Redesigning Arts Policy
in a Changing Creative Landscape

Yoonhee Lee, Director General

of the Business Innovation Division at Arts Council Korea




Contents

1. An Introduction to Arts Council Korea (ARKO)
2. Changes in the Creative Environment
- Policy and Arts/Culture Environments
3. Devising New Support Policies
- Policy Changes, Constraints, Goals, Methods, and Accomplishments

4. Directions for New Art Support Policies



An Introduction to Arts Council Korea (ARKO)

v Founded in 1973 in accordance with the Culture and Arts Promotion Act, Arts Council Korea (ARKO) is one of Korea's

foremost institutes for the promotion of the role and value of art, and the support of artistic endeavors through the Culture

and Arts Promotion Fund.

v" ARKO operates the ARKO Arts Theater, the ARKO Art Center, the Korean Pavilion of the Venice Biennale, the ARKO Arts

Archive, and the ARKO HRD Center in order to provide creative environments for artists and venues for the public’s

enjoyment of arts and cultural activities.
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Changes in the Creative Environment

v" Policy Environment

- A special committee for the purpose of addressing the Fourth
Industrial Revolution installed (Fourth Industrial Revolution : ; . X —
Committee 2017), establishing Korean New Deal policies in
cooperation with relevant departments (2020)

- Enhancement of DNA (Data-Network-Al) ecosystem to

facilitate pan-industrial digital revolution, and expansion of A ——
o o . ) Korean New Deal Policies (8= &2 HA)
digital integration into multiple fields to nurture
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hyperconnected new industries such as the metaverse, cloud Keigdty
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computing, and blockchain R : _ umme

- Announcement of growth strategies for Digital New Deal for New Reality
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culture and content industries centered on the Ministry of
Culture, Sports, and Tourism, with new policies established and
financial support planned in cooperation with ARKO, KOCCA,
KTO, and KCC in order to boost the digital environment

Strategy Report Session for Digital New Deal for Culture and Content Industries
(CIXE7 2 Eot2HEAY MEfE 7))



Changes in the Creative Environment

v Arts and Culture Landscape

- Arrise in online content consumption driven by COVID-19, with the art
community utilizing online/digital tech to boost remote creation,
enjoyment, and distribution of content
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- Rise in creative attempts using new tech such as extended reality (XR), (HIEE Zot2 Y AAER CIX|E EME) (ZEANUR T2HE)

5G, and Al, and an increase in artistic activities where audience
participation plays critical role

> (VR) Scarecrow VRC (Korea National University of Arts AT Lab),
awarded “Spirit of Raindance” award at the 28th Raindance Film
Festival (November 2020)

> (Digital twin) Digital twin tech showcased for the first time in Korea
at the 2020 Daejeon Biennale with the Digital Twin Museum

Scarecrow VRC receives TeamVOID Super Smart Machine

Raindance” Award (B! 20| E 'Super Smart Machine’)
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» (Al) TeamVOID's Super Smart Machine 2020 and Lee Juhaeng's (of=-OtH] A S2A ST H)
Linegrid among artworks that utilize Al as creative tool o
LS Al

- Exploration of monetized remote performance livestreams with
attendance supported by voluntary payments during performance;
launch of RedKurtain, a subscription-based OTT service for
livestreaming theater and musical performances; sales of artworks and
performance via NFTs, a blockchain technology that allows for the
verification and ownership of such events

Daejeon Biennale Digital Twin Museum RedKurtain, an OTT subscription
(b CIX2ER RXY) service for performance art
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Devising New Support Policies

v' Changes in Support Policies

- Launch of new programs with keywords “cyber” and “integration” in 2017, focusing on stage technology and online-focused art

- Continued expansion of program scope into integrated creative endeavors across all genres, following the explosive rise in demand
for remote creative activities due to the fourth industrial revolution and the COVID-19 pandemic

- Utilization of rapidly-changing digital technologies and subdivision and diversification of support programs suited to contemporary
internet platform changes
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“Integrated Stage -Integrated Stage

-Tech Matching .
-Tech Matching

Support Support © ® ® ®

-Foundational Art Support Support Support Art Data  Matching
-Performance Art . . . .

-Cyberspace . . . For art/tech integration for art on online media for metaverse art Support Program

