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Introduction

In October 2008, the Cultural Human Resources Council (CHRC) issued a Request for Proposals to
undertake a Training Gaps Analysis for Interactive Media Producers (“the RFP”). Having recent research
experience for the CHRC (in analyses of training gaps for film and television directors, presenters, music
publishers, automation technicians, record label managers, stage technicians and entertainment riggers),
Ki was chosen by the CHRC Selection Committee to undertake the current study.

The Training Gaps Analysis for interactive media producers builds on earlier work by the Interactive
Media Producers’ Expert Working Group (EWG), who compiled a matrix of core competencies that define
interactive media producers’ skill sets. The primary data-gathering instrument was a telephone survey,
based on that core competencies matrix, of interactive media producers across Canada. Interviews were
conducted in French and English from ki 's offices in Winnipeg, Manitoba. Additional
interviews were undertaken with various training institutions (e.g., colleges and universities) that offer
training for interactive media producers.

This study proceeded with generous assistance from the CHRC staff (Genevieve Chassé, Project

Manager, and Susan Annis, Executive Director), the Interactive Media Producers Steering Committee,
and the EWG, who helped to review, refine, and pre-test the survey and sample development.

Objectives

Three objectives were established for this study:

To determine the training needs for competencies identified in the Interactive Media Producers’
Competency Analysis;

To survey the current training offerings for those competencies; and

To analyze the training gaps based on the training needs assessment and offerings survey (defined
as areas where current training offerings do not meet identified industry needs).

Methodology

The research methods and instruments used in this project (described in more detail below) were:

® |nteractive media producers’ survey (employers and employees); and

® Secondary research and interviews with institutions that offer training for interactive media
producers.
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Survey

The 202 question equivalent survey was reviewed December 9 — 16, 2008, by members of the EWG and
pre-tested with members of the Steering Committee; the resulting feedback was used to refine the
guestionnaire.

ki conducted 81 interviews in total with employers and employees:

18 in French; and
63 in English

The initial sample databases was gathered through secondary research and membership lists made
available on the Canadian Interactive Alliance/Alliance interactive canadienne (CIAIC), Alliance
numérique, Digital Alberta, Interactive Media Alliance of P.E.l. (IMA), Interactive Ontario, Manitoba
Interactive Digital Media Association, New Media BC and Saskatchewan Interactive Media Association
Inc. (Saskinteractive) websites to ensure a broad representative sample of interactive media producers
across Canada. From the membership lists, association members identified as offering a service
(enablers), such as lawyers or third parties, were removed from the sample list. Only individuals working
in the industry were included. The list was then submitted to the EWG and Steering Committee for
review.

Secondary research and interviews with training institutions

Secondary research for this project consisted of gathering data on training offerings across Canada.
After completing the interactive media producers survey, Ki conducted Internet research to
assess the country’s current training offerings. We then interviewed 12 senior staff from institutions
providing interactive media producer training to validate findings gained through secondary research and
to identify any training gaps.

Interactive media producers’ questionnaire design

“Interactive media producers” definition

The questionnaire did not rely on job title alone, but provided a definition of interactive media producers
using elements from National Occupational Classification (NOC) codes 5121 Authors and Writers and
5241 Graphic Designers and lllustrators where “interactive” is defined, as well as input from the EWG.
The wording of the definition used in the questionnaires is provided below in English and French:
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For the purposes of this study, an interactive media producer is defined as someone who manages
the vision and the strategy for the design development, plans, designs, and develops a variety of
interactive components for digital media; ensures that the business objectives are understood and
followed by project principals and oversees all phases of the project life cycle (from initiation and
development to production and maintenance). Interactive media producers work in or with
occupations such as 3D animators, application designers, games designers, graphic artists, new
media or digital media artists, mobile content/applications, program designers or systems architects.
They are self-employed, independent contractors (producers) or salaried, or employed by small or
large businesses such as new media or digital media production companies, governments,
advertising, audiovisual, public relations, publishing or graphic design firms.

