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The Talent Accelerator project aimed to help retain talent and fuel regional growth by inspiring young people about creative careers, providing valuable
opportunities and pathways into the Creative Industries, and joining up and developing a sustainable skills infrastructure across East Sussex.
Following a successful application by Skills East Sussex to Artwork South East Bridge in March 2020, De La Warr Pavilion (DLWP) was appointed as
delivery partner for the two year project.

Since 1935, DLWP has been harnessing the transformative power of culture to regenerate place and community. Over the past two decades it has been at
the forefront of the skills agenda, working with schools, colleges, strategic partners and community organisations to transform the lives and futures of young
people. Alongside arts education and performance opportunities, DLWP runs programmes for young people with complex needs, those experiencing social,
emotional or mental health challenges, and from migrant and asylum seeker backgrounds. It provides volunteering and work experience opportunities,
champions, through its partnership with Beeching Road Studios, Bexhill, early creative careers, and, since 2016, has given young people direct access to
jobs and skills development opportunities through hosting and organising the annual Bexhill Jobs & Apprenticeships Fair.

Delayed due to the Covid-19 pandemic, Talent Accelerator launched in 2022 with the appointment of Kim Byford as Project Director. Taking a strategic,
network-based approach on the project, DLWP strengthened partnerships, identified and developed skills development opportunities, and proactively
worked with employers, organisations, schools and colleges to encourage involvement in the project.

Two years on, Talent Accelerator has (=110 [=(e[=16 '\ /iale)/=1¢ 10,000 children, oung people and emplo ers, delivered

and co-ordinated approach to skills across East Sussex.

The success of the project is rooted in the groundwork laid by DLWP Director & CEO Stewart Drew, his team and partners including Team East Sussex,
Skills East Sussex, Culture East Sussex, East Sussex Careers Service, Local Skills Improvement Partnership and East Sussex College Group.

The projects’ achievements have been instrumental in helping secure funding for a new programme, Coastal Catalyst. A collaboration between DLWP and
Future Creators, which is led by Brighton Dome & Festival, Coastal Catalyst will continue the legacy of Talent Accelerator, strengthening and growing the
skills infrastructure and creating industry pathways to help young people thrive and achieve their potential.
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Talent Accelerator Final Report

1. About this report

This is the final evaluation report of the Talent Accelerator East Sussex Project (2022-24). Talent Accelerator East Sussex was enabled by
investment from Artswork South East Bridge (now Artswork) an organisation whose mission is to make the arts and creativity available to
absolutely everyone through breaking down barriers and developing ways to enable partnerships across cultural organisations and change
which support and enrich the lives of young people to develop the skills and experiences which enable all children and young people to thrive,
progress and achieve . This project’s aim was to deepen that communication between education and the creative sector across East Sussex
through a powerful intervention which recognised that to genuinely have impact the project would need to build momentum through
collaborative partnership, direct interface with young people at different life phases and at a higher level, strategic exposure. The final
evaluation report identifies the context of the project, the outcomes, impact and key learning points and recommendations from the Talent
Accelerator East Sussex Project .

The methodology of the project focused on the collection of quantitative data provided by the Project Director at the De La Warr Pavilion
(DLWP) and project partners, along with a qualitative analysis of secondary data from key documents, reports and websites available through
DLWQP, Skills East Sussex, Future Skills Sussex, Eastbourne Alive, and the East Sussex Careers Hub

In providing this report, the Project Directors aim is to inform creative learning agencies, networks, and key partners of the remarkable progress
achieved through the project reflecting on the learning and insights gained, to support a sustainable infrastructure and growth in the
opportunities in the creative industries for young people across East Sussex.



Since Talent Accelerator’s launch in Autumn 2022, the project has engaged with over ten thousand children and young people and employers
across East Sussex, exploring the creative industries, careers, and opportunities in the region with them. It has successfully broadened
collaboration, not only with existing partnerships but also and for example embedding relationships with East Sussex careers hub to establish
creative industries ‘open doors’ encounters and enrolling new contacts in the creative industries to support and sustain the DLWP commitment
and progress. Aligning with the career’s hub has strategically harnessed the energy, drive and attainment of the Eastbourne Alive activity to
ensure that each creative contact is connected fully to the network and to fully ensure that the excitement of the Turner prize coming to
Eastbourne has a positive impact on young people in 2024 and beyond. By strengthening strategic collaboration and building robust networks
among cultural and educational organisations the Talent Accelerator project has taken advantage of an opportunity to amplify the impact of the
activities across organisations and communities with the potential to influence regional cultural policies and practices.

The attainment in the level of engagement and impact of the project points to a considerable success story. The strategic vision held by the De
La Warr Pavilion’s leadership team which encompasses allowing a ‘greater access to cultural experiences’ and supporting a ‘culture led
regeneration for the region has led to the appointment and successful deployment of a skilful Programme Director who embodies the De La
Warr’s values of professionalism, integrity and ambition. The Programme Director’s leadership demonstrates the kind of collaboration
emphasised by Arts Council England, a ‘power with’ approach rather than ‘over’. This approach is rooted in relationship recognising that trust,
confidence and shared goals supports and amplifies the local network turning it into a gateway to the wider cultural region. This has ensured
that the Talent Accelerator project does not exist in a silo. The result is a joined up approach across the partnership, which is innovative in its
connections, reflective of the capacity of this project to inform and sustain future initiatives and cognisant of the need to address geographical
and socio-economic barriers through targeted support.



http://artscouncil.org.uk/creativepeopleandplaces

The Talent Accelerator Program originated from the strategic vision
of the South East Creative Network, a key component of the South
East Local Enterprise Partnership (SELEP). SELEP represents a
genuine partnership for growth, uniting business, government, and
education sectors to drive significant economic growth in the South
East region. This collaborative effort involved working with various
business sectors, different levels of government, and key agencies
to attract and secure investment for the region's development. To
further this vision, the agency Always Possible was engaged to
conduct research and evaluation, providing evidence to support
informed decision-making and demonstrating the value of
innovative ideas in talent development. This research was
instrumental and was adopted by a working group that included the
De La Warr Pavilion, leading to the creation of the original funding
application for the Talent Accelerator Program.

