	[image: image5.png]



	The Millennium Project

Global Futures Intelligence System  

WWW.THEMP.ORG
	4421 Garrison Street, N.W.
Washington, D.C. 20016
U.S.A.
	Tel./Fax 1.202.686.5179

e-mail info@millennium-project.org

www.stateofthefuture.org


The Millennium Project www.millennium-project.org


[image: image5.png]





    

   September 25, 2018   

Dear Participant in the Culture/Arts Real-Time Delphi,

Thank you for your participation in the Culture/Arts Real-Time Delphi that assessed 17 long-range actions to address future work-technology dynamics.  You are welcome to share this with relevant government agencies, thought leaders and media in your country.
The top five most effective actions rated by the international panel were:

· Repurpose libraries, old post offices, movie theaters, national parks, museums as well as “maker spaces” as “creative placemaking,” hubs for integrating the arts and community building–-a nexus for creative contribution, life-long learning, cultural exchange, and Next Tech/digital connection places. 

· Produce movies, music, TV shows, computer games, and immersive media with more positive storylines that portray how the culture of augmented humans could evolve without prejudice and conflict with non-augmented humans.
· Support joint cultural activities with other countries that re-enforce new values that help the transition to the next rapidly changing technological/economic realities. 

· Establish associations, communities of practice, and/or arts/media alliances to create and help new social movements with themes such as: self-employment as new norm; technology to augment human capacity rather than replace humans; self-actualization economy; invest in what replaces you; eco-empathy; and good news in media about positive actions. 
· Expand the purpose of work to self-actualization and moving from “my job is my identity, value to society, and source of dignity” to my identity, value, and dignity is how I invent my life, how I give it purpose. 
As you know, for each of the 17 suggested actions, the international panel was asked: 

· If implemented, how effective could this be in improving our long-range work-technology prospects by the year 2050?

· How feasible is it to implement this suggestion (in enough time to have a substantial effect by 2050)?
· Additional comments?
The explanations and comments were very extensive and will be available in the appendix of the final report; in the meantime we have distilled text for relevance and combined similar comments for this shorter report below. 
The Future Work/Technology 2050 study has five phases:

1. Literature and research review to find what questions were not asked or poorly answered as input to our international Real-Time Delphi survey.

2. Over 300 futurists, AI and other technology professionals, economists, and other related experts from over 45 countries shared what should be considered in the construction of alternative future work/tech scenarios.

3. Three Work/Technology 2050 Global Scenarios drafts were written and reviewed by over 450 futurists and others via three Real-Time Delphi questionnaires: It’s Complicated – A Mixed Bag; Political/Economic Turmoil – Future Despair; and If Humans Were Free – the Self-Actualization Economy.

4. These three scenarios (each about ten pages) were used as inputs to workshops in 20 countries to identify long-range strategies to address the issues raised in these detailed scenarios.

5. The suggestions were distilled and grouped for relevance to education & learning; government & governance; business & labor; culture & arts; and science & technology, and assessed by separate international Real-Time Delphi expert panels.
Workshop participants suggested over 250 actions via 30 workshops conducted in 20 countries (full text will be available in the final report’s annex). The 17 actions suggested below were distilled from the workshops and scenarios for their relevance to the potential future of cultural change. They were then assessed by an international panel of 165 participants from 44 countries using a Real-Time Delphi (an online expert judgment assessment tool). 

A distillation of the panel’s comments on each action gives a rich insight into what we should do and factors to consider implementing them. Enclosed at the end is a distillation of an additional 18 actions suggested by the international panelists, except those actions already covered in the other four Real-Time Delphi studies.
Best regards,
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Jerome Glenn

Co-Founder and CEO
The top five most effective actions relevant to culture to address issues raised in the Work/Technology 2050 Global Scenarios as rated by the international panel are:

· Repurpose libraries, old post offices, movie theaters, national parks, museums as well as “maker spaces” as “creative placemaking,” hubs for integrating the arts and community building–-a nexus for creative contribution, life-long learning, cultural exchange, and Next Tech/digital connection places. 

· Produce movies, music, TV shows, computer games, and immersive media with more positive storylines that portray how the culture of augmented humans could evolve without prejudice and conflict with non-augmented humans.
· Support joint cultural activities with other countries that re-enforce new values to help the transition to the next rapidly changing techno/economic realities. 

· Establish associations, communities of practice, and/or arts/media alliances to create and help new social movements with themes such as self-employment as new norm, technology to augment human capacity rather than replace humans, self-actualization economy, invest in what replaces you, eco-empathy, and good news in media about positive actions. 
· Expand the purpose of work to self-actualization and moving from “my job is my identity, value to society, and source of dignity” to my identity, value, and dignity is how I invent my life, how I give it purpose.
The top five most feasible actions relevant to culture to address issues raised in the Work/Technology 2050 Global Scenarios as rated by the international panel are:
· Make this study (initial research, global scenarios, and actions) available to cultural and art leaders around the world by conferences and other means. 
· Repurpose libraries, old post offices, movie theaters, national parks, museums as well as “maker spaces” as “creative placemaking,” hubs for integrating the arts and community building–-a nexus for creative contribution, life-long learning, cultural exchange, and Next Tech/digital connection places. 

· Work/Tech future-oriented people should work with celebrities, writers and content creators of TV, movies, computer games, music, immersive media, and emerging media technologies to get new ideas into the culture, like potential cultural impacts of Next Technologies (NT) such as expanding the purpose of work from survival/livelihood to self-actualization. 
· Produce movies, music, TV shows, computer games, and immersive media with more positive storylines that portray how the culture of augmented humans could evolve without prejudice and conflict with the non-augmented humans.
· Create a short-term mass awareness campaign involving celebrities with vast audiences to diffuse the message of coming new cultural paradigms.

The complete list of 17 actions with the averages of the international panel’s ratings as to their effectiveness and feasibility is below following by a distillation of the international panel’s comments on each action.
Actions relevant to culture/arts/media to address issues raised in the 
Work/Technology 2050 Global Scenarios as rated by the international panel are:
	No.
	Actions                                 5 = the highest   1 = lowest 
	Effective
	Feasible.