Pour les besoins de cette étude, on entendra par producteur ou productrice de médias interactifs
toute personne qui gére la vision et la stratégie se rapportant a l'avant-projet, aux plans et a la
conception, et qui élabore diverses composantes interactives pour les médias numériques; elle
s'assure que les objectifs opérationnels sont compris et suivis par les principaux éléments du projet
et supervise toutes les étapes du cycle de vie du projet (de la phase d'initiation et de développement
a la production et a I'entretien). Le producteur ou la productrice de médias interactifs exerce des
emplois ou travaille avec des personnes exercant des emplois tels que : animateurs 3D, concepteurs
d’applications, concepteurs de jeux, graphistes, artistes nouveaux médias ou médias numériques,
contenu mobile/applications, concepteurs de programmes ou architectes systémes. Il ou elle est
travailleur autonome, entrepreneur(e)s indépendant(e)s (réalisateurs(trices) ou salarié(e)s, ou encore
employé(e)s par des petites ou grandes organisations comme les entreprises de production de
nouveaux médias ou de médias numériques, la fonction publique, la publicité, I'audiovisuel, les
relations publiques, les maisons d’édition ou les entreprises de conception graphique.

Matrix of core competencies converted to measurable skills

The duties contained in the matrix of core competencies were converted to skills by Essential Skills
Analyst Katherine Devine of Ki . The questionnaire, including the rewording of the skills, was
reviewed by the EWG and Steering Committee members, pre-tested with members of the Steering
Committee, and approved by CHRC before fielding commenced.

The 41 skills tested are:

®  Write project vision;
® Present, implement and manage project vision;
® Determine production development process;
® Manage production development process;
® Ensure compliance of all standards during production development;
® Foster creative environment;
® Assess feasibility and market viability;
®* Assemble and consult with clients and expert working groups;
® |dentify and secure investments and financing;
® Respond to requests for proposals;
® Determine and measure a project’s success criteria;
ki
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Identify required project resources;

Determine and manage project timelines and progress;

Assess and manage risks;

Develop project budgets;

Manage project budgets;

Determine a project’s human resource needs;

Recruit both internally and externally to meet project human resource needs;
Develop orientation and training for the project team;

Manage the content assets and rights;

Establish team performance objectives;

Manage team performance;

Develop stakeholder relationships;

Manage stakeholder relationships;

Collaborate in developing product marketing strategy;

Collaborate in developing marketing, public relations, and media relations materials;
Contribute to product promotion efforts;

Make product support available to customers;

Manage the creation, distribution and maintenance of product updates;
Ensure compliance with all laws, regulations, agreements and requirements;
Plan, schedule and run effective meetings;

Active listening skills;

Presentation skills;

Negotiation skills;

Write complex business documents to persuade sophisticated audiences;
Facilitation skills;

Leadership skills;

Problem solving skills;

Decision making skills;

Teamwork skills; and

Analytical thinking skills.
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Reporting

This report is organized under the following headings: Introduction, Executive summary,
Recommendations, Skills, Chart of competencies — validation, Skills acquisition, Training offerings,
Training gaps analysis and Producer profile. Appendix A contains survey marginals (response
percentages for each question asked in the survey). Appendix B contains summary descriptions of
available training programs specific to interactive media producers’ skills across Canada. Appendix C
contains verbatim responses to the three questions below (from the producers’ survey instrument):

Thinking about the skills we just discussed, are there any skills we have missed, or that you think may
be required in future?

What skill or skill set did you learn [at a conference or workshop that you attended in the past year]?

When thinking about interactive media production training, what are your greatest training needs right
now or in the foreseeable future?
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Executive summary

Respondent survey profile

Nearly three-quarters of interactive media producers (73%) surveyed work full-time, although 6% are
typically hired as contractors.

Forty percent of those surveyed have worked as interactive media producers for more than ten years.

Interactive media producers describe themselves as working full-time (65%), working as contractors
(19%) or independently (15%).

Four-fifths of interactive media producers surveyed (39%) have participated in some type of formal
training (e.g., from a college or university) specifically for interactive media production.