The De La Warr Pavilion is also committed to the aims of the
Sussex Local Skills Improvement Partnership (LSIP), which
provides a set of actionable priorities that employers, providers, and
stakeholders in a local area can support to drive change. LSIPs
place employers at the heart of local skills systems, facilitate
dynamic collaboration between employers, providers, and local
stakeholders, and help learners acquire the skills needed to secure
good jobs and improve their prospects. With a focus on the Creative
and Cultural sector, the Talent Accelerator project aligns closely
with the LSIP plan, reinforcing its commitment to fostering talent
and driving economic growth in the region.

The project was funded by Artswork South East bridge and has
been led by the De La Warr Pavilion, a cornerstone creative
industries employer for the East Sussex Careers Hub and a pioneer
of local industry encounters through its visual arts, music, and
events programs. The Talent Accelerator Director, based at the De
La Warr Pavilion, has led and operationalised the project, being
accountable to and supported by a range of key cross-sector
partners in its delivery.

The success of the Talent Accelerator project can be attributed in
part to the strategic alignment of the De La Warr Pavilion with the
collaborative vision of the South East Creative Network, the
objectives of the South East Local Enterprise Partnership, and the
actionable priorities of the Sussex Local Skills Improvement
Partnership. This alignment has ensured that the project is
well-supported by key stakeholders and effectively addresses the
skills needs of the Creative and Cultural sector in the region.

The project is informed by seven key principles, which aim to
address a lack of opportunity for young people in the creative and
digital sector in East Sussex. These principles were subsequently
themed into five outcome areas identified in the original Talent
Accelerator research. Consequently the Talent Accelerator Model
was derived from and built on case studies from across the South
East, forming an evidence base of both qualitative and quantitative
information, drawn directly from young people who identified the
support they needed in creative skills progression.



East Sussex is home to many "hot spots" of creative activity, rich in
practice and opportunity. However, their ability to contribute to the
broader creative and digital sector has been limited by a lack of
connectivity. The creative and cultural sector report described these
as "silos," which can also be seen as isolated inputs at the
individual or community level within a socio-ecological model.

Using the Talent Accelerator model as a guide, the project team
identified seven outcome areas aimed at both leveraging the
existing web of excellent arts practice, geographical knowledge,
and engagement expertise in towns and communities across East
Sussex, while also sparking new opportunities for children and
young people. The project's successes in all seven outcomes
highlight a deep understanding of the value and importance of
developing and sustaining a network of opportunities beyond the
project's lifespan.

Whether through community-based career skills workshops, career
hubs, regional partnerships, or consortia of like-minded
organisations, the Talent Accelerator framework recognised the
need (see Theory of Change model)' to connect organisations and
young people across their differences. This approach creates a
genuine pipeline of creative opportunities for individuals from ages
5 to 18 and beyond, supporting a shift towards a sustainable
framework as part of the South East Creative Economy Network.

" For Theory of Change Model see Appendix A.

7 OUTCOME AREAS

Children and young people will participate in Talent
Accelerator aligned activity.

Engage schools and further education settings in the
programme.

Employer engagement events,

Embed Arts Award in schools provision by training teachers
as arts award advisers.

Participants gain Arts Award certification and other digital
badge accreditation.

Evidence the impact of cultural education in schools through

Artsmark registration.

Achieve 50 creative and digital industry placements for 16-19

year olds,



4. Overcoming barriers

Overcoming barriers is a key aspect of this project, particularly
those identified as geographical and socio-economic in East
Sussex. The county's diverse landscape, which includes urban,
rural, and coastal communities, presents unique challenges in
meeting varied employment and skills needs. There is a clear link
between low skills and qualifications and areas with inadequate
transport and infrastructure—a trend observed across the South
East. Addressing this complex issue requires a long-term, strategic
approach that is adaptable enough to cultivate grassroots expertise
into a cohesive, deliverable solution. On an individual level,
especially for young people who lack awareness, resources, and
opportunities to pursue creative careers, it's crucial to bring these
opportunities directly to them, often through schools. This challenge
isn't confined to the South East. The "Class Ceiling in the Creative
Industries Report 2024" highlights that around 66% of respondents
across various creative sectors recognise class-based barriers to
entering creative careers.

The seven identified outcomes recognise the need to plan and build
a clear yet flexible framework that enables authentic collaboration
and capacity building. Which is why, in the first year, there was a
targeted approach to fostering participation by forming partnerships
with schools, colleges, employers and other organisations to
uncover hidden opportunities in creative industries and to embed
this approach in year two. Making the creative industries visible to
children in primary schools, young people in secondary schools,
and students is a prominent feature of the success of the project.

On average 66% of
respondents across various
sectors of the creative
industries acknowledge

barriers to entry based on
class.
The class ceiling in the creative
industries report 2024

Furthermore, collaboration with partners such as the Towner
Gallery, the De La Warr Pavilion, the Black Shed Gallery, East
Sussex College Group, Youth Employability Service, Flatland
Projects, Beeching Road Studios, Devonshire Collective,
Newhaven Young Creatives, East Sussex Careers hub and
Hastings Rother Arts Education Network has been key to this
flourishing endeavour. By drawing together expertise and learning
from new and existing projects such as Eastbourne Alive (Turner
prize) it has been possible to integrate and align new partnerships
with existing ones. This has greatly increased and extended the
reach of the project for example in the number of work placements
for young people and enabling greater access to pupils based in
schools across East Sussex and Brighton.



5. Outcomes Achieved

Partnership has been an integral and defining feature of the Talent
Accelerator project, and in its completion the project has developed
meaningful partnerships which have increased participation
significantly for children and young people. In six of the seven
outcome areas, the targets have been significantly exceeded or
met. There is evidence of strong success, highly effective
engagement strategies, notable ability to adapt and identify
opportunities, substantial learning and where targets were not
achieved the challenges lay in the wider educational and political
landscape which is constantly evolving. The following section
provides a detailed outline of each outcome and specific evaluation
of the achievements against the targets.?

