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Creative industries in the EU: factors influencing employment

Abstract. Introduction. When analysing creative industries, it is not fully clear yet, which factors do influence this phenomenon,
and thus how to support its development and functioning. The creative sector employs about 3.3% of the economically active
population in the European Union. The aim of this research paper is to test the possible impact of five selected factors on
the employment in the creative industries of the European Union. Results. The data represent 135 observations from 27 EU
member states, drawn from the Eurostat database in the period of 2008-2012. Our final model confirmed a significant impact of
public spending on science and research, employment in science and research and average wages in creative industries. Our
model confirmed positive relationship between public spending on R&D and employment in creative industries. Hence, for every
increase in expenditures on R&D by 1%, we may expect 0.014% increase in employment in creative industries.

Conclusions. Thus, the research confirms the importance of public support for science and research, as it seems that the
development of science and research boosts the development of creative industries as well. This could also apply to a general
increase in wages.
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KpicTiHa BayynakoBa

KaHauaaT eKOHOMIYHMX HayK, Buknapad, EkoHomiuHui yHiBepcuTeT y Bpatucnasi, Bpatucnasa, Cnosaupka Pecny6nika
JMo6iuya Mapakanosa

KaHauaaT eKOHOMIYHMX HayK, Buknagad, EKkoHoMmidHui yHiBepcuTeT y BpaTtucnasi, bpatucnasa, Cnosaupka Pecny6nika
KpeatuBHa ekoHoMika B €C: hakTopu, L0 BNAMBAKOTb HAa 3aliHATICTb

AHoTauif. JocnigXyoun nuTaHHA, MOB’sA3aHi 3 KpeaTBHOK €KOHOMIKOK, MYyCMMO BM3HaTW, LLO MOKU HE3’SCOBaHUM € Te,
AKi YMHHUKM BMNAMBaKOTb Ha HEl, a TaKoX HEBU3HAYEHUM MOKMN 3a/IMLLAETLCSA, 9K CaMe MOXXHa niaTpumyBsaTy ii pO3BUTOK Ta
yHKLioHyBaHHs1. CborogHi B TBOPYOMY CEKTOPI EKOHOMIKW npautoe 6113bko 3,3% npauesgaTHoOro HaceneHHs €B8ponencbkoro
Cotosy. MeTolo LbOro QOCNIIKEHHS € NEPEBIPUTU, SKUIA BMAMB MaloTb M'STb 06paHnx (HakTopiB Ha KpeaTuBHY €KOHOMIKY
€sponeiicbkoro Cotosy. IHopmauis 3a nepiog 2008-2012 pokis, HeobxigHa o151 NPOBEAEHHS AOCHIAXEHHS, 6yna oTpumaHa
3 6a3 pgaHux €spocTaty. Po3pobneHa aBTopaMu MOAENb OLHKU BNMBY 3a3Ha4yeHuXx (hakTopiB NigTBepauna 3Ha4yHuin BRANB
OePXXaBHUX BUTPAT Ha HayKy Ta HayKOBI AOCHIIKEHHS, 3aHATICTb Yy chepi HayKoBOI AisiNIbHOCTI, a TaKOXX Ha piBeHb 3apob6iTHOT
nnaTn, Ky oTpUMyoTb 0CO6U, LLIO MPaLoloTh Y CEKTOPI KpeaTUBHOT EKOHOMIKM. Byno foBeaeHo BaXXMBICTb Aep>XaBHOI NiJTPUMKM
HayKOBUWX [OCHIAXEHb, OCKINbKN PO3BUTOK HAYKM CTUMYIIOE PO3BUTOK KPeaTUBHOI EKOHOMIKM, L0 TAKOX MO3HAYaeTbCs Ha
3arasibHOMy 3pOCTaHHi piBHSI 3apo6iTHOI NnaTu.

Knro4oBi cnoBa: kpeaTBHa eKOHOMIKA; 3aiHSATICTb; KpeaTUBHUIA Kiac; TBOPYiCTb; HayKOBi LOCHIOKEHHS.