Skills usage

The survey tested a total of 41 skills, based on the CHRC interactive media producers’ Chart of
Competencies. The skills used most often—in this survey, by 100% of interactive media producers—are
these:

® Active listening skills; and
® Decision making skills

The following skills are used least often of all those measured in the study:

®* How to write complex business documents to persuade sophisticated audiences (49%); and
®* How to identify and secure investments and financing (34%).

For most skills measured (38 out of 41), at least three-quarters of producers (77%) currently possess
them. The following are most common:

®  Problem solving skills (98%);

® Teamwork skills (95%);

® Analytical thinking skills (94%); and

®* How to foster a creative environment (94%)

The skills possessed by the smallest proportion of producers are the following:

®* How to determine and measure a project’s success criteria (73%); and

®* How to identify and secure investments and financing (59%).
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Skills acquisition

On-the-job training is the most common method of acquiring all of the skills tested. Skills required to
plan, schedule and run effective meetings are the skills most likely acquired by on-the-job training
(81%).

Self-teaching is the second-most common way interactive media producers acquire skills. Skills need
to foster a creative environment are the skills most often self-taught, according to 61% of producers.

Even though the easiest understood and common path for training is formal, in actuality for this
occupation, formal training is less popular with fewer than half of producers likely to engage in formal
education. Skills needed to collaborate in developing marketing, public relations and media relations
materials are the skills most likely of any tested that is attributed to formal training (by 48% of
producers).

Informal training (e.g. conferences, workshops or seminars) is the least common means of acquiring
most skills. Only one-third of producers (32%) are likely to acquire both negotiation skills and skills
required to identify and secure investments and financing through informal training, with significantly
smaller proportions of producers acquiring other tested skills informally.

Over one-half of producers surveyed (53%) have attended some type of informal training within the
past year. The skills most often learned at these conferences, workshops and seminars include:

® Marketing skills;
® Social networking skills;
® Upgrading current skills; and

® Learning about new technologies.
Chart of core competencies - validation

Over one-half of the interactive media producers surveyed (57%) believe the 41-item skills list captures all
skills required for interactive media producers and feel that no skills are missing. According to the
remaining interactive media producers, the two most significant skills the list fails to mention are the
following:

® (Creative thinking skills (11%); and

® Skills for adopting new technologies (7%).
Training offerings

Institutions that offer training programs (formal and informal) for interactive media producers and that
were interviewed for this study include:

® Banff Centre, Banff New Media Institute (Alberta);

® Capilano University (British Columbia);

® Centennial College (Ontario);
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® Durham College (Ontario);

®* Holland College (Prince Edward Island);

® |nstitut National de L'image et du Son (Québec);

®* National Academy and Design (NAD) Centre (Québec);

® Red River College (Manitoba);

® Saskatchewan Institute of Applied Science and Technology (Saskatchewan);
® Sheridan College (Ontario);

® University of New Brunswick (New Brunswick); and

® Vancouver Film School (British Columbia).

Of the 12 institutions interviewed, most teach a majority of the skills tested; 11 of the tested skills are
taught at all 12 institutions. The following skills are taught by the fewest institutions:

® How to identify and secure investments and financing; manage the creation, distribution and
maintenance of product updates; recruit both internally and externally to meet project human
resource needs (5 out of 12); and

®* How to make product support available to customers (4 out of 12).

Informants from the institutions interviewed feel the greatest training needs for interactive media
producers right now or in the foreseeable future include:

® Acquiring skills to keep up with new technology and skills;
® Interpersonal/collaboration skills; and

® Acquiring specialized as opposed to generalized skill training (e.g., texturing in animation, training
in video game and simulation programs).