	1
	Establish national advanced public/private research centers to explore the kinds of cultural change needed to address the future work/tech issues and how arts and media can help achieve such cultural changes.
	3.49
	3.17

	2
	Work/Tech future-oriented people should work with celebrities, writers and content creators of TV, movies, computer games, music, immersive media, and emerging media technologies to get new ideas into the culture like potential cultural impacts of Next Technologies (NT) such as expanding the purpose of work from survival/livelihood to self-actualization.
	3.46
	3.45

	3
	Art schools, ICT professionals, philosophers, others should be encouraged to develop the means (e.g., experiences, arts, media), that can help the healthy transition to cultures that increasingly blur the perceptual differences among virtual, physical, and augmented reality.
	3.28
	3.26

	4
	Produce movies, music, TV shows, computer games, and immersive media with more positive storylines that portray how the culture of augmented humans could evolve without prejudice and conflict with the non-augmented humans
	3.59
	3.43

	5
	Develop altered states of consciousness Art to imagine new futures of work and technology including merging human beings and technology.
	3.12
	2.80

	6
	Public/private research should explore the cultural transition for a new social contract between the government and the governed, who potentially could be both unemployed and augmented geniuses.
	3.29
	2.90

	7
	Create a short-term mass awareness campaign involving celebrities with vast audiences to diffuse the message of coming new cultural paradigms.
	3.12
	3.27

	8
	Conduct a systems analysis of all big players influencing culture, and then create and implement socio-art campaigns to help the public understand S&T in development.
	3.29
	3.06

	9
	Establish associations, communities of practice, and/or arts/media alliances to create and help new social movements with themes such as self-employment as new norm, technology to augment human capacity rather than replace humans, self-actualization economy, invest in what replaces you, eco-empathy, and good news in media about positive actions.
	3.56
	3.19

	10
	Invent ways to reduce social isolation of tele-workers and youth (teens are increasingly suffering from depression and increased self-harm and suicide due to excessive use cell phones and social media).
	3.42
	2.96

	11
	Expand the purpose of work to self-actualization and moving from “my job is my identity, value to society, and source of dignity” to my identity, value, and dignity is how I invent my life, how I give it purpose.
	3.55
	3.10

	12
	Create Departments of Collaboration to help address the issues in the three Work/Tech 2050 Global Scenarios.
	3.28
	3.078

	13
	Establish a government department or office of cultural impacts for Next Technologies (NT).
	3.02
	3.05

	14
	Establish the ‘Integrity Idol’ as an example of taking a popular culture template and putting it in the service of the public interest.
	2.91
	2.95

	15
	Support joint cultural activities with other countries that reinforce new values to help the transition to the next rapidly change techno/economic realities.
	3.58
	3.21

	16
	Repurpose libraries, old post offices, movie theaters, national parks, museums as well as “maker spaces” as “creative placemaking,” hubs for integrating the arts and community building—a nexus for creative contribution, life-long learning, cultural exchange, and Next Tech/digital connection places.
	3.69
	3.51

	17
	Make this study (initial research, global scenarios, and actions) available to cultural and art leaders around the world by conferences and other means.
	3.53
	3.54


17 Actions ordered by effectiveness:
[image: image2.png]16.Repurpose “maker spaces” as “creative placemaking” hubs; Next Tech/digital connection places.
4. Positive storylines on augmented humans evolving without prejudice to non-augmented humans.
15. Support activities among countries to help the transition to the next techno/economic realities.

9. New social movements to support new forms of work and technology to augment human capacity.
11. Expand the purpose of work to self-actualization, moving to invent own life and purpose.

17. Make this study available to cultural and art leaders around the world.

1. National public/private research centers to address cultural changes of the future work/tech issues.
2. Work/Tech/Arts future-oriented people collaborate for cultural changes versus work and new tech.
10. Invent ways to reduce social isolation of tele-workers and youth.

8. Create and implement socio-art campaigns to help the public understand S&T in development.

6. Public/private research for a new social contract between the government and the governed.
3.1CT and arts professionals address perception of virtual, physical, and augmented reality.

12. Create Departments of Collaboration to help address the Work/Tech 2050 Global Scenarios.

5. Develop capacity to imagine new futures, including merging human and technology.

7. Mass awareness campaign to diffuse the message of new cultural paradigms.

13. Establish a government department or office of cultural impacts for next technologies.

14. Establish the ‘Integrity Idol’ as an example of popular culture template.

m Effectiveness

W Feasibility

3.5






Demographics of the participants:

Regional:





Primary Professional Affiliation
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North America (52)

Asia (19)

Latin 

America (19)

MENA (18)

Africa (4)
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(62)

Independent 

Consultant (38)

Business (24)

NGO (15)

Government (15)

Other (9)

International 

Organization (3)


Distillation of participants’ explanations and comments per each question:

Suggested Action 1: Establish national advanced public/private research centers to explore the kinds of cultural change needed to address the future work/tech issues and how arts and media can help achieve such cultural changes.
1.1 How effective?

Research centers are good places where innovative ideas usually arise, so these could be good environments to rethink cultural changes for a future world; The USA workshop in Washington suggested a DARPA-like agency for culture (Defense Advanced Research Project Agency);  DARPA is good example, not sure which one in UK, maybe NESTA, DSTL; Culture is a crucial prerequisite to be able to effectively make the necessary changes to address future work/tech issues; in a broad sense social change is always 'cultural;' mixed structures/facilities would work; they should be somehow connected with advanced companies; having an official outlet that dedicates its time on preparing for the future will have an audience; think tanks explore cultural changes as consequences of transhuman technologies; will take multiple generations unless there is a cataclysmic event that necessitates that change; such exploration should be done on an ongoing basis; local centers would be more effective than national centers in reaching citizens.
1.2 How feasible?

How do we get past all the noise in the mixed-intentioned media to get the message of the results of this agency's research to enough people to make a difference; just a question of the will and leadership to do it; easy to add as a role for national arts institutes to play; it will help understand the challenges that we are facing; there is enough interest in the future to create it and can be done with minimal funding, yet longevity will be based on actual impact of its work; change of culture in general is not an easy task; justifying the funds to do this might be a challenge.
1.3 General comments:

Media and entertainment are early adopters of technologies and are already influential in presenting how people will, do, or have used technology (plots in movies, games, plays, and descriptions of how children play with toys are all part of this); The number of NGOs focused on this grows (e.g., Croatian Cluster of Creative and Cultural Industries http://en.hkkkki.eu/); our university is precisely starting right now this kind of public-private partnerships addressing this topic; in Turkey the center should be independent of the government, ruled as a NGO, under the protection of an international organization; to seriously generate research and multidisciplinary knowledge to address the new challenges of the future it has to be independent and overcome individual and political interests; a multidimensional network of private research centers plus one or more virtual centers is needed for Korea; while the Millennium Project is a good example of such an effort, work at the national level is significantly more resource intensive—so the questions are: who understands the need; who can effectively make decisions, and who can then efficiently implement chosen cultural changes; cultural change is either a multi-generational process or it is forced/imposed upon a culture(s) by external and/or internal force; establishing a national center will take at least 15 years to reach level of productivity that will be needed to affect change by 2050.
Feasibility of this varies widely worldwide; too few in my country would be able to understand how these two things are even connected; communicating through hand drawn animations is a very useful tool to reach a broad public at once; consider tourism’s role; cultural and creative industries have become major factors in national economies; since 2000 arts and media are very powerful in creating daily life around the globe; need for cooperation among these centers; very important to make synergy of cultural values to support peace and development; well worth attempting, but avoid big investors who care more about censorship than in transformative stories and images; this can be very effective, but can be easily corrupted; there will be cultural barriers for implementing the cultural shifts; this type of project requires a champion; people will start making statements through relevant arts of their own volition; not sure that a research center would be a modern mode of institution for a task like this.
Suggested Action 2: Work/Tech future-oriented people should work with celebrities, writers and content creators of TV, movies, computer games, music, immersive media, and emerging media technologies to get new ideas into the culture like potential cultural impacts of Next Technologies (NT) such as expanding the purpose of work from survival/livelihood to self-actualization.
2.1 How effective? 

Science fiction writers, movies, and advertisements already do this; consider the values communicated by Star Trek; music was the driving force in the USA of the 1960s “cultural revolution;” a leading US figure spent time with the song writers of the Jefferson Airplane and others to get public attention to new values; music, television, literature (Timothy Leary and Baba Ram Das with their books and public speaking about LSD promoted on TV and in music) made that cultural change phenomenon happen and now the medium of the internet is affecting many for good and bad; hearing celebrities talking about the meaning of life, work, and technology would have a very positive impact; celebrities reach wider audiences; they are cultural attractors; this is already happening but not yet widespread.
2.2 How feasible:

Easily done through networking; celebrity actors and other entertainers already routinely become engaged in social and political issues; find those who are particularly sensitive to the issues of the future Work and Technology 2050 so that they truly engage in this; shows like "Ann With An E" and Dick Wolf's attempts to raise social issues of the day thru his Law & Order and other franchises and some of Steven Spielberg's movies are some examples; the artistic community as a whole has played this role for a long time, but get the right persons and provide them with good information; it is difficult to think of who would pay a celebrity to advertise the need to dissociate work and income; with the right people it is very feasible, but today's world is far busier than the 1960s cultural changes in the US yet we now have far more means of communication.
2.3 General comments:

We need to give the audience an extension in every TV episode while tying the pieces together from one episode to the next like Big Bang, the very popular TV show has done for science—it has probably taught more people about Schrödinger's cat than physics professors; TV soap operas in India are used to encourage more developed attitudes; We need people like Neil Degrass Tyson who can communicate future ideas, we need to show the current sponsors and producers these steps will attract an audience; work/tech future people can become these types of people and vice versa; work with organizations like Hollywood, Health and Society at USC, CA and also Participant Films, Science and Entertainment Exchange, The UN Foundation, etc. The Entertainment Industries Council www.eiconline.org does great work along these lines; working with cultural change through popular culture itself is a very promising approach to self-actualization; Assoc. of Professional Futurists APF chose an education futures study as a 2017 winner which includes a range of change strategies in this area; this approach is common worldwide, but not yet focusing on the long-term future work/technology issues; we should look for the future-oriented initiatives and ideas to come from the younger generation rather than from the already established writers, content creators etc.; AI will transform the role of entertainment in the future; we need next gen human-cantered empowering science fiction like: https://doteveryone.org.uk/women-invent-the-future/.
One of the roles of the arts is to expose the public to alternative ideas, and the idea of a post-work world definitely needs to be promoted; this must also be taught in schools, with new, continuing education through TV; what we are talking about is a revolution in mindsets and attitudes; needs to be an all-out reinvention of human nature; I would support an idea of intensified multifield interaction; collaborating with pro content creators can uplift the quality of the messages and the impact;

this could be very effective, but unless there is a universal basic income, people may feel patronized; 
connecting innovators and communicators should drive the public will, but so can counter-minded groups of people—like the anti-science people; media and communications are in the hands of the few and need to be expanded; I fear many artists and most sponsors would still rather give people what they want to see rather than what they need; this is a static vision and a manipulation of people without an actual engagement of the people.
Suggested Action 3: Art schools, ICT professionals, philosophers, others should be encouraged to develop the means (e.g., experiences, arts, media), that can help the healthy transition to cultures that increasingly blur the perceptual differences among virtual, physical, and augmented reality.

3.1 How effective?
Agree that art schools, ICT pros, and philosophers developing the means to facilitate engagement between AR, VR, and physical realities, but am not sure we should be blurring those differences lest we get lost in and lose mental abilities like with the use of calculators in schools over the past decade, kids can no longer do math in their heads. Also, the link between art schools and ICT pros and philosophers and business needs to be strengthened for this to maximise the level of impact. This will allow everyone to learn the many realities that will exist in our environment simultaneously.
3.2 How feasible?

World is moving in this direction; begin with pioneers and others will follow; I think these groups are interested in supporting these types of initiatives, all you have to do is keep doing what you're doing with the kids in first and second grade—the color palette, styles of artistic expression, etc., keep teaching this all through their K-12 education, children have eidetic minds anyway, so just keep on supporting that; it is feasible but necessary to articulate "different and new" forms; the links and connections already exist, much is already being done with this, and there is economic incentive to do it because it will expand the market for VR and AR products.
3.3 General comments:

We are entering into an era of co-evolutionary symbiosis, in which the boundaries between the virtual and the real, the biological and non-biological domains of existence perception and functionality not only become "blurred," but irreversibly inseparable, by necessity; even now, the scale, velocity and parallelism of sensory and contextual information processing is rapidly accelerating into domains of existence management and interaction for which there is no previous precedent in human history, the symbiotic merging of the virtual and the real will become the accepted norm rather than the exception, what appears to be somewhat novel examples of current interrelated technologies of the moment will become a ubiquitous co-evolutionary ecosystem, emergent features of this accelerating new norm will become apparent as artefacts of behavioural epigenetics; we need to bridge the gap between the digitally literate and illiterate; it must be a part of every television sitcom and news show. 
Art schools and engineering schools produce the product designers who are already designing the human-technology interface, they visualize the future of how people will work with futuristic products; 
See USC Hollywood Health and Society and the UCLA's Skoll Center for Social Impact Entertainment http://www.tft.ucla.edu/skoll-center-for-social-impact-entertainment/  for case studies; my work on developing VR, AR, and immersive arts is showing me many possibilities, but blurring the perceptual differences, also could manipulate people’s perceptual realities—think MATRIX; the market will drive these changes, but without much integration; these transitions will happen slowly and gradually; preferring virtual to actual reality can often increase isolation and despair; waste of resources as not focused on real issues; the blurring of perceptual differences between realities will guarantee the end of the human species. 
Suggested Action 4: Produce movies, music, TV shows, computer games, and immersive media with more positive storylines that portray how the culture of augmented humans could evolve without prejudice and conflict with the non-augmented humans.

