation of the cultural and creative
industries in the digital economy era, we should pay attention to these aspects:
First, digital. The core of the cultural and creative industries in the digital economy
era is digitality. The changes brought by digital technology have changed the
original industrial form of the cultural industry, restructured the productive, and
disseminative processes of the cultural industry, and the creative value has been
further highlighted. The creativity here is not only those related to the content of
the cultural industry, but an important link in digitalized life services and
manufacturing, its connotation and extension have changed accordingly. Sec-
ond, cultural. Although digitality and creativity are the core of the cultural and
creative industries in the era of digital economy, their essence is still culture. If
there is no culture, there’s no cultural and creative industries. The cultural and
creative industries in the digital economy era bear cultural responsibilities and
cultural missions, are an integral part of cultural construction and cultural ser-
vices, and should grasp the changing trends from the height of the digital
economy and promote the development of cultural and creative industries.

Third, dynamic. The advent of the digital economy era means digital technology
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innovation, which is in a state of continuous development and exploration.
Therefore, we should continue to explore the connotation of the cultural and

creative industries with open and dynamic mind.

3. The Main Characteristics of Cultural and Creative
Industries in the Era of Digital Economy

Caves (2002) summarized the characteristics of the cultural and creative indus-
tries into seven, including the uncertainty of demand for creative products. Jin
(2006) believes that cultural and creative industries have multi-level, dynamic
and personalized industrial characteristics. The cultural and creative industries
in the era of digital economy has more new features: Lan and Dou (2019) believe
that the digital cultural industry has the characteristics of productive digitiza-
tion, disseminative network, and consumptive informationization; Zhang (2019)
summarized the characteristics as the networking industrial organizations and
the ecological and opening productive process. By reviewing the previous litera-
ture on the industrial characteristics of cultural and creative industries in the era
of digital economy, this article summarizes the characteristics of cultural and
creative industries in the era of digital economy as innovative, economical, and
networked.

1) Innovation

The cultural and creative industries is based on cultural resources, forming a
variety of products or services through processing personal knowledge and ideas
through digital technology and ultimately. Among them, innovation is the core
of the cultural and creative industries, and the value of the industry can be
maximized through behaviors such as discovery, creation, and innovation. Al-
though cultural creative products or services must rely on specific cultural re-
sources, including cultural resources such as the historical traditions and geo-
graphical characteristics of specific regions, if there are no mental workers such
as designers, planners, or artists using technologies or tools to integrate and dis-
play them in a unique form. It is impossible to form a variety of cultural and
creative products or services, and it is impossible to form a cultural and creative
industries. Creative workers excavate and organize historical and cultural con-
tent (folk culture, historical legends, tourism resources and other traditional
cultural materials) of a specific country or region through creative mind, and use
certain technical means to re-create these materials to produce cultural creative
products or services which are in line with the times value. For example, the
animation “Luo Xiaohei ZHANJI” combines computer design technology and
ancient Chinese myths and characters to form a new cartoon that conforms to
contemporary values. The novel “Pretender” is based on the multi-faced under-
cover Yuan Shu in the history, created a figure who spied in several parties for
the ultimate victory of our party, the story was finally made into a TV series
which was very popular. Guangzhou Red Brick Factory Creative Park, Shanghai
M50 Creative Park, Beijing 798 Art District and other special cultural creative
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parks have all transformed historical buildings into an artistic park (see Figure 1
and Figure 2). These parks have formed artistic value and tourism value. There-
fore, it can be seen that one of the core characteristics of the cultural and creative
industry is its innovation.

2) Economic

Economic growth has always been an important topic in economic research.
Among them, endogenous growth theory emphasizes that technological progress is
endogenous, and capital accumulation and innovation are important forces that
promote technological progress and economic growth. Among the endogenous
growth theory, Schumpeter’s growth theory “emphasizes the prominent role of in-

novation, R&D and knowledge accumulation in promoting technological progress

==

Figure 2. Beijing 798 art district.
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and economic growth, so it is also called R&D-based growth theory and knowl-
edge-based growth theory, innovation-based growth theory and thought-based
growth theory” (Yan & Gong, 2009). Whether cultural creativity is considered to
be knowledge innovation, technological innovation themselves, or the systems
and concepts contained in cultural creativity, cultural creativity can be under-
stood as an endogenous factor of economic growth according to endogenous
growth theory.

The cultural and creative industries depend on the input of cultural resources,
and knowledgeable creativity. Once invested and accepted by the market, the
marginal cost decreases and the marginal income increases. Therefore, the scale
of the cultural and creative industries can bring higher economic benefits. Sec-
ond, the core of the cultural and creative industries is creative innovation. Indi-
viduals can obtain higher economic returns through this industry, thereby at-
tracting more people in the society to engage in knowledgeable and intellectual
activities in the cultural and creative industries, promoting the accumulation of
social innovation and promoting the accumulation of social human capital, in
turn, bringing about the scale effect of the cultural and creative industries and
generating higher returns. In addition, digital technology, as an advanced tech-
nology born through knowledge accumulation, R&D and innovation, can also be
regarded as an endogenous factor of economic growth and a new engine of eco-
nomic growth. On the basis of the cultural and creative industries, using digital
technology associated with other industries can produce various cultural and crea-
tive products, such as e-books, games, video, etc., which can change the original
industrial form of the cultural into an industry that have better scale effects and
bring higher marginal benefits to the cultural and creative industries. In summary,
it can be considered that the cultural and creative industries in the digital economy
era have higher economic returns and obvious economic characteristics.