KpuctuHa bayynakoBa

KaHauaaT 3KOHOMUYECKMX HayK, npernogasarenb,

OkoHomu4ecknin yHusepcuteT B BpaTtucnaese, bpaTtncnasa, Cnoaukas Pecny6nvka

Jlro6unya MpakanoBa

KaHamaaT 3KOHOMUYECKMX HayK, npenogasarenb,

OkoHomu4decknii yHusepcuteT B BpaTtucnase, bpaTtncnasa, Cnosaukasa Pecny6nvka

KpeaTtuBHas akoHoMmuka B EC: hakTopbl, BNusiowMe Ha 3aHATOCTb

AHHOTaums. Viccnenys BONpoCh!, CBSA3aHHbIE C KPeaTNBHON SKOHOMUKOWN, cnedyeT Npu3HaTh, YTO MOKa HEBbLISCHEHHbLIM OCTaeTCs
TO, Kakune hakTopbl BAMSIOT Ha Hee, a TakXXe HeomnpeneneHHbIM ABAETCS TO, KaK MMEHHO MOXHO MOQAEpXMBaTb ee pas3BuTme
n dyHkumoHnposaHue. CerogHs B CEKTOpPE KpeaTMBHOW 3KOHOMMKU paboTaeT okono 3,3% TpygocrnocoB6HOro HaceneHus
Esponeiickoro Cotosa. Lienbio 4aHHOro nccneqosaHns SBNSETCA NPOBEPUTb, Kakoe BAVSIHUE UMEIOT MSATb U36paHHbIX (hakTopoB
Ha KpeaTuBHYt0 3KoHOMUKY EBponeiickoro Coto3a. NHbopmaums 3a nepuog 2008-2012 ropos, HeobxoayumMas s NpoBeaeHns
nccneposaHys, 6bina nonydeHa u3 6a3 AaHHbIX EBpoctata. PadpabotaHHas asTopamy MOAenb OLEHKN BAUSHUS YKa3aHHbIX
(hakTOpOB NOATBEPAMNA 3HAYUTENBHOE BANSIHUE FOCYAAPCTBEHHbIX PACXOAO0B Ha HayKy W Hay4HblE UCCefoBaHus, 3aHATOCTb
B cdepe Hay4yHON AeSATeNbHOCTY, a TakKe Ha ypoBeHb 3apaboTHOW NnaThl, KOTOPYIO MofyvatoT nuua, padoTtarlime B cekTope
KpeaTVBHOW 3KOHOMUKW. Bbina gokasaHa BaXKHOCTb rocyAapCTBEHHON NOAAEPXKKM HAaYYHbIX NCCNEeAoBaHWiA, MOCKOSbKY passuTie
HayKun CTUMYNUPYET pasBuTrE KPeaTVBHON SKOHOMUKM, YTO TaKXXe CKa3bIBaeTCsA Ha obLLeM pocTe YpOoBHA 3apaboTHON nnatbl.
KnioueBble cnoBa: KpeaTMBHas 3KOHOMIKA; 3aHATOCTb; KPeaTUBHbIN Kacc; TBOPYECTBO; Hay4YHble UCCNefoBaHus.

1. Introduction society in the 21t century. Along with further development,
In recent years, more attention has been paid to the con- man ceases to focus on satisfying the primary needs. There
cept of creative economy. It is not a new concept; however it is a room for the application of human creativity. Therefore,

accurately describes the transformation of the economy and creative industries have become recognised at the European

Baculakova, K., & Harakalova, L. / Economic Annals-XXI (2017), 164(3-4), 40-44 © Institute of Society Transformation, 2017

40


https://doi.org/10.21003/ea.V164-09
mailto:kristina.baculakova%40euba.sk?subject=
http://orcid.org/0000-0002-0143-7541
mailto:lubica.harakalova%40euba.sk%0D?subject=
http://orcid.org/0000-0002-7138-2427

level as well. According to the document of the Go-
vernment of the Slovak Republic (2011), the creative
economy «is a range of industries based on the use
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Tab. 1: Definition of creative industries in the EU