Outcome 1

Children and young people will participate in Talent Accelerator
aligned activity e.g., careers events such as work groups,
assemblies and work placements.

2 For full data on all outcomes and their achievements and challenges -
see Appendix B.
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Outcome 1
: % of target
5-11 years 100 1,147 1047%
14-16 years 400 924 231%
19+ years 15 73 487%

In outcome 1 Talent Accelerator activities were highly successful
across the board, expectations were greatly surpassed in every age
category indicating that the engagement strategies were highly
effective.



Outcome 2

Engage schools and further education settings in the programme.

Outcome 2
E ded t t
Target Achieved xeeecec targe
by
25

meaningful partnerships 34

where Talent Accelerator .

and the education settin ST 9

9 established settings

are working together, with
established dialogue and
agreements in place

relationships

5 additional settings need further work
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Outcome 2 was highly successful, 34 partnerships with
educational settings were established. This represents a 36%
increase over the target. The additional partnerships of 5
settings outside of education shows adaptability and the
potential to broaden the programme's impact. The 5 settings
where further work is needed does not detract from the overall
success of outcome 2.



Employer engagement events.

Outcome 3
4 4

employer engagement events focused
on apprenticeships, work placements,
internships and creative career
opportunities

successfully delivered major

and well attended events with

targeted key stakeholders in
creative industries

» 2 x jobs and apprenticeship fairs

» 1 x supporting young people into creative careers event

« 1 x barriers to offering apprenticeships, work placements and
internships event

Additional content delivered, such as workshops, resources and follow up
materials including short films further enhanced these engagements.

Outcome 3 successfully delivered 4 major and well attended events
and targeted key stakeholders in creative industries. The additional
content, such as workshops, resources, and follow-up materials
(e.g., short films), further enhanced the impact of these
engagements. There was diversity of engagement with the events

12

covering various aspects of employer engagement, from addressing
barriers to providing direct opportunities for young people,
demonstrating a comprehensive approach. Achievement was highly
successful, meeting and exceeding expectations. The events were
well-executed, diverse in focus, and had meaningful engagement
with the target audiences, particularly within the creative industries.
The continued development of resources and the strong turnout at
key events underscore the success of this outcome.

Pheato by Limgker Pholograph




Outcome 4

Embed Arts Award in schools’ provision by training teachers as Arts
Award advisers. Revised to 2 x Training session at DLWP for
teachers including how the digital badges could be used for
evidence for Arts Award.

e Targets for this outcome were revised to reflect a need to
meet schools where they were.

e Achieved: A total of 18 practitioners were trained, close to
the original target of 15 new Arts Award advisors. This
indicates a good level of engagement and achievement in
this area.

Outcome 4, despite the revision of the initial target, there was still a
notable effort to engage teachers through training events. The shift
towards focusing on Engage and Discover reflects responsiveness
to the participants' needs and interests.

The decision to revise the target indicates adaptability, but it also
highlights areas where the initial strategy might not have aligned
with the participants' needs or the context. The focus on Engage
and Discover for young artists might be a more effective approach
moving forward, but it suggests that the original ambition of
embedding the Arts Award more deeply within schools was partly
realised.
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Outcome 5

Participants gain Arts Award certification and other e.g. digital Successes include organisational engagement with Badge
badge accreditation the target was revised to All Talent Nation, some creation and issuance of badges, and valuable
Accelerator activity accredited with Digital badges from Badge insights into the challenges faced. Challenges include the
Nation that references elements of Arts Award. failure to fully meet targets, particularly in the issuance of

badges, and the capacity issues within organisations. The
refocus on creating a DLWP "how to" guide is a constructive
step forward, suggesting that while the initial targets were
overly ambitious, the learnings from this process will inform
more realistic and sustainable strategies in the future.

Achievements

Organisational Engagement with Badge Nation - Eight organisations

completed the online training and onboarding with Badge Mation, meeting

the target of five partners. \

EASTBOURNE
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Creation of Digital Badges - Out of the eight organizations, five went on
to create digital badges. which aligns with the target of having
organizations actively participate in badging.

Identification of Challenges and Strategic Support - Discussions with
organisations that failed to create or issue badges provided insights into

the barriers they faced.

cultureshift

€REATIVE
€AFE 5%

Success Stories - The two organisations thal successfully created and

issued badges had a clear skills-based agenda, showing that digital

badges work well when aligned with organisational goals. This success

CREATIVE CAFE
ATTENDEE

validates the effectiveness of digital badges in specific contexis.
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Outcome 6

Evidence the impact of cultural education in schools through
Artsmark registration, this target was revised to support schools in a
post covid educational landscape with shrinking resources to target
schools who were already registered with Artsmark or with a
specific focus on supporting settings who had previously held the
award.

Outcome 6

11
schools successfully supported,
with many achieving high-level
awards including Gold, Silver
and Platinum.

10
completed Artsmark applications with
strategic plans, including funding
possibilities.
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Outcome six was partially successful: Strong Successes include the
significant progress made by the 11 schools that achieved high
levels of Artsmark recognition, which aligns with the goal of
embedding Artsmark as a strategic part of their creative education.
Challenges include the inability to engage the remaining schools
effectively, leading to a shortfall in meeting the target for moving
registrations toward completing and submitting a statement of
commitment.

The success with the 11 schools is commendable and indicates a
positive impact on cultural education in those institutions. However,
the challenges faced with the other schools suggest that future
efforts might need to focus more on ensuring strategic continuity
within schools, perhaps by identifying backup contacts or creating
more robust institutional commitments that can survive staff
turnover. Additionally, more targeted support may be needed for
schools struggling to prioritise the Artsmark process.