3) Networking

John Earry believes that there are three types of relationship structures: chain
type, central type and network type. Among them, the chain type is mainly
spread out in a linear manner, the central type is spread out through one or
more centres, and network type spreads information in all directions simulta-
neously in the network. The way of information transmission in the industrial
era is usually unidirectional and centralized, so that the industrial organization
relationship can only be chain type or central type, and the industrial organiza-
tion form tends to be top-down; in the digital economy era, the development of
digital technology, especially the development of Internet and social network
media technology, has made the way of information transmission begin to be
network type, which is more flexible and adaptable than the chain type and cen-
tral type.

The cultural and creative industries in the era of digital economy also show
the characteristics of network structure. The network structure of the cultural

and creative industries is first manifested in a higher degree of industrial inte-
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gration and more blurred industrial boundaries. Recalling the connotation of the
cultural and creative industries mentioned above: it is based on the cultural in-
dustry and based on the development of cultural resources, combined with
modern digital technology, with the creative knowledge of individuals or enter-
prises as the core, and it has added value to the cultural industry in both the
production creation process and results. From the connotation, we can spy on
the industrial integration of the cultural and creative industries, highly integrat-
ing modern information technology, network technology and traditional cul-
tural elements, and creative elements to produce products or services that meet
people’s spiritual and cultural needs. In this process, digital technology has
driven the division and reorganization of many industries, forming a variety of
products or services and industrial value forms. For example, information net-
work technology has diversified movies’ broadcast platforms, the platforms in-
cluding movie theaters, television, film music, film peripheral products, film
tourism, etc. The industry boundaries are becoming more and more blurred, but
the industry’s return rate increase. This penetration among industries has formed
a network structure of cultural and creative industries. In addition, the network
structure is also manifested in the diversifying communication paths of the cul-
tural and creative industries. The application of digital technology to the cultural
and creative industries provides a variety of communication channels for the
cultural and creative industries. For example, to make film and television works
by using digital technology can break through the limitations of shooting and
present better pictures at a lower cost; combining digital technology with satel-
lite technology can open up a new communication path for the media industry;
through digital technical means to understand users’ needs by digital technical
means can provide differentiated products or services. News push software and

live broadcast software are good examples.

4. Construction of the Development Path of Cultural and
Creative Industries in the Era of Digital Economy

At present, China’s cultural and creative industries has formed a certain scale
and has considerable international competitiveness, but due to the fact that its
understanding is not uniform, it has not been a long time since the strategy be-
gan to pay attention to this industry, so the development of this industry in
China still exists problems as intellectual property protection issues, mismatched
talent systems, insufficient policy support (uneven development of the industry),
and insufficient openness to the outside world. Related studies such as Xiao and
Xia (2018), Lan and Dou (2019) have pointed out these problems. Therefore, it is
necessary to build a good development path for cultural creativity to promote
the sustained and rapid development of the industry in China.

1) Strengthen the protection of intellectual property rights in cultural and
creative industries

At present, there are two problems in intellectual property protection in China’s
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cultural and creative industries. First, the awareness of intellectual property pro-
tection is weak. This is not only manifested in the lack of attention to intellectual
property issues by cultural and creative enterprises, the lack of intellectual prop-
erty self-protection strategies, but also the lack of awareness of respecting other
individuals’ or enterprises’ intellectual property, these phenomenon in the film,
television, music, publishing and other industries is common. In terms of intel-
lectual property protection in cultural and creative industries, we should learn
the intellectual property protection paths from European and American coun-
tries. For example, the United States passed the Domain Name Rights Protection
Act as early as 1999 to protect enterprises’ online business activities from illegal
exploitation which was trying to create a fair and free environment provides
guarantees. The intellectual property protection path of China’s cultural and crea-
tive enterprises should combine with the actual situation so as to select the most
suitable protection path. The protection path includes copyright protection
mode, patent right protection mode, trademark right protection mode, trade se-
cret and unfair competition law protection mode, contract law protection mode,
etc. Although the copyright law is only for written works, it is the simplest to ac-
tivate its protection mode. The patent law protects the idea of invention and the
essence it implies whose protection is the strongest among all forms of legal
protection, but its limitation lies in the higher protection threshold. The trade-
mark protection can protect the ownership of trademark rights, and prevent the
production of counterfeit and shoddy products, the most effective method of
trademark protection is usually combined with the patent protection law to bet-
ter achieve the legitimate competitive position of the creative products in the
market. A large number of innovative and creative products, such as the logic
and algorithms of computer software programs, can be protected using trade se-
crets and anti-unfair competition laws. The contract protection law is a method
for protecting ideas that are still in a secret state. Cultural and creative enter-
prises in China need to know the path of intellectual property protection in or-
der to make the right choice that suits themselves best.