Cultural sector Creative sector

of intellectual creative activity in the field of art, cul-

Visual arts, performing artists, cultural heritage

Design, architecture, advertising

ture and other sectors; it creates a wide exploitative

chain extending from the creation of conditions for

creative activity, through production and redesign of

the results». Creative economy is represented by par-

ticular creative industries. The European Union (KEA, 2006)

[15] divides creative economy into the cultural sector and the

creative sector (see Table 1), which is subdivided into four ca-

tegories:

e Core industries (arts - visual art, performing artists and heri-
tage);

e Cultural industries (film, video, television, radio, music in-
dustry, video gaming sector, the book industry);

¢ Creative industries (design, architecture and advertising);

¢ Related industries (the production of computers, mobile
phones, multimedia devices).

This division offers also resolves the question of how to
differentiate between high culture and mass industry produc-
tion of «creative goods». The art and high culture are essen-
tial and represent the core result of human creativity; on the
other hand, creative industries refer also to mass production
of goods, which resulted from original human ideas, but are
mainly intended for practical use or entertainment (crafts, TV
production, etc.).

People themselves represent the basis of the creative
economy. They bring new ideas to the creative process. Crea-
tivity could become a factor for economic growth [19]. Al-
though it is very difficult to grasp and measure creativity, this
does not mean that it does not exist or that its economic activi-
ty has no effect. In fact, the opposite is true, because creativity
drives innovation. Already Solow (1956) [21] stressed the pa-
rameter of the current level of technology; the theory of a new
paradigm also includes new ideas and creativity in the growth
model. The impact of creativity on economic growth is there-
fore undeniable. Often, creativity represents the first step to-
wards innovation; on the other hand, it does not always lead
directly to innovation.

With the development of creative industries, more and
more people have become employed in the creative sectors.
According to EY (2014) [7], creative sectors employed 3.3%
of the economic active population in the EU. However, em-
ployment in the creative sectors has some specific characte-
ristics, which we will discuss in the presented paper. The main
aim of our article is to confirm the dependence of the employ-
ment in the creative industries in the European Union on se-
lected factors. Two models were tested. The factors for the
analysis were chosen according to the theory advanced by
Florida and the research conducted by Kloudova and Zhang
[10; 16]. Due to the lack of proof of the importance of the two
variables in the first model, we have created a second model
that tested the effect of the following three factors - the size of
public spending on research and development, employment
in science and research and average wages. We expect that
our findings may outline the possibilities of supporting the de-
velopment of creative industries in the EU.

1. Employment in creative industries in the EU and its
specifics

According to EY (2014) [7], cultural and creative industries
(CCls) employ more than 7 million Europeans, which represents
3.3% of the workforce. According to the study of the European
Expert Network on Culture (EENC), it is approximately 2% of the
European workforce [22]. The biggest job makers are sectors
such as performing arts, visual arts and music industry. Ermnst &
Young (EY) claims that creative industries represent the third lar-
gest employer in the EU. On the other hand, Stumpo declares
that the workforce employed in cultural and creative industries
represent only a smart part of total workforce in the European
Union [22]. Both studies confirm the fact that CCls can be save
harbour in economic crises. Stumpo figured out that those who
were employed in CCls suffered less during the crisis, especially
those persons who were self-employed. The fact is also that CCls
remained stable, or even grew, during the crisis years [7].

Film and video, television and radio, video
games, music, books and press

Source: [15]

mobile phone market

The employment in CCls, as well as their development,
is unevenly distributed in the European Union. We see se-
veral clusters of countries where CCls dominate, if compared
with other industries. The largest economies of the European
Union, namely the economies of the United Kingdom, Ger-
many and France hold the leading positions. Yet, favourable
positions of smaller countries, such as Finland, Estonia, the
Netherlands and the Czech Republic, are even more interes-
ting in terms of research [2].