Outcome 7

The target was to achieve 50 creative and digital industry
placements for 16-19 year olds. The target of 50 placements was
not only met but exceeded. A total of 113 placements took place,
involving 50 young people, with each participant engaging in one or
more placements. This reflects a strong achievement in terms of
both the number of placements and the level of engagement from
the young people involved.

23 organisations offered placements. The program successfully
engaged a diverse array of organisations across different creative
and digital industries, including galleries, theatres, research groups,
and creative studios. This variety likely provided participants with a
broad exposure to different career paths and work environments,
enriching their learning experience.

Over 1500 hours of work experience was undertaken. The
substantial amount of work experience accumulated indicates that
the placements were not merely symbolic but involved meaningful
engagement, contributing to the participants' skills development and
industry understanding.

16

Achieve 50 creative and digital industry placements for 16-19

year olds
Target engagement B Achieved engagements
125
100
75
50
25

Achieve 50 creative and digital industry placements for 16-19 year olds

Target

Over 1500 hours of
work experience



These placements led to paid employment for some participants.
The fact that some participants secured paid employment as a

result of their placements is a particularly noteworthy success. This
suggests that the placements were impactful, providing real career

opportunities and demonstrating the tangible value of the
experience to both participants and employers.

The outcome was highly successful, the program surpassed the
original target of 50 placements, with 113 placements across 23
organisations and over 1500 hours of work experience,
demonstrating strong delivery. The placements provided valuable
industry experience and led to paid employment opportunities for
some participants, underscoring the program's effectiveness in
preparing young people for careers in the creative and digital
sectors. Overall, despite the challenges, Outcome 7 not only met
but exceeded expectations, making a significant impact on the
participants and the wider community.

East Sussex
County Council

DE LA WARR Skills
PAVILION  JEastSussex @&

23 organisations
offered placements
across different
creative and digital
Industries

Rother

District Comaneil




The additional activities listed in the tracking data provided, added
significant value to the overall impact of the project and
demonstrated a broad engagement with the community, educational
institutions, and industry stakeholders. These impacts have been
defined as follows;

1. Broader Outreach and Engagement with Young People:

Extensive Participation in Careers Fairs and Events: The
involvement in numerous careers fairs and educational
events across various schools and colleges, reaching
thousands of young people, highlights a proactive approach
to raising awareness about creative and digital careers.
These events, engaging with students from Year 7 to
post-16, help build a pipeline of interest and potential
participants for future programs.

Exposure to Career Opportunities: By participating in these
events, young people are exposed to career pathways in the
creative and digital industries that they may not have
considered before. This contributes to a more informed and
motivated youth population, better equipped to make
decisions about their educational and career paths.
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2. Professional Development and Industry Connections:

Engagement with Educators and Industry Professionals:
Events like the "Discover Creative Careers" for DWP work
coaches and teacher back-to-industry initiatives
demonstrate a commitment to professional development.
These activities ensure that educators and work coaches
are better informed about the creative industries, which in
turn supports more accurate guidance for students.
Speaker Engagements and Leadership Roles: Serving as a
speaker at various summits and events, as well as holding
leadership roles on boards and task forces, positions the
project lead as a thought leader in the region. This helps
influence policy, shape strategic directions, and advocate for
the importance of creative and digital education.

Voluntary Sector and Community Engagement: Participation
in events like the Rother Voluntary Action Community event
and being a trustee or governor in various organisations
reflects a commitment to building a supportive ecosystem
for creative and digital industries, furthering the project's
reach and impact.



3. Support for Special Educational Needs (SEN) and
Inclusivity:

Participation in SEN-Focused Events: Involvement in the
iCan SEN Careers Events and targeted work placements,
like those at Little Gate Farm, underscores a dedication to
inclusivity. It ensures that young people with special
educational needs are also given opportunities to explore
and engage with the creative and digital industries.

Tailored Support and Engagement: These activities highlight
a commitment to offering tailored support, ensuring that all
young people, regardless of their background or abilities,
have access to meaningful career opportunities.

4. Strengthening Local Partnerships and Networks:

Building Strong Local Networks: The project's involvement
in various local forums, task forces, and as a board member
across different organisations strengthens its influence and
ability to forge partnerships. This network-building is crucial
for sustaining the project's initiatives and ensuring they are
integrated into the broader educational and economic
landscape.

Collaborative Approaches: By chairing the East Sussex
Creative and Digital Taskforce and being a member of the
Supported Employment Forum, the project helps to align
local strategies with the needs of the creative and digital
sectors, fostering a collaborative approach to workforce
development.
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5. Visibility and Advocacy:

Raising the Profile of Creative and Digital Industries:
Through active participation in numerous public events and
forums, the project raises the profile of creative and digital
industries within the region. This not only attracts more
young people to these fields but also helps to secure
continued support and funding from stakeholders.
Advocacy for Creative Education: The involvement in key
decision-making bodies allows the project to advocate for
the importance of creative education in meeting local skills
needs, influencing policies that could benefit the industry
and young people in the long term.

These additional activities significantly enhance the impact of the
project by expanding its reach, strengthening partnerships, and
ensuring inclusivity. They demonstrate a comprehensive approach
to building a sustainable ecosystem for creative and digital
education and career opportunities in the region. This broad
engagement is crucial for the long-term success and sustainability
of the project's goals.




6. Real Life Success Stories

Grace

Grace was referred to us
by Youth Employability
Service (YES) whilst in the
first year of her college
course where she was
studying Level 3 Art &
Design with GCSE Maths,
but had been identified as
at risk of leaving. Her YES
advisor referred her to
Talent Accelerator to add a
work placement to help
her see what staying in
education could lead to. It
was agreed that Grace would come to us one day a week around
her college timetable. She was involved in all of our delivery and
became a valued team member. The work placement that was
initially for her first academic year in college continued into her
second year — remaining flexible to help her manage the demands
of her course. Grace has recently completed her Level 3 course
and is enrolled in an Art Foundation course starting September
2024. Her confidence has grown, and Grace is now able to be
given responsibility to deliver talks and run career fair stalls on
behalf of Talent Accelerator. We will be employing Grace on some
daily rate days in Autumn 2024.
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Before my work placements | thought that
working in the creative arts meant you were a
famous artist, and that was the only creative job
that was out there. But after experiencing real life
office environments I've realised there are
hundreds of creative jobs out there, this has
really expanded my view on what | could do with

my future and what kind of creative career | want

to explore.