4.1 How effective?
Movies, music, etc. plant the seeds of what people will believe tomorrow; stories are the programming language of culture; this seems a valid way to start the movement; understanding a variety of human augmentations including physical augmentations like artificial hearts and legs, as well as performance drugs, and eye glasses can be used to help bridge the gap, and might get people past what they see as sci-fi alteration of humans; think of the French film DEMAIN of Cyril Dion and Mélanie Laurent and its impact on our perception of the future.
4.2 How feasible?
Only the will to do this is needed; depends on leadership—who will give the leadership for this; the question is whether a government agency or politician can effectively lead artists and cultural leaders to create stories and content; the non-digital and non-physical augmentation of humans is already being done through meditation and other religious practices and needs to be encouraged through positive media of all forms. 
4.3 General comments:

Definitely worth the effort, and it certainly should be done, but we need to start really early, infuse it into how we bring up children, and create social-political-cultural structures that support more egalitarianism; the biggest challenge around this approach in fictional storytelling is the inherent need for story to have dramatic structure—conflict and a protagonist and antagonist. We could, however find ways to team up the augmented humans with non-augmented to fight other negative forces vs. vice versa; many games and movie producers will welcome such narratives, creators can enter contests for their ideas to be funded; government arts councils could give awards content, but creatives cannot be dictated to; much innovation has been presaged by the minds of sci-fi writers, screen writers, and artists of all art forms, to what extent are we including in the "augmented humans" category, persons who have gained what are considered exceptional abilities through Yoga and other religious practices, as well as with physical technology to which everyone should have equal access to reduce future prejudice and conflict; show how culture can evolve with human augmentation as a form of self-actualization. 
This is critical optimism, as distinct from media populist negative narratives that the world is worse every day, this is not true, and we need to change this collective mentality of negativity to a positive and reflected one; too many games are just about warriors, not about statecraft, we need to emphasize statecraft as much as we do warrior-ism; point out the challenges and alternative ways forward, not just promoting a technologic future; augmented humans must be taught during their childhood schooling and throughout life to consider those who have been left behind; without digital augmentation we are dead as a species, since eventually, we will have to leave this planet. 

Suggested Action 5: Develop altered states of consciousness Art to imagine new futures of work and technology including merging human beings and technology.
5.1 How effective?

Small numbers of people would get this, for them it would be very effective; not for the masses, but visionaries across cultures have always done that and continue to do so; include meditation, prayer or similar methods; create alternative scenarios to provoke action; designing futures from the imagination is very important; it is those who tend to fall outside of the normal states of awareness already who see a future and then go on to create it, there are already many non-drug or physical implant means of entering altered states of consciousness, and these should be encouraged and explained so that more seek to take advantage of them; this may also be dangerous and have negative effects on youth (escapism, autism, isolation, and aggression).

5.2 How feasible?

Variety of efforts are available, but may cause suspicion from the public or authorities; Certain groups of experimenters are already trying such things and many more will try, in this time frame, I think it will still be somewhat experimental; very challenging on a massive scale; public opinion will be hard to change in just 32 years; very feasible but unpredictable consequences for mental health; not easy for the masses.

5.3 General comments:

Isn't that already being done much more than most people realise? Maybe it needs more positive emphasis in its application; experimenting with merging human beings and technology, why not, people have always explored altered states of consciousness with a variety of means such as substances, meditation, and technology; a good theme to explore; human/AI partnership (as an alternative to AI/robot replacement of humans) does deserve consideration, but artists and educators will need wit and logic if they are to persuade the general public to seriously consider this alternative;
feasible when launched from an all-encompassing scientific launching pad; too radical an idea for us to be able to grasp all its implications right now; could be very powerful, but I do not necessarily recommend this for everyone; art has always been the laboratory of the future where people and societies have been able to experiment, demonstrate, make tangible, reflect, and bring awareness of novelty among societies; music videos, art, stories (especially science fiction), comics, plays, etc. are all able to embed these types of storylines into their narratives, immersive VR, fulldome, and AR are new ways to deliver these stories that feel more like an "altered state" than more traditionally delivered media; reading a book can alter your state of consciousness; studies already show that Virtual Reality enables people to see how their actions affect other people and the environment around them; this could be very feasible, but do we really want to do it, better to have conscious humans separate from the machines so we can pull the plug when necessary; it is very difficult to imagine how future work and relationships will work, even in current times, merging humans with their technology will be seen as creating a monster or fearful beings who might hurt or destroy those they replace; this will happen in some measure naturally, I don't think it will have a big impact; more escapism from real world situation of humans on a warming planet.
Suggested Action 6: Public/private research should explore the cultural transition for a new social contract between the government and the governed, who potentially could be both unemployed and augmented geniuses.

6.1 How effective?
The social contract needs to be revisited for any future in which people are free to constructively pursue whatever they chose in life, and part of the contract will have to be a major cultural transition from the work-ethic based on more open alternative life styles, including the unemployed and non-physically augmented geniuses; it is obvious from recent elections in most countries and rising social movements that there is a disconnect between what government's think they are doing and what large segments of citizenry thinks government is doing or not doing for them. A review of the social contract is overdue; forecasting future prejudice/conflicts is VERY important so that we can think of how to prevent or reduce its severity; very desirable because of the assumption "shared" by the whole of society; new social contracts should also consider a planetary perspective beyond national boundaries.
6.2 How feasible?