Table 2 shows the results of the analysis by Stumpo and
Manchin [22]. Estonia has the highest employment rate in
CCls, while the highest participation in cultural life is observed
in Finland. Public expenditures in culture are the highest in the
Czech Republic.

In general, we can observe several specific characteristics
of employment in CCls:

e territorial diversity;

a tendency to create clusters;

small and medium enterprises;

highly qualified employment;

attractiveness for young people;

relative resistance to crises;

significant women’s employment in CCls;

impact of other factors such as technologies, innovations
and traditions.

Most of the employed in CCls are self-employed persons
or those working at small and medium enterprises. It is the op-
posite of the dominance of large corporations. The sufficient
support for small and medium enterprises is the desired future
of the EU and is also part of the Creative Europe programme.
Creative industries are also very attractive to young people
who search creativity, self-expression, development and non-
conformance. It is thus considered that CCls could be a pos-
sible solution for the unemployment problem of young peo-
ple. Another interesting trend is that a greater proportion of
the employed are women [22]. Long-term stability of such

Tab. 2: Employment in CCls in the EU

EU country Employment Public expenditures
in CCIs on culture
Austria 1.57 3.1
Belgium 1.48 2.4
Bulgaria 1.30 3.9
Croatia 1.50 5.1
Cyprus 1.29 3.7
Czech Republic 1.70 7.8
Denmark 2.43 4.1
Estonia 2.77 7.8
Finland 2.36 3.2
France 1.73 4.1
Germany 2.01 2,8
Greece 1.19 1.9
Hungary 1.71 6.3
Ireland 1.54 3.4
Italy 1.20 2.2
Latvia n/a 7.6
Lithuania n/a 4.1
Luxembourg 1.21 6.8
Malta 1.20 3.8
Netherlands 1.80 5.5
Poland 1.30 4.3
Portugal 1.04 3.2
Romania 0.70 2.8
Slovakia 0.87 2.6
Slovenia 2.26 6.6
Spain 1.27 2.7
Sweden 2.30 3.2
United Kingdom 2.12 3.4
Source: [22]
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employment is another important fact. Mayerhofer, Peltz and

Resch (2008) [20] analysed the sustainability of newly created

jobs CCls in Austria and the region of Vienna. According to

this study, the software, multimedia and Internet sectors are
most sustainable among the creative sectors. In general, the

sustainability of newly created jobs was very high - over 74%

after one year of activity and about 44% after three years.

As we consider most of these characteristics to be posi-
tive for the national economies, we decided to analyse which
of the factors could positively boost the interest to work in
creative industries.

2. Factors which influence creative economy; Richard
Florida and creative class

Creative human capital is the core of the creative econo-
my. A man with ideas enters the innovation process. Creati-
vity can thus stimulate innovation in any economic activity.
The contribution and role of creative people in the creative
economy analysed R. Florida (2002) [10]. Florida created the
concept of the creative class represented by the talented peo-
ple. A creative person is not only an artist, but also a lawyer,
an engineer, a comedian or a journalist. The creative class is
a rapidly growing segment of the workforce which is educa-
ted, qualified and nonconformist. The creative class influen-
ces economic growth and corporate profits in the creative in-
dustries. Florida introduced a 3T index to measure the factors,
which, according to him, influence the development and per-
formance of the creative industries and help to build up crea-
tive cities. We applied his approach in our research.

Florida described talent, technology and tolerance. Accor-
ding to J. Howkins (2013) [14] talent is something we are born
with, however Florida’s view is more complex. He stressed the
role of education, especially the role of higher education. He
proved a positive correlation between higher education and
employment in the creative industries in the USA [10]. There-
fore, we choose this factor to be one of the most important in
our tested model.