Grace




Tyler

Tyler joined the core group
of young volunteers
undertaking the Meet &
Greet activity at
Eastbourne station as part

of Eastbourne Alive. He At first | didn't know a lot about the industry, |
showed his reliability knew it was a thing but didn't know what was
quickly and was happy to within it. Since doing the placements | have
take on a range of learnt how big the industry is and how much

volunteer roles with there is within each section. For me learning
several organisations.

Tyler was quick to
understand how to use the
variety of placements available across Eastbourne Alive to build his ;5N
CV in readiness for leaving college in summer 2024. During the Tyler
activities he also undertook Arts Award Bronze and Silver assessor A=
training and completed a DBS service including signing up to the
update service. It has been wonderful to watch Tyler grow in
confidence professionally particularly in people facing roles. Tyler is
now a member of the youth advisory board for Adventures and
Wisdom and has applied for a role with them through the Artswork
Breakthrough Programme. He is currently in the USA for the summer
working with Camp America as a camp counsellor.

about this makes me want to be involved
much more with it.
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Tilly May

Tilly May was recruited
for the Black Shed
Turner Prize activity
which included
mentorship via Talent
Accelerator. She had
completed a
Foundation Art course
a number of years ago
but had moved into
work in the care sector and was looking at ways to re-engage with
creative careers options. Alongside being involved in this project Tilly
May undertook several volunteering positions during the Turner
Prize, boosting her CV. This has led her to paid work with Home Live
Art during their Knotty Festival and with Towner Gallery as a
production runner for Florence Peake’s events. Tilly May has secured
a place on a Fashion Art Direction BA(hons) starting Autumn 2024.
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Before this opportunity | wasn'’t aware of the brilliant
opportunities and organisations young people could work
at. Being apart of Talent Accelerator emailing list has been
very useful - | spent a year after the Black Shed project
working assistant roles to build my CV. | worked with many
artists in Eastbourne - not only was some opportunities
paid work the people involved really wanted to help elevate
young people and their careers - engaging in
conversations which brought a lot of hope and advice. |
wanted to add personally that Kim Byford goes the extra
mile, she's kept me in mind for jobs, gave me her time to
discuss options and career choices when | was struggling.
With the last year I've learnt to network, create invoices,
create an opportunity when | see one - adding a lot of
confidence and self belief in my artist career. Experiencing
the potential in the creative scene it encouraged me to
apply to Manchester Art school- this September | will be

starting Fashion Art Direction!

Tilly May



https://eastbournealive.co.uk/our-artists/the-glass-box-project
https://eastbournealive.co.uk/our-artists/the-glass-box-project

Findings

Successes

Exceeded/Met Targets in Six Outcome Areas: Significant
success in six out of seven targeted outcome areas.
Engaged with over
10,000 children, young

people and families 10’000
and employers.
Strong Partnerships:
Developed 34
partnerships with
educational settings,
representing a 36%
increase over the
target and over 56
organisations.
Broad Outreach:
Additional partnerships for example with 5 non-educational
settings, demonstrating adaptability and expanding program
impact.

Successful Events: Delivered 4 major events with strong
attendance and targeted engagement with key stakeholders
in creative industries.

Diverse Engagement: Comprehensive approach to employer
engagement, addressing barriers, and providing direct
opportunities for young people.

24%2
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High Impact Placements: Surpassed the original target with
113 placements across 23 organisations, leading to over
1,500 hours of work experience and some participants
securing paid employment.

Artsmark Success: Significant progress in 11 schools
achieving high levels of Artsmark recognition.

Adaptability: Revised targets and strategies in response to
participant needs, focusing on Engage and Discover for
young artists.

Resource Development: Continued development of
workshops, resources, and follow-up materials (e.g., short
films) enhanced event impact.

Challenges

Unmet Targets in One Outcome Area: Challenges in the wider
educational and political landscape affected the achievement
of one outcome.

Partial Success with Badging: The creation and issuance of
badges were not fully realised, leading to a refocus on a
DLWP "how to" guide. Organisational capacity issues
hindered the full issuance of badges and meeting of targets.
Staff Turnover: Difficulty in engaging some schools effectively
with Artsmark, possibly due to staff turnover and lack of
strategic continuity.

Partial Success with Badging: The creation and issuance of
badges were not fully realised, leading to a refocus on a
DLWP "how to" guide.



Impacts

Enhanced Participation: Significant increase in participation in
Talent Accelerator activities among children and young people
across East Sussex.

Positive Career Outcomes: Work placements led to valuable
industry experience and employment opportunities.
Sustained Partnerships: Strong and broad partnerships with
educational and non-educational settings, enhancing the
project's reach and impact.

Comprehensive Ecosystem Development: The project's
activities contributed to building a sustainable ecosystem for
creative and digital education and career opportunities in the
region.

Informed Future Strategies: Learnings from challenges have
informed more realistic and sustainable strategies for future
initiatives.
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Continue to develop and deepen partnerships with a diverse range of stakeholders, including schools, colleges, creative organisations,
and local businesses. Building on the successful collaborations, seek new partnerships that can further expand the reach and resources
available for creative education and career development.

Address lack of coordinated strategy across local authority areas by fostering stronger connections between different regions and
sectors. This could involve creating more integrated regional networks and collaborative initiatives.

Sustainable Funding Models: Explore and secure sustainable funding models to ensure continued support for creative and digital
placements. This could involve developing partnerships with industry sponsors, government bodies, and educational institutions to
provide ongoing financial backing.