2) Improve the talent cultivation system of cultural and creative indus-
tries

The core connotation of the cultural and creative industries is innovation, and
the realization of innovation mainly depends on creative talents. It can be said
that talents are the most important resource in the cultural and creative indus-
tries. Creative talents have the following characteristics: full of innovative spirit,
strong desire for self-realization and desire for freedom, strong team awareness,
and good cultural and artistic literacy (Xia et al., 2017). Compared with western
countries, China’s cultural and creative industries started late. To stand firm in
the global cultural and creative market, a large number of creative talents with
an international perspective and innovative capabilities are needed. First, make
full use of the resources from enterprises, universities and research institutions

to establish a culture and creative talent cultivation base to cultivate more com-
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pound talents for this industry. Second, give financial support to the cultivation
of creative talents, and provide creative talents with entrepreneurship education,
entrepreneurial investment and financing services in creative industry so as to
attract more creative talents. Third, establish an talent management mechanism
to mobilize the enthusiasm of creative talents. In addition, it is necessary to cre-
ate a comfortable working and living environment for creative talents so as to
attract creative talents and retain creative talents, only in this way, the cultural
and creative industries can be fully developed.

3) Improve cultural and creative industries policies and management
mechanisms

Since entering the digital age, the cultural and creative industries has devel-
oped rapidly, but the cultural and creative industries’ sustainable development
needs the support of industrial policies and management mechanisms. Industrial
policy is an important role for the government to guide industrial development,
enhance industrial competitiveness, and achieve economic growth. On the basis
of investigating the development status of the cultural and creative industries,
the Chinese government needs to analyze the development mode and regional
layout of its cultural and creative industries from the macro perspective, so as to
formulate and improve national or regional policies to encourage the develop-
ment of the cultural and creative industries. Second, appropriately plan the in-
dustrial development space, guide the construction of cultural and creative in-
dustrial parks, and guide specific projects to the corresponding industrial parks.
Third, build a public service platform to form a bridge between the government
and enterprises. Enterprises can use this platform to understand relevant gov-
ernment policies and supporting measures so as to reduce enterprise costs and
improve the overall competitiveness of regional enterprises. Fourth, it is neces-
sary to establish an institution which is responsible for the promotion of the en-
tire industry, to ensure cross-departmental cooperation, and to jointly promote
the development of the cultural and creative industries with universities, re-
search institutions, and enterprises. Fifth, establish and improve the investment
and financing system for the cultural and creative industries, set up a special
fund for the cultural and creative industries, and strengthen industrialization
guidance and cultivation in accordance with national and regional industrial
development strategies. At the same time, the investment environment of the
national and regional cultural and creative industries should be improved, and
more venture capital should be introduced to develop the industry.

4) Based on the global cultural and creative market, develop cultural and
creative industries with an open mind

China’s current opening up in the cultural and creative industries has
achieved primary results, it is still necessary to continue to increase the opening
up of the cultural and creative industries on the premise of ensuring the safety of
China’s industrial development. Specifically, it is necessary to pay attention to

the cultivation of multinational enterprises in the field of cultural creativity, in
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order to cultivate China’s international cultural creative brand, enhance the in-
ternational reputation and competitiveness of the industry in China; improve
the international cooperation and exchange mechanism in this field, and build a
cultural creativity display and exchange platform to help Chinese cultural and
creative enterprises expand overseas markets more conveniently. In addition, be-
fore “going out”, we must pay attention to the common characteristics and dif-
ferences between countries or regions, formulate trade strategies and market po-
sitioning according to local markets; pay attention to the development of local
cultural resources, and develop cultural and creative products or services ac-
cording to local conditions; at the same time. It is necessary to actively use digi-
tal technology to promote the opening up of the cultural and creative industries

into a newer height and depth.

5. Conclusion

The rapid development of the digital economy has affected and impacted the
cultural and creative industries. This article explains the connotation and cha-
racteristics of the cultural and creative industries in the digital economy era, and
analyzes the development path of the cultural and creative industries. The cul-
tural and creative industries in the digital economy era is based on the cultural
industry, combined with digital technology, with the creative knowledge of indi-
viduals or enterprises as the core, the production creation process and results
have added value of the cultural industry; the cultural and creative industries in
the digital economy era is innovative, economic and networking. After a brief
analysis of the current problems in the cultural and creative industries, this ar-
ticle proposes to strengthen the intellectual property protection of the cultural
and creative industries, improve the cultural and creative industries talent train-
ing system, improve the cultural and creative industries policies and manage-
ment mechanisms, gain a foot on the global cultural and creative market, and
open minds to develop cultural and creative industries. The development path of
cultural creativity in the era of digital economy needs more empirical methods
to verify its feasibility.
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