Using the arts and futures groups such as this one to promote it, combined with public and private think tanks and other research organizations having competitions for research grants combined with private sector participation in the implementation of these research results, it is feasible to achieve significant effect by 2050; new social contracts have to include these new considerations; important to organize alternative social institutions; unfortunately, it appears there will be even more polarization before anyone will reach an agreement as to what the role of government will be; the powers to be will hold on and fight to maintain current systems until they completely break down.
6.3 General comments:

Groups that do the research end up with complex models of relationships, which they are unable to communicate, and other groups demand certain and simplistic solutions, which they communicate in emotional sound bites, and they reject the complex solutions based on research; necessary; for UBI to have any chance of being implemented, a new social contract between government and the governed will have to be forged that includes the possibility of actively unemployed and non-physically augmented geniuses; some countries may start providing incentive to attract these geniuses to their countries (brain-haven, like tax haven today); how volatile a social force would the augmented but unemployed 'geniuses' be, as it sounds like a recipe for political versus cultural revolution; how to evolve rather than have revolutions; if society/government does not work smoothly with future augmented geniuses their disappointment could lead to conflicts as they try to take or at least achieve what they think is their role in future business and government decisions, their integration must start when they are teenagers and will need a plan for their full lives. 
Governments are ripe for change, more discourse on the shifted paradigm and deeper understanding of evolving world systems is needed with tangible solutions, taking into account that some international companies make more money than governments; the P2P foundation offers a new social contract: https://blog.p2pfoundation.net/author/michel; governments and citizens revise their social contracts in each electoral cycle; AI will be the driver for change and governments will have to adapt; no doubt new social contracts will be created over time through universities, think tanks and other research bodies; I agree that a new social contract is needed but dislike the link to unemployed and augmented geniuses; if the extant system falls apart under its own weight there's a better chance for constructing a new social contract; pretty dangerous proposition; if government gives us everything we need it turns us from makers into full-time consumers; a new social contract is possible only among educated people; we need informed objective presentations of issues, ideas and alternatives to the ideological spins as part of the new social contract.
Suggested Action 7: Create a short-term mass awareness campaign involving celebrities with vast audiences to diffuse the message of coming new cultural paradigm.

7.1 How effective?

Very effective to quickly reach a wider audience; celebrities are listened to more than many prominent leaders; arts plant the seeds of ideas in peoples’ minds and some of those people actually go on to create those new realities, technologies, paradigms, and cultural trends, so doing so on a massive scale to jump start that cultural change could be very effective if properly done with a broad range of celebrities from multiple fields collaborating in the public discussion on the sorts of options for cultural change; make sure this is culturally relevant in all cultures and not dominated by the US and EU, mass audiences in India and Japan for example carry greater weight in the Asian region where the majority of the world's population lives; this will help, but it's only a small piece; in the current infobesity environment, this will be a splash in the ocean;

7.2 How feasible?

Very feasible with the right contacts, carefully crafted messages, using a wide range of celebrities, and not just entertainers, will ensure broader acceptance, and showing a discourse about the subject rather than just telling people what to think and instead engaging them in the process, will enhance its effectiveness and shorten the trajectory to significant impact; celebrities feel good about doing these things as it's good for their image; preparing for the future is often a missing piece in entertainment, we need more focus on being a better person, creating a better shared society for the future.
7.3 General Comments:

Why only short-term? From royalty to rock stars, people everywhere tend to imitate celebrities who practice and advocate new values and life-styles; let's use this as an element to usher in the coming new cultural paradigms sooner rather than later; I think it would be one of the best alternatives to spread the message; the ice bucket example led to more than 2.4 million tagged videos om Facebook: https://en.wikipedia.org/wiki/Ice_Bucket_Challenge; another example of how a short-term mass awareness campaign can be effective: http://www.udruga-gradova.hr/wordpress/wp-content/uploads/2016/07/5.-HKKKI.pdf; there's a lot of positive action already being done, so bringing this to the fore could be rather effective.
Instead of mass campaign, better to diversify messages to fit specific audiences; people listen to icons they relate with; this needs a political start employing the planners, our current science and humanities professionals, as well as political leaders who can explain how this will be handled within society. people need to see clear examples of the possible actions and results, carefully broken down into small steps that we can all visualize; short-term campaigns will not have persistent influence on issues that are culture-driven; cultural change takes place in more subtle ways over time; celebrities are hardly the right persons for serious work; instead of mass awareness campaign, share information and invitation to think, to react, to invite people to be aware and interact, mass awareness campaign sounds too much like indoctrination.
Suggested Action 8: Conduct a systems analysis of all big players influencing culture, and then create and implement socio-art campaigns to help the public understand S&T in development.
8.1 How effective?
This could be very effective, if the relationships between science and technology and culture can be demonstrated in a self-explanatory way; good for awareness if it doesn’t become too complex; 
a good diagnosis is vital to subsequently act on the right "levers;" this could be very effective, but who initiates this, UNESCO, National Endowment for the Arts, some billionaire.
8.2 How feasible?

This might require some breakthroughs in human thinking; takes a lot of time and management; getting a systems analysis that provides insight into both the positive and negative influences of the big players could produce a balanced way forward to ensure greater impact sooner; depends on investments; maybe the companies would pay for it if they were chosen.
8.3 General comments:

Very important to conduct systems analysis of influences; both analysis of big players and changes are needed, as one influences the other; charts and graphs and media illustrations could be very effective in bringing awareness about these tightly interwoven systems that control so much of culture; for too long cultural agents have been speaking and having impact in their own circles, we need to break the bubble; show all sides; if big players include government, non-governmental organizations (unions, political parties, business groups), radio commentators and others with ideas, then it works, but cooperation among them is difficult; consider trustworthy advertising, meetings between scientists and opinion leaders, proper debates in Parliament, public meetings, instead of razz-matazz art campaign; big players change too rapidly; social engineering of a different order would be needed to affect change; we have mapped the creative cultural industries in Croatia to evaluate policy impact; clearly different for different areas, some relevant for China, some for US & Europe, seems a good idea, but difficult to implement globally; very mechanistic approach to culture; interesting that we refer to 'the state of the art' in science and also to artists' 'experiments' (as in, "experiment in blue"), people 'feel' art with their inarticulate senses, but there doesn't seem to be a similar sense of feel among non-scientists for what science is, how can the gap in aesthetics be bridged; a global and ubiquitous understanding of S&T requires a fundamental transformation of the architecture of the human enterprise; this analyses will take a very long time and is complicated since many new actors will be added constantly during the process.
Suggested Action 9: Establish associations, communities of practice, and/or arts/media alliances to create and help new social movements with themes such as self-employment as new norm, technology to augment human capacity rather than replace humans, self-actualization economy, invest in what replaces you, eco-empathy, and good news in media about positive actions.
9.1 How effective:
If these associations identified their improvement systems and then improved those systems, they would become more effective; most of our challenges today require ecosystem solutions; such associations, communities of practice and alliances will have to keep looking beyond their narrow self-interest, but doing this will greatly improve long-range work-technology culture; similar happenings on Meetup platforms; the development of alliances with robust players and from very diversified sectors are opportunities for the articulation between work and technology; most of these ideas will have come and gone by 2050.
9.2 How feasible?