Another important factor is technology. Florida concretely
describes the positive relation between the number of patents
or patent applications and the creative class. It is understan-
dable, since science and research is an essential part of Flori-
da’s concept of the creative class. Tolerance is a factor which
seen to be the most controversial, especially in the conditions
of the European Union. Florida examined the Gay index. It is
very hard to measure this indicator in European countries be-
cause we can hardly find any relevant statistics.

Other important factors, which influence the performance
and development of creative industries, are:

* high economic level of the country - the higher the level is,
the more focus is put on creative activities, leisure time and
culture;

® open social environment and the openness of the country
to liberal thinking in particular, since conservative thinking
does not create a favourable environment for the develop-
ment of creative industries;

¢ generally available technologies - creative sectors are strong-
ly linked to new technological solutions (e.g. video gaming,
music industry, etc.). Therefore, available technologies ena-
ble spreading creative industries as well;

e public support of creative industries and usage of structural
funds (case of Baltic countries);

® creative education - even though creative industry is not a
new concept now, there is still a lack of information about
this phenomenon.

Florida’s research created a basis for choosing our model;
however we combined it with the factors used in the study of
Kloudova and Zhang (2011) [16].

3. The definition of creative industries in the model and
its limits

The quantification of creative industries is very difficult.
The problem occurs even with the definition of creative in-
dustries. The ambiguity of definitions has several reasons. As
J. Kloudova (2009) [18] states, differences result from various
perceptions of culture and art in different countries, and a dif-
ferent understanding of the concept of creativity. If creativity
is understood as the process of bringing new ideas, opinions,
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procedures, then it is substantive in each production sector.
This is particularly the fact why we cannot include creative in-
dustries in the sectorial classification of industries (including
the primary, secondary and tertiary sectors). According to
Hartley (2004) [12], we can find products of creative industries
in each of the mentioned sectors. It is an innovative idea in the
knowledge economy that has become the bearer of progress
and growth. The question that remains largely unanswered is
the relationship and the boundaries between creativity and in-
novation. For purposes of the analysis, mainly because of the
lack of statistical data, we abstracted from the use of the so
called broader Florida’s model. Kloudova and Zhang (2011)
[16] also used sectors like sport, recreation, banking and in-
surance, education and healthcare in their analysis of the fac-
tors affecting the creative economy in China. These catego-
ries were not included in our study, as we intended to include
only core sectors. Our goal was to use parameters as close to
the definition of creative industries in the EU as possible. We
used the data of Eurostat, NACE Rev. 2 (two-digit categorisa-
tion used since 2008). The application of this classification, al-
though not quite closely matching the definition of creative in-
dustries, seemed the most appropriate compromise because
of the lack of statistical data in all EU countries.

We included the following categories in the model:

J.58 - Publishing activities

J.59 - Motion picture, video and television programme pro-
duction, sound recording and music publishing activities

J.60 - Programming and broadcasting activities

J.62 - Computer programming, consultancy and related acti-
vities

J.63 - Information service activities

M.73 - Advertising and market research

In addition to choosing the proper sectors, we also had to
define the factors, which were to be analysed. For purposes
of our analysis, we used 2 of 3T categories, namely techno-
logy and talent. Talent was represented by higher education,
as Florida had put it in his study. Technology was represented
by the expenditures on research and development and em-
ployment in research and technology. Other factors, name-
ly GDP per capita and average wages were chosen based on
the study of Kloudova and Zhang (2011) [16].

Table 3 represents a comparison of different approaches
to creative industries.

4. Model

4.1. Hypotheses

To determine potential impact factors, we used several
theoretical backgrounds. We understand creative economy
as an economy bringing new, creative ideas, solutions and
practices via using creativity. It can be expected that such an
economy is mainly typical of developed countries, because
people there do not focus their attention only on meeting
the primary needs. Thus, GDP per capita was the first factor
which we examined. Our first hypothesis was:

H1: Along with an increase in GDP per capita, employment
in creative industries also grows.