Training institutions believe they are prevented from offering more training for interactive media
producers for the following reasons:

® Lack of funding for educational programs (both development and delivery); and

® Program enrollment caps (to avoid producing more graduates than available jobs).
Skills gap analysis

Although the percentage of respondents who already “have” a given skill always greatly exceeds that
of those who still “need” to acquire that skill, some noteworthy gaps exist. The largest gaps appear in
relation to:

®* How to identify and secure investments and financing (48%); and

®* How to ensure compliance with all laws, regulations, agreements and requirements (40%).
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Recommendations

The path to becoming an interactive media producer is not an obvious or immediate one. Available
training programs for becoming an interactive media producer is a recent development with only a
handful of Canadian institutions offering most of the necessary competencies. Most producers start
off within a different area of the industry that eventually leads to the role of producer. Training for the
producer’s role should be delivered in small modules, as full time training for a one or two year
program is not a practical option for many workers. Instead, training should be obtained through
evening courses offered in continuing education programs, workshops or conferences. Interactive
media producers who pursue training should focus on courses that reflect their job and skill
requirements needed to do their jobs effectively. In addition to the current association resources the
CHRC has posted on their website, links to regional training institution programs, upcoming
workshops and conferences would simplify the training identification process for producers.

Five percent of interactive media producers indicated they would like to acquire marketing skills.
Since the role of a producer includes overseeing the business objectives and managing all phases of
the project life cycle, knowledge of financial and business skills is an asset. Producers who have
acquired these skills have done so through informal training. Nineteen percent of producers acquired
marketing skills and 7% acquired business management skills through conferences or workshops.
To obtain the business skills needed, producers may have to seek out the training they need from
outside the industry, such as taking courses through business colleges, while institutions that provide
training for interactive media producers should consider integrating more business skills training.
This training delivery model will work especially well for the nearly two-thirds of interactive media
producers employed full-time, and one-third working in contract positions (19%) or independently
(15%).

The interactive media industry is a diverse field and requires monitoring of continuous technological
changes. Interactive media producers and training institutions indicated that keeping up with new and
emerging skills and technologies continues to remain an important part of staying current within the
industry. One component of a producer’s skill set requires using hardware and software such as
Flash, 3D Animation or Dreamweaver to produce interactive media. To keep pace with the changing
and evolving technology, the need for skilled employees is essential. This requires financial support
for human and technological resources. CHRC can take the lead in promoting and identifying the
resources and training institutions for producers. For training institutions, maintaining and upgrading
teaching faculty skill sets are just as important since they are the medium for training the new
generation of interactive media producers.

Two essential skills identified as needed by interactive media producers are creative thinking (7%)
and teamwork (4%) respectively. Similarly, training institution faculty identifies creative
thinking/problem solving skills and collaborative skills (4 responses each) as two training areas
needed by the industry now or in the foreseeable future. Available on the CHRC website are the
necessary competencies for producers and a human resource management toolkit Using competency
charts and profiles that includes a case study for interactive media producers. The competency chart
for New Media Content Creators identifies professional and general competencies needed to work as
a producer. To ensure that graduates entering the industry or current practitioners are meeting the
skills requirement, the chart can be used as a guide for developing a job skills profile for interactive
media producers. CHRC should further promote these human resource tools to employees and
employers working in the industry by creating a job interview guide for interactive media producers,
and identifying essentials skills required for this occupation. The guide can be used to assess a
minimum amount of competencies required for employment as well as for developing a timetable of
when and how future and current workers can acquire the necessary skills.
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Better communication is needed between industry and training institutions. Most training institutions
(formal and informal) have a program cap on the number of students admitted into any interactive
media program, as institutions do not want to produce more graduates than existing real world jobs.
CHRC can play the role of mediator to help institutions better gage the industry demand for producers
within different regions of the country and identify growing sectors. By communicating with training
institutions on a regular basis, both CHRC and training institutions can adjust training programs to
meet the current market demands for interactive media producers, rather than an estimated or
intuitive demand measure.
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Skills

Interactive media producers were read a 41-item skill series and asked whether each skill was required in
their occupation as an interactive media producer.

Cultural
Hurran Rescs

Skills required for position

On the following page, Figure 1 lists each of the 41 skills and illustrates the percentage of respondents
who say a given skill is required to perform the role of an interactive media producer.

Two skills are required for all producers: active listening and decision making skills, while most skills
listed are required by most interactive media producers.