We need good examples, there are so many elements in this one action and as a result there will be so many different self-interest groups fighting against this combination of positive changes in culture in the future, it won't happen without some support from government, and more policy than monetary support; would need to get buy in from media; this is key to the whole process.
9.3 General comments:

Yes! We are setting this up in Eindhoven, and we are open to collaborations across the world to compare results and best practices; anything like this will help society evolve, although I think a good deal of it will happen naturally over time; this level of detail and concern for potential audiences appears to have more possibility for success than the preceding initiative; seeing more of them portrayed and explained in media could be quite helpful to spur imaginations and confidence that these things are possible; this can be important when trying to integrate technology into society, to see groups who really care about these issues; technology to augment human capacity rather than replace humans, yes, also show incredible beauty of humanity in order to implement smart augmented reality; this would be a more modern way of initiating action, good, but stimulate critical and analytical minds with human empowerment otherwise it is manipulation rather than helping people to understand; expand the operation of the Corporation for National and Community Services; important, but only in a peripheral sense; a world-wide commitment and extensive resources to accomplish all this will be hard to get started under 20 years and then it will take another 20 or 30 years to implement these changes around the world.
Suggested Action 10: Invent ways to reduce social isolation of tele-workers and youth (teens are increasingly suffering from depression and increased self-harm and suicide due to excessive use of cell phones and social media).
10.1 How effective?
Use apps which give you all the solutions around your home to join a group of people who also need companionship; this can also be done using machine learning; ICTs influence "social isolation" but social values are what cause human behaviors; loneliness and isolation are a cultural problem that is exacerbated by tech use, but there may be ways to alleviate such feelings with help from technology and awareness; social isolation can be exacerbated by cyberbullying; de-humanization has been a meme with all new technologies.
10.2 How feasible?
Awards and attention to good practices to alleviate social isolation; promote responsible use, see South Korea’s programs to counter cyber addicts; reduce it through cultural activities, possibly aided by technology; if done at the community level, it is possible, and broad scale dissemination and implementation along the lines of the US’s First Lady's Cyberbullying initiative internationally.
10.3 General comments:

Essential to give every person a feeling of contribution and connection with others who are working on the same or even on completely different topics; needs trained motivators to help individuals through hard times; everyone needs someone to talk to about their own work and their progress or accomplishments, people will need broad recognition of what they are doing and what they have done, continually through their lifetime, not the work of a sycophant, but an honest and knowledgeable recognition of what they have found or added, or even have investigated and discarded, we all need encouragement; engage youth in more community based experiences and projects, after school creative programs, Yoga, physical activities, crafts and skills building, etc.; very important that they have personal engagement and socializing vs. isolation; social media is sometimes an answer to the isolation; grant aid in exchange for community work for young people for employment or reintegration; this is a civilization problem, maintaining human community in an increasingly technological age; this needs to start from a child's first day and be guided by thoughtful parenting, schooling, social education, media literacy training, and of course in-person activities; organizations like Birth2Work are doing great work in this arena; find a balance between the negative and positive effect of social media; directly connecting depression and increased self-harm with excessive use of cell phones seems short sighted and limited; needs integration with a wider range of initiatives; there are great social shifts and population migrations around the world, most of which are causing social isolation, loneliness, and depression, overuse of cell phones and social media is apparently making it worse, but the real solution is to enable people to feel connected and useful and productive; a good deal of this problem comes down to poor parenting; incorporate emotional intelligence; in social media there is a lack of immediate feedback/consequences for one’s actions by persons known to the individual unlike feedback when in physical presence of others; a total paradigm shift may be required to fully address this.
Suggested Action 11: Expand the purpose of work to self-actualization and moving from “my job is my identity, value to society, and source of dignity” to my identity, value, and dignity is how I invent my life, how I give it purpose.

11.1 How effective?
It is vital to make sense of the job, but more vital to make sense of life, we are increasingly able to integrate work and human development; create a new community of practice named “I invent my life;” have those who see themselves as self-actualizing in their work disprove the naysayers; people who have this sense of self-worth and purpose are the most successful in finding what makes them happy, regardless of the financial rewards and, interestingly, they tend to be the kind of people other people want to hire or work with; that is the point of a self-actualizing economy; people need to be aware that they are their values and how they live out those values.

11.2 How feasible?

It will require continuous evolution in the education system and cultural evolution, but it is underway and might be possible by 2050; keep spreading the meme, purpose-driven has already become a bit of a buzzword and new millennial workers require a sense of purpose in their work; revise/establish institutions to be more human; hard, but feasible, and would be a critical lever to improve the future impact of technology on work; this should be a strong thread in education that helps people find themselves "inside" instead of seeking their purpose in external things.
11.3 General comments: 

This captures the essence of the exercise, as we are able to see the role of the individual in the emerging culture-technology matrix; this is already happening more and more; self-actualization is indeed a good way to approach life during a time of great global transition; ultimately this is the general direction, but the "bottom billion" must have their needs met first before self-actualisation, that this is eminently doable over the next thirty-five years, but there are not yet enough signs that this will happen over the relevant time period; one still works to earn a living, but increasingly there are more choices of activities and roles to perform in society for our identity, interests, and personal strengths; this requires implementing in the family, early education, and in media representations, which will be more and more essential as automation, robotics, etc. evolve; this message is out there that educational systems should help children make progress in the direction of self-actualization and employers should recognize which potential employees fit the various cultural needs of a company; give tax incentives to social good enterprises; co-operatives, worker-owned businesses, and barter systems could go a long way towards developing this different approach, and income must rise to get people above the level of sheer survival to higher states of awareness and the support to and freedom to be creative; "I am me, I am not my job," these self-actualization direction should lead to happy people for a better and fairer world, this could be a start.
Suggested Action 12: Create Departments of Collaboration to help address the issues in the three Work/Tech 2050 Global Scenarios.

12.1 How effective:
We don't need more departments, we need everyone across industries and departments to learn and value collaboration, we need to teach it, model it, reward it, and publicize it as a societal expectation; have discussion of these scenarios on as many platforms as possible, not new departments.
12.2 How feasible:

Too many departments and agencies will be competing for budgets to collaborate, let alone spend new money on a collaboration department; there is interest in this topic, but not enough interest to have enough collaboration; there are government management instruments for this already, it is about putting them in motion.

12.3 General comments:

We have experience in these kinds of collaboration departments and results have been inspiring and effective; Departments of Collaboration have a long history of being unconnected and ignored; need facilitators not a new department; the issues will be addressed one way or another anyway, if a government department is needed at some point it will be created; this seems to lump everything into one solution, which alone won't solve the problem; presume these would be international and interlinked; global movements involving decision makers and financiers are highly effective, but also have risk of becoming a show only without results. 
Suggested Action 13: Establish a government department or office of cultural impacts for Next Technologies (NT).
13.1 How effective?