Expand SEND Engagement: Continue to engage young people with special educational needs (SEN) in creative and digital career
opportunities. Tailor programs and resources to further support this group and ensure they have equitable access to career pathways.
Continue to address geographical and socio-economic barriers by enhancing outreach and providing targeted support to underserved
communities. Implement strategies to improve access to creative education and career opportunities in rural and economically
disadvantaged areas.

Implement comprehensive monitoring and evaluation frameworks including baseline assessment to support progress and measure the
variable impact of different activities and interventions. This will help to identify and further define successful strategies.

Feedback Mechanisms: Establish regular and manageable feedback mechanisms from participants, educators, and industry partners to
continuously refine and adapt the program based on real-world insights and experiences.
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Maintain and expand professional development opportunities for educators and industry professionals. Ensure that they are
well-informed about the evolving creative and digital sectors and equipped to guide students effectively, possibly by creating resources
that can be implemented by a wider team of delivery leads.

e Industry Connections: Continue to build and leverage industry connections to provide meaningful career opportunities and work
placements. Strengthen the links between educational settings and industry to create a seamless pipeline of talent.

e Enhance efforts with strategic partners to raise the profile of creative and digital industries through public events, media, and advocacy.
Highlight success stories and the positive impact of the project to attract further support and engagement.

e Actively engage in policy discussions and decision-making processes to advocate for the importance of creative education and the
needs of the sector. Use the insights gained from the project to inform and influence policy changes that benefit the industry and young
people.

e Scalability: Identify and replicate successful aspects of the project in new contexts or regions. Use case studies and evidence from the
project to develop scalable models that can be applied elsewhere.

e Continuous Improvement: Reflect on the successes and challenges of the project to inform future initiatives. Adapt and evolve strategies
based on lessons learned to ensure ongoing relevance and effectiveness.

By focusing on strategic collaboration, sustainability, inclusivity, visibility, and professional development, these recommendations are well-suited
to achieving cultural-level impact. They address multiple levels of a social- ecological model, ensuring that interventions are systemic,
integrated, and sustainable. This holistic approach supports broad, long-term changes in the cultural and educational landscape, leading to a
more robust and inclusive creative sector.
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9. Kim Byford

Kim Byford is an exceptional
leader of the Talent Accelerator
programme, bringing a dynamic
blend of passion, strategy, and
innovation to her role. As a fervent
advocate for young people
entering the creative industries,
Kim’s vision and dedication have
transformed the programme into a
powerful bridge between
education, youth development,
and the creative sector. Her remarkable strategic acumen has not
only shaped the programme’s direction but also created meaningful,
accessible pathways for young talent to thrive in the industry.

Kim’s outstanding skills in community engagement have allowed
her to connect with often overlooked or 'hidden' organisations,
amplifying their presence and creating valuable partnerships that
open doors for young people. Her ability to forge these connections
is a testament to her deep understanding of both the creative
ecosystem and the needs of young talent.

With an energetic and vibrant leadership style, Kim's enthusiasm is
contagious, inspiring those around her to push boundaries and
embrace new opportunities. Her commitment to making a genuine
impact, both locally and regionally, is the driving force behind her
success, positioning her as a transformative leader in the creative
industries and youth development.
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Thank you to Kim Byford, Director for the Talent
Accelerator Project at De La Warr Pavilion, for
delivering an insightful presentation yesterday to
our students on the diverse career opportunities
within the creative industries.

During her talk, Kim shared recent figures
indicating that the creative industry significantly
contributes £115.9 billion in Gross Value Added
(GVA) to the UK economy. Remarkably, this

surpasses the combined contributions of the
aerospace, automotive, life sciences, and oil and
gas sectors!

The session also featured engaging Zoom
interviews with a variety of creative professionals,
providing valuable insights and perspectives for
our students to explore.

Varndean College




Goal

Appendix A - Theory of Change

Activity

Early Careers Programme (Beeching Road)
Curatorial Fellowship (Beeching Road)

Creative Business events

Arts Education network-local but linked regionally
Creative work placements Arts Award and Arts Mark support

Creative work experience challenges Online one stop portal for young people with careers info, work experience
e Apprenticeship opportunities opportunities and links to relevant national organisations

5 )

Assuﬁptions

The Talent Accelerator project will
» Gather existing information into an easily accessible portal for the young people of East Sussex
* Create meaningful relationships between education settings and creative business /cultural organisations in East Sussex
e Support creative businesses/cultural organisations to deliver meaningful work experiences and placements to young people of East

Sussex
Evign ce

Internal External




Outcome 1

Outcome 1 children and young people will participate in Talent
Accelerator aligned activity.

1. Age Group: 5-11 years

e Target: 100 engagements
e Achieved: 1,147 engagements

Evaluation: Exceeded expectations by a large margin, achieving
1,047% of the target.

2. Age Group: 11-14 years

e Target: 400 engagements
e Achieved: 3,692 engagements

Evaluation: Exceeded expectations significantly, achieving 923% of
the target.

3. Age Group: 14-16 years

e Target: 400 engagements
e Achieved: 924 engagements

Evaluation: Exceeded expectations, achieving 231% of the target.
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4. Age Group: 16-19 years

e Target: 400 engagements
e Achieved: 632 engagements

Evaluation: Exceeded expectations, achieving 158% of the target.

5. Age Group: 19+ years

e Target: 15 engagements
e Achieved: 73 engagements

Evaluation: Exceeded expectations significantly, achieving 487% of
the target.

In outcome 1 Talent Accelerator activities were highly successful
across the board, expectations were greatly surpassed in every age
category indicating that the engagement strategies were highly
effective.



Outcome 2

Engage schools and further education settings in the programme. o 5 additional settings outside of education have also
established relationships.
e Target: 25 meaningful partnerships where Talent Accelerator o 5 additional settings need further work.
and the education setting are working together, with
established dialogue and agreements in place. Outcome 2 was highly successful,34 partnerships with educational
e Achieved: settings were established. This represents a 36% increase over the
o 34 settings have established relationships target. The additional partnerships of 5 settings outside of education
(exceeding the target by 9 settings). shows adaptability and the potential to broaden the programme's

impact. The 5 settings where further work is needed does not
detract from the overall success of outcome 2.