Least needed are the skills to write complex business documents to persuade sophisticated

audiences (49%) and how to identify and secure investments and financing (34%). The latter skill is
not surprising since 84% of producers are hired full-time or as contractors by companies.
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Figure1l IS THIS SKILL REQUIRED FOR AN INTERACTIVE MEDIA PRODUCER?

Skill Yes
Active listening skills 100%
Decision making skills 100%
Problem solving skills 98%
Analytical thinking skills 96%
Teamwork skills 96%
Present, implement and manage project vision 93%
Determine and manage project timelines and progress 91%
Foster creative environment 89%
Determine production development process 85%
Manage production development process 85%
Assemble and consult with clients and expert working groups 83%
Identify required project resources 83%
Presentation skills 82%
Leadership skills 81%
Ensure compliance of all standards during production development 80%
Plan, schedule and run effective meetings 78%
Write project vision 75%
Determine and measure a project’s success criteria 70%
Manage the content assets and rights 69%
Negotiation skills 67%
Respond to requests for proposals 67%
Contribute to product promotion efforts 66%
Ensure compliance with all laws, regulations, agreements and requirements 65%
Determine a project’s human resource needs 64%
Develop project budgets 64%
Manage project budgets 64%
Manage team performance 63%
Manage the creation, distribution and maintenance of product updates 63%
Assess and manage risks 61%
Assess feasibility and market viability 61%
Collaborate in developing product marketing strategy 60%
Establish team performance objectives 59%
Facilitation skills 59%
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Figure 1 continued...

Skill Yes

Develop stakeholder relationships 58%

Recruit both internally and externally to meet project human resource needs 57%

Manage stakeholder relationships 56%

Make product support available to customers 55%

Develop orientation and training for the project team 53%

Collaborate in developing marketing, public relations, and media relations materials  53%

Write complex business documents to persuade sophisticated audiences 49%

Identify and secure investments and financing 34%

Note: Responses of “don’t know / refused” have been excluded.
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Current skills and skill gaps

After producers were asked if each of the 41 skills is required to perform the duties of an interactive
media producer, they were then asked if they currently possess each of these skills or if they still need to
acquire the skill. When looking at the percentages in the current skills table (Figure 2) and the skill gaps
table (Figure 3), the percentages of interactive media producers who possess a specific skill and those
who still need to acquire that skill can add up to over 100%. This is because employers could indicate
that some of their employees currently possess the skill while others still need to acquire it.

Figure 2 below shows the percentage of producers who currently possess each of the 41 skills.

More than 80% of interactive media producers currently possess 32 out of the 41 skills tested.

Although not all skills are required by interactive media producers to perform their jobs (see Figure 1
above), each skill is possessed by at least 77% of those surveyed. For example, acquiring the skills
to present, implement and manage project vision is required by only 93% of interactive media
producers to perform their jobs, but 87% have these skills.
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Figure2 DO YOU CURRENTLY POSSESS THIS SKILL?

% of

Skill respondents
overall

Problem solving skills 98%
Teamwork skills 95%
Analytical thinking skills 94%
Foster creative environment 94%
Write project vision 92%
Active listening skills 91%
Decision making skills 91%
Presentation skills 91%
Develop project budgets 90%
Manage project budgets 90%
Manage the creation, distribution and maintenance of product updates 90%
Facilitation skills 89%
Leadership skills 89%
Manage stakeholder relationships 89%
Plan, schedule and run effective meetings 89%
Recruit both internally and externally to meet project human resource needs 89%
Determine and measure a project’s success criteria 73%
Manage production development process 87%
Present, implement and manage project vision 87%
Manage team performance 86%
Assess and manage risks 86%
Assess feasibility and market viability 85%
Collaborate in developing product marketing strategy 85%
Develop stakeholder relationships 85%
Determine and manage project timelines and progress 85%
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Figure 2 continued...