Something like the US Office of Technology Assessment; seems like valid initiative; that should be a given. Sad it isn't...yes, to the extent that it implies a public commitment but that the structure does not become an end in itself; we have too much government already, and this seems to be adding more. 
13.2 How feasible?

This would focus attention; this is not just something that should be done by the government, but rather by joint collaboration amongst government, private companies, academia, and NGOs; would require money invested into the future instead of into the military-industrial complex, fortunately, this is also a matter of national security, so there is a motivation for it; this is not a mission-critical initiative for agencies that are already budget-burdened; feasible in countries where governments have already spent a substantial amount thinking about the future.
13.3 General comments:

Better to re-activate and fund the Office of Technology Assessment; all governments must consider this, consult with civilians and experts, I will sign up for this; it should be part of the agenda of governments; this is only possible in real democracies; obvious to do; we have existing departments that can be redirected to make this happen; highly dependent on the individual country; it needs to be businesses or associations or private action groups/investments as governments are too political to be objective; Next Technologies (NT)  should not be treated in isolation; most governments are more interested in how Next Technologies (NT) will make their countries more competitive, economically, in the future than they are in the cultural impacts, what is the proper technology-culture-economy formula; government offices could be made to act as facilitators at best—and just that, their role should be peripheral and not central; superfluous, since whatever department has responsibility for innovative technology will have to deal with impacts; some elements of this assessment are being done on the impacts of Facebook, texting, video games and internet usage on youth, would the purposes of this government department be regulation, policy development, monitoring, or what, each of those roles demands different structures, funding, and leadership. 
Suggested Action 14: Establish the ‘Integrity Idol’ as an example of taking a popular culture template and putting it in the service of the public interest.

14.1 How effective?
Could be like an honorary position of UN goodwill ambassadors, but many would be needed in all age etc. categories; can't be only one, needs to be a diverse enough group to be an inclusive narrative; this is similar to a previously-listed initiative, but could have value and buy-in by celebrities.

14.2 How feasible?

Very feasible if they are very active and enough attention given to these idols in media; references to such people would help the process of understanding the potential future work-tech dynamics; the "Integrity Idol" can certainly be established, but having a significant influence by 2050 is questionable.
14.3 General comments:

Each culture has imaginary idols; this has been done since humans started telling myths such as Norse Valkyrie Brunhilde daughter of Odin or more contemporary examples like Smokey the Bear and Rosie the Riveter, who constantly reinforce positive ideals, however, this can only be used as a reinforcing tool and is not likely to be strong enough to stand on its own; recognition of people with integrity is very important; some new, more positive "idols" are needed for popular culture; advertising often uses an 'idol' to represent the brand, whether it is a real celebrity or a fictitious one, but idols often fail and their integrity score is likely to fluctuate (Steve Jobs, Donald Trump), while impact can be large, it can also go horribly wrong; producers of The Voice, American Idol, etc. could include social impact in their conversations, requirements, etc. or create a variation of this type of TV show with content from this study, it could happen quickly, GOOD magazine is doing a good job at getting out positive information.
Suggested Action 15: Support joint cultural activities with other countries that re-enforce new values to help the transition to the next rapidly change techno/economic realities.
15.1 How effective?

This can only enrich the process of processing the rapidly changing realities in one's own country;

intercultural learning is always productive; would help to share experiences and to see how different cultures adapt technologies to fit their own culture; the more we can do to foster planetary thinking, the better; an international coalition might have chance of success; hybridization is a key to success.

15.2 How feasible?

There are numerous activities already doing this to varying degrees, e.g., the international movies, publishing, and other media industries with festivals and competitions encourage such interchanges, and international agencies like the ILO, the UN, and international research entities, in theory at least, are supposed to be doing this as well; combining this with Q#9 & Q#11 will further enhance its feasibility and impact; embassies and houses of commerce could take a lead in these activities; make it a trade fair, as reinforcing values will come more from need to change rather than desire to change.
15.3 General comments: 
Love this idea, anytime we can come together on a global level is a powerful opportunity for getting attention to this type of convergence, look at sports—imagine the Olympics of Human Potential; a long-term approach with ongoing series of joint cultural events will be needed to engender real, broad scale change in values that will help the general public transition/adjust to rapidly changing techno-economic realities; this one could easily be combined with other actions in this list; there's more of this going on all the time already, perhaps more awareness of it would raise the effectiveness and ease of implementation; multi-cultural initiatives can help share and shape future of tech and work; the power of a creative economy depends on placing products and services to a large number of foreign markets. 

Suggested Action 16: Repurpose libraries, old post offices, movie theaters, national parks, museums as well as “maker spaces” as “creative placemaking,” hubs for integrating the arts and community building – a nexus for creative contribution, life-long learning, cultural exchange, and Next Tech/digital connection places.

16.1 How effective?

Familiar places with new public/interactive uses is always a very attractive idea; many community libraries and theatres are already repurposing or at least adjusting to the changing times with their offerings, including Next Tech/digital connection places, but those efforts can be taken much further as far as "creative placemaking hubs" and community building nexus, this could be part of the solution to offset the isolation of youth and teleworkers as well as enhance lifelong learning; seems like a very effective way to avoid premature obsolescence of existing facilities and efficient introduction of new environments; St. Petersburg in Russia is opening creative and media clusters for citizens and tourists.
16.2 How feasible?

Especially if future thinking leaders get involved in this repurposing/refurbishing process, the impacts could be very significant; seems low-cost, high-return; turn these elements into centers of acquisition and development of personal and professional competences; many examples already exist, which should be "marketed" in media.

16.3 General comments:

This is inevitable; we have seen some of this already, such as libraries that have maker spaces or host demonstrations and museums that implement new technology into their existing collections, why isn't there some kind of national movement to do so; it needs to be promoted so that more communities become more active in doing the same on an ongoing basis, use different business models for financing facilities such that they can remain relevant to constantly changing technology and media and social trends; include outdated schools and facilities where demographics have shifted; these spaces tend to cater to those with wealth or leisure, so they have to be done well and en masse, and stay very dynamic, in order to continue to thrive with the community; making the general public and policy makers more aware of this will go a long way; truly engage citizens, not conferences or artistic manifestations, make this type of content relevant for populations, encouraging their participation, changing mindsets, and making people take responsibility for the society they are part of; accessibility to such facilities would allow the arts and sciences to strengthen the public's access; as long as the influence is to strengthen the artistic minds of the public, the benefits will be great and far-ranging, previous example in the US was the Works Progress Administration that allowed people to not only work but to express their artistic selves in a wide range of arts in public spaces.