Pioneering -Online Proliferation

2017: KRW 1 billion
2018: KRW 470 million

2019: KRW 2.9 billion

2020: KRW 2.1 billion
2021: KRW 4.75 billion
2022: KRW 4.75 billion

2020: KRW 14.9 billion
2021: KRW 4.9 billion
2022: KRW 5.6 billion

2022: KRW 1.7 billion

2022: KRW 1 billion




Devising New Support Policies

< Remote Art Experience- Artists> < Remote Art Experience- Audience>
v The Limitations of Tech-Integrated Art Remote Art Experience
at Pandemic Outbreak ..
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- Technological limitations of conveying unique artistic characteristics (B¥ e8) (BY 2A8) Has pre-pandemic experience
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respondents cited “relative lack of sense of presence in comparison to live 32. - No experience
art activities” as their reason for not participating in remote art activities. ‘\(ﬂ”lﬁgﬁ * (@5&?2)
- Sudden transition to remote, tech-based art creation and -
_ _ 71Z (The Chasm)
consumption due to COVID-19, with no gradual ramp-up to new Time taken for mainstream proliferation
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- Existence of significant chasm in the transition from Early Market (E1AS) (B ARLACIS SRAOIPEON B +8X2 = Teoe

stage to Mainstream Market stage (the process by which tech is
adopted and utilized by the majority of artists), which calls for

continued provision of relevant experiences and support

-

» From "Study on Establishment of Strategies for the Pursuit of Integration
Support Programs” (ARKO, 2020)

Innovator 2.5%  Early Adaptor 13.5%  Early Majority 34% Late Majority 34% Laggards 16%
(B4R (EE=PN)) (R7] Ct2) (&7] Ct) (X1 Zt4=87%}
Artists seeking innovation Artists preferring perfected technological solutions and convenience
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Devising New Support Policies

v The Purpose of Support Policies

- Using technology to expand the scope and value of art, and to boost creativity and experimentation

- Exploring new ways to integrate art and technology, enhancing understanding of related fields (digital, data, etc.)

- Drawing new audiences and proposing new ways of communicating with them

v" Support Scope Expansion and Support Channel Diversification

Content

Effect

* Clearly stating the focus on all forms of tech integration that expand the horizons of all kinds of art, from high- to low-tech
* Support for idea planning, research, workshops, and other processes
* For data service fields with existing, standardized tech solutions, stable and proven businesses are chosen by ARKO to provide voucher-style support for art

organizations

Lowering  technological  entry

barriers

* Range of support programs offered for projects of all scopes

* Multi-year support for projects in varying stages (planning» production)distribution) to provide continued support for exemplary works

Lowering the burden of initial

investment in relevant technology

* Info-sharing, matching, and education programs to facilitate connections with tech specialists and boost tech skills

* Education and consulting for collaborative art and matters of copyright due to changes in distribution in digital and non-digital environments

* Open-source archives for programs made available for research, precedent checking, criticism, and reference, and establishment of a platform that serves the
needs of each program (Art-tech integration arko.or.kr/artntech, online art artson.arko.or.kr)

Provision of information for

creative  endeavors integrated

with technology




Devising New Support Policies

v Results of Support Policies

- Increase in artistic activities that integrate technology to blur the boundary between media such as performance, video, and games and focus on
interaction with the audience

- Early results were largely simple video versions of live activities or promotional videos, but new artistic models that fully utilize the online
medium soon emerged

- Proactive support for new artistic endeavors such as realistic media, kinetic art, interactive media, Al, and 3D technology led to a wide range of
creative prototypes

- Art and Technology Integration Program supported Kimchi and Chips, who won the Award of Distinction at the world's largest new media
festival Ars Electronica in Australia, and Joon Moon, whose work Augmented Shadow was invited to the Bucheon International Fantastic Film

Festival's Beyond Reality program

Dance Film

n Eun Me Company <Project Commemorating the Melancholy Dance Company
(5G, AR) Participatory dance art o <Until Die Thanks Dance> 2nd Anniversary of Cherry <Mobility_Break the Border>
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Directions for New Art Support Policies

» Building a stable creative ecosystem through a support system that covers every stage of tech integration

Support for Art&Tech Creative Endeavors by Stage (THAH|'8 O] & & 7|& &= X| )

Growth Stage 1 Human Development Stage 2 Introduction, Experimentation, Networks Stage 3 Art Creation, Production
Stage (15H) Q12{2FA) (EHA ZeY, M, HES ) (3THA| ZHE3S}, EHE)

(SEEA)
Result-Sharing Event (81t 37 3])

Art and Tech Integration (C&1} 7| 8%
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Pizzr:r:s Voucher Support Ideas | Production Follow-up Support Voucher Support (S1H X1 &)
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Responses to Tech and Policy Trends Online Media (Remote)/Big Data/Metaverse, XR/A|, etc. .
e ! ! Devel t of Monetization Model
(71, ™ EUE 48 22+910]C|of (bl Th Bt/ T O] El/DH EFEH 2 XR/AI(..)) e et o ary e
Platforms ARKO HRD Center (21272t gl Private-Sector Platforms (21 ZHZ 24 &)
I g &L
(EXE) In/Outbound Residence (2!,0tHI2 E 2| X|H2)

» Expansion of support to Al, green energy, green future mobility tech, etc. and expanding service pool from data-related services to spaces,
equipment, art promotion, etc.

» Establishment of cooperative system with private-sector platforms (NaverTV, social media, OTT, metaverse, etc.), utilizing them as art
consumption and distribution platforms

» Development of intermediary human resources in art and tech through artist/technical director education programs using online educational
platforms or a separate facility, connecting program grads to job opportunities



Thank you.