Outcome 3
Employer engagement events

e Target: 4 employer engagement events focused on apprenticeships, work placements, internships, and creative career opportunities.
e Achievement:
o Event 1: Barriers to Offering Apprenticeships, Work Placements, and Internships. Attendance: 17 attendees out of 37 booked
tickets; information was sent to all registrants regardless of attendance.
Event 2: Jobs and Apprenticeship Fair 2023. Attendance: 600 attendees.
Event 3: Jobs and Apprenticeship Fair 2024. Attendance: Over 700 attendees.
Event 4: Supporting Young People into Creative Careers. Attendance: Various engagements, including 45 parents/carers and 28
young people at the White Rock Youth Theatre launch.

Outcome 3 successfully delivered 4 major and well attended events and targeted key stakeholders in creative industries. The additional
content, such as workshops, resources, and follow-up materials (e.g., short films), further enhanced the impact of these engagements. There
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was diversity of engagement with the events covering various aspects of employer engagement, from addressing barriers to providing direct
opportunities for young people, demonstrating a comprehensive approach. Achievement was highly successful, meeting and exceeding
expectations. The events were well-executed, diverse in focus, and had meaningful engagement with the target audiences, particularly within
the creative industries. The continued development of resources and the strong turnout at key events underscore the success of this outcome.

Outcome 4

Embed Arts Award in schools’ provision by training teachers as Arts Award advisers. Revised to *2 x Training session at DLWP for teachers
including how the digital badges could be used for evidence for Arts Award.

e Targets for this outcome were revised to reflect a need to meet schools where they were.
e Achieved: A total of 18 practitioners were trained, close to the original target of 15 new Arts Award advisors. This indicates a good level
of engagement and achievement in this area.

Outcome 4, despite the revision of the initial target, there was still a notable effort to engage teachers through training events. The shift towards
focusing on Engage and Discover reflects responsiveness to the participants' needs and interests.

The decision to revise the target indicates adaptability, but it also highlights areas where the initial strategy might not have aligned with the
participants' needs or the context. The focus on Engage and Discover for young artists might be a more effective approach moving forward, but
it suggests that the original ambition of embedding the Arts Award more deeply within schools was only partly realised.

Outcome 5

Participants gain Arts Award certification and other e.g. digital badge accreditation the target was revised to All Talent Accelerator activity
accredited with Digital badges from Badge Nation that link/reference elements of Arts Award

Achievements:
e Organisational Engagement with Badge Nation:

o Super Badger Status: Talent Accelerator successfully registered as a Super Badger with Badge Nation, which was a key
target and a foundational step in the process.
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o Partner Registrations: Eight organisations completed the online training and onboarding with Badge Nation, meeting the
target of five partners. This shows a strong initial engagement and interest from the organisations involved.

e Creation of Digital Badges:

o Out of the eight organisations, five went on to create digital badges, which aligns with the target of having organisations
actively participate in badging. This demonstrates that the concept of digital badges was embraced by a majority of the
participating organisations.

e Identification of Challenges and Strategic Support:

o Discussions with organisations that failed to create or issue badges provided insights into the barriers they faced. These
included a lack of capacity in terms of staffing and strategic planning, which is valuable information for refining future
initiatives.

e Success Stories:

o The two organisations that successfully created and issued badges had a clear skills-based agenda, showing that digital
badges work well when aligned with organisational goals. This success validates the effectiveness of digital badges in
specific contexts.

Challenges:
e Capacity Issues:

o A significant challenge was the lack of capacity within several organisations to develop and issue digital badges. Even
with support offers from Talent Accelerator, the lack of strategic planning and resources hindered full engagement. This
indicates a misalignment between the available resources and the demands of implementing a digital badging system.

e Non-Issuance of Created Badges:
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o Out of the five organisations that created badges, three did not issue any badges. The primary reason was the inability to
collect participants' email addresses, which suggests a disconnect between badge creation and the practical aspects of
badge distribution. This further underscores the need for better integration of digital badges into organisational workflows.

e Limited Issuance of Digital Badges:

o The original target was to issue 500 digital badges, but this was not achieved. The fact that only two organisations issued
badges highlights a significant shortfall in meeting the quantitative targets. This suggests that digital badges were not as
effectively implemented across the board as initially hoped.

Refocus on DLWP Badging- The decision to refocus the mapping exercise around the badging at DLWP and use it as a "how to" for other
organisations is a pragmatic response to the issues encountered. By creating a concrete example of successful badging, this can serve as a
template and inspire other organisations, addressing some of the strategic planning issues that were identified.

The outcome was partially successful: Successes include organisational engagement with Badge Nation, some creation and issuance of
badges, and valuable insights into the challenges faced. Challenges include the failure to fully meet targets, particularly in the issuance of
badges, and the capacity issues within organisations. The refocus on creating a DLWP "how to" guide is a constructive step forward,
suggesting that while the initial targets were overly ambitious, the learnings from this process will inform more realistic and sustainable
strategies in the future.

Outcome 6

Evidence the impact of cultural education in schools through Artsmark registration, this target was revised to support schools in a post covid
educational landscape with shrinking resources to target schools who were already registered with Artsmark or with a specific focus on
supporting settings who had previously held the award.

e Targets: 10 completed Artsmark applications with strategic plans, including funding possibilities, written by these schools to ensure that
they will be able to re-register and start the process again so that Artsmark becomes an integral and ongoing element of their
commitment to creative education. 15 registrations moved to working towards having completed and submitted a statement of
commitment.

e Achievements:
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o

11 Schools Successfully Supported: Talent Accelerator provided substantial support to 11 schools, helping them move from a
completed statement of commitment to submitting a statement of impact. The outcomes are impressive, with schools achieving
high levels of Artsmark awards, including Gold, Silver, and Platinum. This demonstrates a significant achievement in embedding
cultural education in these schools, aligning with the goal of making Artsmark an integral part of their creative education strategy.
Quality of Awards: The high-level awards (Gold, Platinum) achieved by many of these schools suggest that the strategic
planning and support were effective in ensuring these schools not only completed their Artsmark applications but did so at a high
standard. This is a strong indicator of the impact and success of the cultural education efforts within these schools.

e Challenges:

o

Lower Engagement with Additional Schools: 7 Schools Identified but Not Progressed: The outcome also aimed to engage 15
schools in moving toward completing and submitting a statement of commitment. However, only 7 schools were identified as
registered but not having submitted a statement of commitment, and progress with these schools was limited.