Suggested Action 17: Make this study (initial research, global scenarios, and actions) available to cultural and art leaders around the world by conferences and other means.

17.1 How effective?

Dissemination of the project is needed; not just conferences but stimulate action; depends on how many Millennium Project Nodes and others take it on; conference presentations should be opened to wider audience at the same time or as pre- or post -conference sessions; this would help and should definitely be published, but recommendations should be more specific.

17.2 How feasible?

Some momentum seems to be gathering from more political and cultural leaders around the world asking to learn more about this study; a PR campaign may be needed to further build upon and expand that momentum to the point that significant impact can result from it by 2050; makes good content for presentations in conferences; I expect some of the participants in this study already plan to do it.
17.3 General comments:

This coming economic transition needs many new concepts, definitions, policies, education curricula, intellectual property rights, and measures—a conference could explore all of these; this is very important to make it a continuous process of conferences, meetings, etc. to create a coherent global framework; broadly enough disseminated in the coming 2-3 years and in a concerted manner such as via every type of conference imaginable, this study could become an annual best seller, with far more contributors to it that it currently has, but only focusing on cultural and art leaders won't achieve that [editor’s note: the actions relative to culture is 1/5 of the full report, the other sections are education, government, business/labor, and S&T], this activity needs to be much broader and reach socio-political and business and religious leaders as well, the point isn't just the study getting into more hands, but the conversations that will result from people reading and trying to apply something different in their planning and everyday lives; try the news show leaders instead, conferences are a start, what works better is to get this in schools and continuing education systems; how to make these results available to all people and have actions as an output rather than just information input; there will be a report out at The Millennium Project Planning Committee Meeting this October in Bolivia, is that right; in addition to conferences, use meet-ups, The Millennium Project website, other outreach programs, and encourage all Members of the Nodes to participate in getting out the word on their own websites and social media; generate synergies and communities; remember that the larger the use of art, the greater the possibility of it becoming propaganda, just because we're trying to do good does not mean everyone wants good done to them. 

18 Additional Suggested Actions from the Panel: What other long-range culture/arts/media strategies would better improve work/technology dynamics by 2050? [Some suggestions were not included that were covered in the four other Real-Time Delphi studies that will go into the final report]
· Use big digital screens in urban streetscape, presenting a claim or proposition concerning work/technology 2050 and passers-by could add their comments and solutions. 

· Use universal basic income to encourage volunteering and participating in social and cultural projects.
· Work with National Endowments and other funding bodies to bookmark certain percentage of funding toward future-oriented projects. 

· Study future use and impacts cultural drivers for change. 

· All of these activities are really needed, but keep in mind when creating strategies for the cultural transitions, that culture is not just art and media. 

· Involve religious organizations and leaders.
· Make special efforts to involve disconnected communities into the discourse and trainings available for future of technology and work creation. 
· Offer writing prizes that use the content in the scenarios.

· Create a “Future Dialogue Forum.”
· Study more about how to create opportunities for meaningful lives.

· Build capacities of "cultural managers" to help lead cultural initiatives for potential futures
· Discussion should be initiated on global level, involving people that express themselves through images, spoken word, not only the ones who express themselves in written papers, we need different mindsets to be able to reflect and to be heard.

· Create more interaction, more mutual awareness programs, more engagement with work/technology stakeholders and decision-makers, policy makers, educators, and the general public. 
· As of right now we have the communications tech to easily implement the outreach. But given the fragility of the communications systems (satellites vulnerable to EMTs, sabotage, hacking, etc.) it'd be good to have solid physical disbursement systems in place as well: actual print media, co-op and town hall meetings, etc. 

· Conduct a thorough evaluation of the roles and impact that the arts can perform in external sectors other than the cultural and the artistic. The narrative of the value of creativity and the arts in the tech and business world is becoming more and more prominent, but little evidence is given of its value beyond the critical and the aesthetics outside the cultural and the artistic one.

· Promote fields such as archaeology and anthropology which trace back to the value and values of humanity, inspiring people to make something bigger than themselves. The exposure of man to these sciences can help lay the groundwork for many of the ideas expressed in these questions. After all, who has not been inspired by the Sphinx and Pyramids, or even the scribblings on the wall by a cave man? Understanding the value of the past will lead us to appreciate the value of our future. 

· Keep arts education in the school systems from K-12, teach media and media tech literacy and use as medium for projects.
One participant suggested a serious of weblinks and websites:
KEA European Affairs is an international policy design research center specialized in culture and creative industry as well as sport http://www.keanet.eu/ most recent publication: http://www.keanet.eu/publications/; KEA 2018, Creative Europe: Towards the Next Programme Generation: http://www.keanet.eu/wp-content/uploads/IPOL_STU2018617479_EN.pdf; ongoing projects: http://www.keanet.eu/projects/.  

Creative Europe Annual Work Programmes & EACEA: https://ec.europa.eu/programmes/creative-europe/sites/creative-europe/files/c-2017-6002_en.pdf and EACEA: https://eacea.ec.europa.eu/creative-europe_en Christian Ehler, Luigi Morgano, European Parliament Report on a coherent EU policy for CCIs, 2016. 

Websites and databases: 

1. EACEA database 

2. MAVISE database 

3. https://www.abconcerts.be/en/ 

4. http://asociatiametropolis.ro/ 

5. https://www.creativehubs.eu/ 

6. www.creativetracks.org 

7. http://circulardesigneurope.eu/ 

8. http://connectingaudiences.eu/ 

9. http://www.cultureforcitiesandregions.eu/ 

10. https://www.cultureinexternalrelations.eu/ 

11. https://www.culturepartnership.eu/en 

12. https://etendering.ted.europa.eu/general/page.html?name=home 

13. https://www.eunicglobal.eu/ 

14. http://www.eif.org/index.htm 

15. https://ec.europa.eu/digital-single-market/en 

16. http://www.europarl.europa.eu/portal/en 

17. http://liveurope.eu/ 

18. https://www.live-skills.eu/about 

19. https://luxprize.eu/ 

20. https://www.medculture.eu/ 

21. http://www.project-musa.eu/fr/ 

22. http://www.torinofilmlab.it/ 

23. https://weare-europe.eu/en/home
Some parting comments from participants: Thank You So Much; it’s very useful for biz, life and our organisation. Thank you so much. Thanks for your work.
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