% of

Skill respondents
overall

Determine a project’s human resource needs 83%
Ensure compliance of all standards during production development 83%
Assemble and consult with clients and expert working groups 81%
Collaporate in developing marketing, public relations and media relations 80%
materials
Establish team performance objectives 80%
Manage the content assets and rights 80%
Develop orientation and training for the project team 79%
Make product support available to customers 79%
Determine production development process 78%
Write complex business documents to persuade sophisticated audiences 78%
Contribute to product promotion efforts 7%
Ensure compliance with all laws, regulations, agreements and requirements 77%
Negotiation skills 7%
Identify required project resources 84%
Respond to requests for proposals 87%
Identify and secure investments and financing 59%

Note: Responses of “don’t know / refused” have been excluded.
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Figure 3 compares the EWG Chart of competencies with skill gaps identified by interactive media
producers. Three-quarters of the skills tested relate to professional competencies, while the remaining
skills relate to general competencies. As shown in the table, interactive media producers are still in need
of developing many of the skills required as over one-quarter of the skills tested requires development
(over 31% of producers need to acquire training for a particular skill). All the skills tested that fell under
the competencies of “Launch and promote a product” require the most development of any of the
categories. Many interactive media producers surveyed identified the need for developing business skills.
For general competencies, skills tested under the competencies for “Demonstrate communication and
interpersonal skills” also require more development. Interestingly, both negotiation skills and skills
needed to write complex business documents are strongly related to business skills.

The following page illustrates these skills gaps.

Interactive media producers are most likely to lack the required skills on how to:
® |dentify and secure investments and financing (48%); and
® Ensure compliance with all laws, regulations, agreements and requirements (40%)

Interactive media producers are most likely to already have (i.e. a small number of respondents said
they currently possess) the following two skills:

®  Problem solving skills (15%); and

®  Teamwork skills (14%).
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Figure 3  SKILL GAPS

Chart of competencies Skill % of producers
. . Present, implement and manage o
A. Art!culate and c_;lrlve a project vision 32%
vision for a project : - —
Write project vision 20%
Determine production development 37%
process
B. Oversee development Ensure compliance of all standards 349
of a project during production development 0
Manage production development 2504
process
Assess feasibility and market viability 33%
C. Facilitate concept Assemble and consult with clients and 2804
generation expert working groups ?
Foster creative environment 19%
Identify and secure investments and 48%
D. Facilitate financing financing
Respond to requests for proposals 28%
Determlne_ant_j measure a project’s 38% =
success criteria S
Determine and manage project @
. S 27% 3
E. Plan a project timelines and progress 5
Identify required project resources 21% a
Plan,_schedule and run effective 19%
meetings
F. Manage a project .
Assess and manage risks 31%
schedule
Develop project budgets 25%
G. Manage a budget PP J g 0
Manage project budgets 23%
De\_/elop orientation and training for the 29%
project team
H. Build ateam Determine a project's human resource 2506
needs
Recruit both internally and externally to
. 22%
meet project human resource needs
Establish team performance objectives 24%
I.  Manage teams
Manage team performance 18%
J.  Maintain a relationship Develop stakeholder relationships 22%
with stakeholders Manage stakeholder relationships 20%
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Figure 3, continued...

Collaborate in developing marketing,
public relations, and media relations 38%
K. Launch and promote a | materials
product Contribute to product promotion efforts 37%
Collaborate in developing product
X 36% —
marketing strategy s
o
Make product support available to %)
L. Ensure product custon?ers PP 26% @
maintenance and - — S
support Manage the creation, distribution and 2204 o
maintenance of product updates
. Ensure compliance with all laws,
M. Comply with laws, regulations, agreements and 40%
regulations and other requirements
obligations -
Manage the content assets and rights 35%
Negotiation skills 38%
Write complex business documents to 38%
N. Demonstrate persuade sophisticated audiences
communication and I .
0,
interpersonal skills Facilitation skills 34%
Presentation skills 21% =
Active listening skills 18% E
()
Leadership skills 32% o
Decision making skills 21%
O. Demonstrate personal . S .
skills P Analytical thinking skills 19%
Problem solving skills 15%
Teamwork skills 14%

Note: Responses of “don’t know / refused” have been excluded.