When choosing other factors, we used Florida’s research
(2003) [9] and approach of Kloudova and Zhang (2011) [16].
Florida takes into account the factor of education, particularly
higher education, for several reasons. Educational institutions
carry out scientific research; they help to develop the region
where they are located. These institutions also attract talen-
ted, innovative and entrepreneurial people to the region or city.
University graduates are becoming key candidates for em-
ployment in creative industries. An important asset of higher
educational institutions is also promotion of self-expression,
open thinking and acceptance of new ideas. On this basis, we
may suppose that creative industries will concentrate in places
where higher educational institutes are located.

Thus, we created our next hypotheses:

H2: Along with the higher share of university graduates in
total employment, employment in creative industries is bound
to grow.

We decide to analyse the impact of the amount of mo-
ney spent on research and development because we take in-
to account the impact of educational institutions. However, it



should be noted that the data en-
tered into the analysis related on-
ly to public, not private, expendi-
tures on research and develop-
ment across the EU.

H3: Along with an increase in
spending on research and deve-
lopment, employment in creative
industries also grows.

H4: Along with an increase in
employment in science and re-
search, employment in the crea-
tive industries also grows.

Wages was the last factor we
chose for our analysis. This factor
is one of the major, it has an im-
pact on employment. Hence, we
propose another hypothesis for
our analysis:

H5: Along with an increase
in average wages, employment
in creative industries also grows.

4.2 Dependent variable

WORLD ECONOMY AND INTERNATIONAL ECONOMIC RELATIONS

Tab. 3: Definition of creative industries - comparison of approaches

Definition Florida’s definition Definition of Kloudova Definition of EU
in our analysis (2002) and Zhang (2011) (2006)
Publishing activities Business Visual arts, performing

artists, cultural heritage

Motion picture, video and
television program
production, sound recording
and music publishing

Artists, designers,
writers and musicians

Culture, sport and
recreation

Film and video,
television and radio,
video games, music,
books and press

Radio and television
broadcasting

Scientists, engineers,
technicians, innovators
and researchers

Renting and business
services

Computer programming,
consultancy and related
services

Technicians

Transmission of
information, computer
services and software

Manufacture of
computer, MP3 player,
mobile phone market

Information services

Finance

Banking and insurance

Advertising and market
research

Health service

Scientific research and
polytechnic services and
geological survey

Design, architecture,
advertising

Legal service

Health care, social security
and social care

Education

Source: Compiled by the authors

The dependent variable in this model is the employment in

Education

x1 is expenditures on R&D (% of total public expenditures);
x2 is employment in science and research (%);

creative industries shown as a percentage of the employees in
creative industries in relation to the total number of employees.
To determine creative industries, we used the categories listed
in Section 2.1. The data for the period of 2008-2012 were drawn

x3 is average monthly wages expressed as a proportion of
the average monthly earnings (%);

€ is the parameter of statistical error.

The summary output of the first model is shown in Table 4.

from the Eurostat database for
the 27 EU member states.

4.3 Independent variable

Based on the hypotheses,
the independent variables in the
model are: GDP per capita in Pur-
chasing Power Standards (PPS),
the share of university graduates
in total employment, expendi-
tures on R&D as a share of the to-
tal public expenditures and ave-
rage monthly wages. All the da-
ta were drawn from the Eurostat

Tab. 4: Summary output of the first model

Multiple regression analysis

Variable Coefficient | Standardised Standard t - statistics | P - value
coefficient error
Expenditure on R&D 0.014 0.434 0.002 5.596 < 0.001
Employment in science and research -0.0000693 -0.246 < 0.001 -3.409 0.001
Average monthly wages 0.0000041 0.433 < 0.001 5.752 <0.001
R Square (R2) 0.481
Adjusted R Square (R2) 0.467
F- statistics 3/111
Bo 0.05

database in order to maintain da-
ta consistency. We analysed two
models. In the first model, we
chose GDP per capita (PPS), the share of university graduates
in total employment (%), expenditures on R&D (% of total public
expenditures), employment in science and technology (%) and
average monthly wages as predictors.
The equation of the model is:

Source: Own processing

y=PBot Bixit Boxat fixs+ Byxy + Psxs te, (1

where y is the share of employees in creative industries re-
levant to total employment (%);

x1 is GDP per capita (PPS);

x2 is the share of university graduates in total employ-
ment (%);

x3 is expenditures on R&D (% of total public expenditures);

x4 is employment in science and research (%);

x5 is average monthly wages expressed as a proportion of
average monthly earnings (%);

€ is the parameter of statistical error.