Staff Turnover Issues: A significant challenge was the inability to identify the staff responsible for the Artsmark process in several
schools. This suggests a lack of continuity and institutional memory, which hampered the ability to move these schools forward
in the Artsmark process.

Unmet Target for Statement of Commitment: The original target was for 15 registrations to move toward completing and
submitting a statement of commitment. However, only one school (Langney Primary) managed to submit its statement of
commitment, with another (Bexhill Academy) working on it for the next academic year. This represents a shortfall in achieving
this aspect of the target.

Lack of Strategic Continuity: The fact that some schools could not identify the staff responsible for the Artsmark application
points to a broader issue of strategic continuity. It suggests that while the Talent Accelerator was successful in engaging some
schools, others lacked the internal structures to maintain and advance their Artsmark goals.

Outcome six was partially successful: Strong Successes include the significant progress made by the 11 schools that achieved high levels of

Artsmark recognition, which aligns with the goal of embedding Artsmark as a strategic part of their creative education. Challenges include the
inability to engage the remaining schools effectively, leading to a shortfall in meeting the target for moving registrations toward completing and
submitting a statement of commitment.

The success with the 11 schools is commendable and indicates a positive impact on cultural education in those institutions. However, the
challenges faced with the other schools suggest that future efforts might need to focus more on ensuring strategic continuity within schools,
perhaps by identifying backup contacts or creating more robust institutional commitments that can survive staff turnover. Additionally, more
targeted support may be needed for schools struggling to prioritise the Artsmark process.
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Outcome 7
(stands alone as it is dependent on several issues that were not clear at the time of the writing of the original bid).

e Target: Achieve 50 creative and digital industry placements for 16-19-year-olds.
e Achievements:
o Exceeded Placement Target:

m 50 Young People Participated: The target of 50 placements was not only met but exceeded. A total of 113 placements took
place, involving 50 young people, with each participant engaging in one or more placements. This reflects a strong
achievement in terms of both the number of placements and the level of engagement from the young people involved.

o Wide Range of Participating Organisations:

m 23 Organisations Offered Placements: The program successfully engaged a diverse array of organisations across different
creative and digital industries, including galleries, theatres, research groups, and creative studios. This variety likely provided
participants with a broad exposure to different career paths and work environments, enriching their learning experience.

o Significant Work Experience Hours:

m  Over 1500 Hours of Work Experience: The substantial amount of work experience accumulated indicates that the
placements were not merely symbolic but involved meaningful engagement, contributing to the participants' skills
development and industry understanding.

o Pathways to Paid Employment:

m Paid Employment for Some Participants: The fact that some participants secured paid employment as a result of their
placements is a particularly noteworthy success. This suggests that the placements were impactful, providing real career
opportunities and demonstrating the tangible value of the experience to both participants and employers.
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Challenges:
o Uncertain Funding Landscape:

m Match Funding Issues: The success of the outcome was partly contingent on match funding from the East Sussex
College Group (ESCG), which was uncertain due to changes in the economic landscape for post-16 provision. While this
didn't prevent the achievement of the placement targets, it suggests potential financial challenges that could affect the
sustainability or expansion of the program in the future.

o T-Level Program Changes:

m Impact of T-Level Program Changes: The placement opportunities were linked to the rolling out of T-level programs,
which underwent several changes since the bid was written. Despite these changes, the program adapted well, for
example the DLWP provided a Business Admin T-level placement and supported a local college with links to other
organisations that could commit to this model. but the evolving nature of T-levels may have added complexity to
coordinating placements, particularly in aligning them with the available courses.

o OFSTED and Legislative Changes:

m Impact of New OFSTED Criteria and Skills Act: The new OFSTED criteria and the Skills and Post-16 Education Act
introduced additional pressures on colleges to include work experience placements for all students. This could have
influenced the focus and availability of resources for the creative and digital placements, although the outcome suggests
that these challenges were effectively navigated.

The outcome was highly successful, the program surpassed the original target of 50 placements, with 113 placements across 23 organisations
and over 1500 hours of work experience, demonstrating strong delivery. The placements provided valuable industry experience and led to paid
employment opportunities for some participants, underscoring the program's effectiveness in preparing young people for careers in the creative
and digital sectors. Overall, despite the challenges, Outcome 7 not only met but exceeded expectations, making a significant impact on the
participants and the wider community.
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With special thanks to:
Holly Aquilina and Caroline Bragg (Skills East Sussex)
Sally Staples (Culture East Sussex)
Donna Harfield and Rebecca Conroy (East Sussex College Group)
Richard Freeman (Always Possible)
Richard Beales and Donna Vose (Artswork)
Liz Corkhill and Esther Towner Collins (Towner)
Kenton Lowe and Lorna Ough (Blackshed)
Mandy Curtis (18 Hours)
Sarah Dance and Liis Hirvoja (Eastbourne Alive)
Ben Urban and Amy Mock (Flatland Projects)
Edward Ball (Devonshire Collective)
Sam Glazier (Seaglass)
Bex Milner and Siou Hannam (Haven Young Creatives)
Lizzie Lower and Ellie Johnson Bullock (Hospitable Environment)
Nick Stockman (Towner Newhaven)

And the team here at DLWP: Mehrin Miah, Grace Hart Jolley, Dee Haughney, Miguel Martin, Sally Ann Lycett and Stewart Drew.
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