Figure 4 on the following page shows the skills required by interactive media producers in order of
necessity, with their associated skill gaps. Some skill gaps are larger among the least-required skills,
such as how to manage a team’s performance (19%) and how to assess feasibility (13%). However,
some of the most-required skills, such as problem solving skills (10%) and decision making skills (9%)
also have sizable gaps.
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Figure4  SKILL REQUIREMENTS VS. SKILL GAPS

Skill [ Required skill ~ [] Skill gap
Active listening skills
Decision making skills

Problem solving skills 15%
Analytical thinking skills 14%

Teamwork skills
Present, implement and manage project vision

Determine and manage project timelines and progress

Foster creative environment

Determine production development process

Manage production development process

Assemble and consult with clients and expert working groups

Identify required project resources

Presentation skills

Leadership skills

Ensure compliance of all standards during production development

Plan, schedule and run effective meetings

Write project vision

Determine and measure a project’s success criteria

Manage the content assets and rights

Negotiation skills

Respond to requests for proposals

Contribute to product promotion efforts

Ensure compliance with all laws, regulations, agreements and requirements

Determine a project’s human resource needs

Develop project budgets

Manage project budgets

Manage team performance

Manage the creation, distribution and maintenance of product updates

Assess and manage risks

Assess feasibility and market viability

Collaborate in developing product marketing strategy

Establish team performance objectives

Facilitation skills

Develop stakeholder relationships
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Figure 4 continued...

Skill

Recruit both internally and externally to meet project human resource needs 57% |22%|
Manage stakeholder relationships ‘W
Make product support available to customers 55% | 26% I
Develop orientation and training for the project team 53% | 38% |
Collaborate in developing marketing, public relations, and media relations materials 53% | 29% |
Write complex business documents to persuade sophisticated audiences 49% | 38% |
Identify and secure investments and financing 34% | 48% |

Note: Skill gaps calculated as per Figure 3.

Perceived training gaps

Interactive media producers were asked to state what they see as the most significant training gaps for
producers now or in the future (see Figure 5 below). Complete verbatim responses to this question are
provided in Appendix C.

Interactive media producers identified their greatest training needs now or in the near future.
Producers need to acquire the skills for adopting new and emerging technologies (16%),
programming in different platforms (10%), project management skills (10%) and web programming
skills (10%).

One in ten producers (11%) says they have no immediate training needs.

Figure5 TRAINING GAPS IDENTIFIED BY INTERACTIVE MEDIA PRODUCERS

Skill %

Adopting new and emerging technologies 16%
None 11%
Programming in different platforms 10%
Project management skills 10%
Web programming 10%
Creative thinking skills 7%
Flash (software) 6%
Self-improvement/professional development 6%
*Marketing in different regions 5%
Game development 5%
*Recruit and manage HR needs 4%
*Teamwork skills 4%
Business development 4%
Communication 4%
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Figure 5, continued...

Skill %
Interpersonal skills 4%
Researching new technologies 4%
Resource management 4%
Social media 4%
*Leadership skills 3%
*Marketing online 3%
Animation 3%
DVD production 3%
Editing skills 3%
*Accounting skills 1%
*Develop training for peers 1%
*Manage content and asset rights 1%
*Product development 1%
*Secure financing 1%
Artistic development 1%
Business approach 1%
E-Learning 1%
Graphic design 1%
Improve technical skills 1%
Mash designer (software) 1%
Script writing 1%

Note: Responses of “Don’t know / refused’ have been excluded. Percentages exceed 100% because multiple responses
were accepted. * Denotes one of the 41 skills asked in the skills sheet.
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Chart of competencies - validation

The 41 skills assessed by the survey are based closely on the matrix of core competencies developed by
the CHRC. To objectively validate this chart of competencies, producers were asked if there are any
additional skills not covered in the survey or may be required in future. Results are shown in Figure 6
below.

Over two-thirds of interactive media producers (68%) feel the chart of competencies reflects the range of
required job skills.

However, acquiring programming/computer skills (5%) is one of the skills producers indicated as missing
from the skills list.