The results showed a significant effect of the three varia-
bles, namely x3 (83 = 0.017; p = < 0.001);

x4 (B4 = -0.0000779; p = 0.008);

x5 (85 = 0.001; p = 0.01);

the variables x1 (8 = 0.0000401; p = 0.913);

x2 (B = 0.000138; p = 0.149) were not significant.

We decided to use the second model, where we excluded
the variables x1 and x2 . The equation of the model has the form:

y= Porpix;+prxs+Pixs+e, ()

where y is the share of employees in creative industries in
total employment (%);

The results of the second model indicate a significant re-
lationship between the variables x1, x2, and x3 and employ-
ment in the creative industries (R? = 0.481; F(3, 111) = 13.355,
p < 0.001). The variables x1, x2, x3 contribute to the expla-
nation of about 46.7% of the variance in the employment in
creative industries.

The equation of the model has the following form:

y =0.05+ 0.014x; - 0.0000693x, + 0.0000041x;. (©)]

Expenditures on research and development

Our model confirmed statistical significance of the as-
sumed hypothesis. The relationship between public spending
on research and development and employment in creative in-
dustries is positive. For every increase in expenditures on R&D
by 1%, we can expect an increase in employment in creative
industries by 0.014%.

Employment in science and research

The model confirmed a negative correlation between em-
ployment in science and research and employment in creative
industries. The fall in employment in science and research by
1% is followed by a 0.0000693% increase in employment in
creative industries or vice versa. It can therefore be concluded
that science and research takes potential employees out from
creative industries. This is due to very similar characteristics
of employees in both sectors (university educated, innovative,
and open, intellectuals). Thus, these two sectors are competi-
tors in terms of labour force.

Average wage

Along with an increase in the share of average wages in the
average monthly income of 1%, an increase in employment in
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creative industries by 0.0000041% can be expected. As to the
other factors included in the first model (GDP per capita and
the proportion of university graduates), ANOVA did not show
any statistical significance.

Conclusions and discussion

Creative industries are now in the centre of attention of
academicians and researchers due to their possible impact on
economic growth. In this paper, we have investigated the in-
fluence of selected factors on the employment in the creative
industries. When selecting the variables we used the theo-
retical materials advanced by Florida and Kloudova and set
five basic hypotheses. The model confirmed the significance
of the effect of the three factors - expenditures on research
and development, employment in science and research and
average wages. Although the factors such as expenditures on
R&D and the value of average wages as a proportion of the
average monthly earnings have shown positive statistical sig-
nificance and therefore confirmed our hypotheses, the factor
of employment in science and research and employment in
creative industries have demonstrated a negative correlation,
which is inconsistent with our hypothesis.

The obtained results may be justified by the difference bet-
ween the concepts of creative industries. In our model, we
used the definition given by the EU. However, Florida classi-
fies scientists and researchers to be the employees of creative
industries. Thus, if we apply his view, then the employment of
scientists and researchers is the employment in creative indus-
tries. In this case, the relationship between the employment in
science and research and the employment in creative indus-
tries is irrelevant. Hypothesis H4 was therefore not confirmed.
From the first proposed model, we also excluded two factors,
i.e. GDP per capita and the share of university educated em-
ployees in total employment. We decided to use the factor of
GDP per capita based on the research conducted by Kloudo-
va and Zhang (2011) [16], who used this factor when examining
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