Figure6 PERTINENT SKILLS NOT COVERED BY SURVEY

Training need %

None 68%
Programming/computer skills 5%
Other 3%
Accountability 1%
Architect design 1%
Better work ethic 1%
Design skills 1%
Interactive design 1%
Meet goals 1%
Storyboarding 1%
Strategic planning skills 1%
Understanding terminology 1%
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Skills acquisition

Interactive media producers who said they possess a skill or need to acquire it were asked where they
acquired the skill or where they expect to acquire it in the future. Responses were then grouped into five
categories: self-taught (as in independent study, or while not on the job); on-the-job; informal training /

conference / workshop; formal training; and innate.

Figure 7 below shows the method or expected method of skill acquisition for each skill tested.

Figure 7 SKILLS PATH ACQUISITION

On the Self- Informal/
‘ob tauaht Formal | conference/ | Innate
Skill J 9 workshop
Plan, schedule and run effective meetings 81% 33% 22% 21% 2%
Manage the creation, distribution and maintenance of 80% 24% 290 10% 0%
product updates
Make product support available to customers 79% 33% 17% 5% 0%
Assemble and consult with clients and expert working 78% 39% 13% 15% 2%
groups
Egjglrc()ep(r::é\:]pt)hance of all standards during production 78% 31% 27% 14% 0%
Recruit both internally and externally to meet project human 78% 39% 17% 24% 0%
resource needs
Determine and manage project timelines and progress 77% 28% 31% 18% 0%
Assess and manage risks 76% 31% 20% 27% 0%
Identify required project resources 76% 30% 21% 14% 0%
Respond to requests for proposals 76% 42% 19% 15% 0%
Determine production development process 75% 38% 40% 25% 0%
Develop project budgets 75% 29% 29% 19% 0%
Present, implement and manage project vision 75% 45% 36% 21% 0%
Problem solving skills 75% 56% 46% 22% 3%
Decision making skills 74% 48% 33% 21% 4%
Develop orientation and training for the project team 74% 24% 17% 21% 0%
Manage team performance 74% 30% 20% 12% 0%
Teamwork skills 74% 50% 32% 19% 4%
Colle_lborate_ in developlng marketing, public relations, and 73% 33% 48% 30% 0%
media relations materials
Contribute to product promotion efforts 73% 31% 31% 23% 0%
Determine a project’s human resource needs 73% 31% 17% 23% 0%
Ensure c_omphance with all laws, regulations, agreements 73% 26% 20% 220 0%
and requirements
Establish team performance objectives 73% 33% 29% 20% 2%
Manage project budgets 73% 37% 37% 19% 0%
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Figure 7, continued...

On the Self- Informal/
. Formal | conference/ Innate

Skill job  taught workshop

Manage stakeholder relationships 73% 40% 11% 13% 2%
Develop stakeholder relationships 2% 39% 13% 9% 0%
Facilitation skills 71% 48% 32% 23% 2%
Leadership skills 69% 45% 19% 28% 2%
Manage production development process 68% 41% 36% 20% 0%
Write project vision 67% 45% 37% 23% 0%
Manage the content assets and rights 66% 23% 32% 26% 0%
Analytical thinking skills 65% 52% 47% 17% 1%
Z\égtﬁsi%rgggxaggiséﬂizz documents to persuade 65% 38% 46% 30% 0%
Negotiation skills 64% 49% 25% 32% 2%
Determine and measure a project’s success criteria 63% 30% 27% 20% 0%
Collaborate in developing product marketing strategy 61% 37% 37% 30% 2%
Foster creative environment 61% 61% 28% 19% 1%
Presentation skills 59% 53% 35% 27% 2%
Active listening skills 58% 60% 19% 15% 4%
Assess feasibility and market viability 58% 31% 29% 19% 0%
Identify and secure investments and financing 56% 36% 32% 32% 0%

Note: Responses of “don’t know / refused” have been excluded. Percentages exceed 100% because multiple responses
were accepted.

Learning on the job

On the job learning is by far the most common method of acquiring skills for interactive media producers.
More than one-half of interactive media producers indicate on-the-job learning as the method by which
they acquired or expect to acquire each of the following skills tested. Interactive media pro