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Glossary 
It’s important to have a good grasp of technical terminology when working in the creative economy. Correct terminology will make communication easier. Use this glossary to help you learn and remember key terms and their definitions. Complete any missing definitions and add any additional terms that you come across during your course or placement.
	Term
	Definition

	Bespoke
	Specially made for a particular person, organisation or purpose.

	Business activity
	Everything a business does to operate, grow and finance itself.

	Characteristic
	The key features that define what an organisation is and how it functions. The characteristics of an organisation influence how it operates, grows and accesses support.

	Charity
	An organisation that focuses on public benefit and, in the case of craft and design, may support arts education, heritage crafts and public access to creative activities. Charities can generate income but must use it to support charitable aims. 

	Charity tax relief
	Donations by individuals to charity are tax free.

	Commissioned income
	Income generated from a bespoke product, content or service created at the request of a client.

	Commissioning
	Formally engaging a maker or designer to create a specific piece of work for a client, organisation or public body.

	Concept
	The core idea that gives a project meaning, direction and coherence. It explains why the maker is doing what they’re doing and what the work is trying to express or achieve.

	Corporate social responsibility (CSR)
	The actions of a business that benefit society, communities and the environment.

	Corporation
	A large organisation that operates as a separate legal entity. Typically, it is owned by shareholders.

	Creative body
	An organisation that supports the development, promotion and sustainability of creative industries not only through networking, but also by promoting and raising the profile of its members.

	Creative control
	The amount of freedom a creator/business has over its products, designs and ideas.

	Creative economy
	The industries that generate economic value through creativity, skills, talent, innovation and intellectual property.

	Creative industries
	Sectors that focus on the production and distribution of cultural, artistic and innovative content. 

	Creative practitioner
	Someone who uses creative or artistic skills professionally, not only to produce art, but also to teach, collaborate, facilitate or work with communities.

	Creative sector
	The part of the economy made up of industries that rely on creativity, skill, talent and the creation or use of intellectual property.

	Design activity
	What designers do to create visual, material, spatial or experiential products and services. 

	Financial stability
	This means having predictable, reliable income that helps a business survive and grow.

	Intellectual property rights (IPR)
	These are the legal rights that protect a person’s or business’s original creations, such as designs, artwork, inventions, logos or music, preventing others from copying, using or profiting from them without permission.

	Limited company
	An organisation that operates as a separate legal entity and with limited liability. This means that the owners are not liable for any financial losses it may suffer.

	Limited liability
	If the company gets into debt, the owners or shareholders are usually only at risk of losing the money they invested in the business, not their personal possessions or savings.

	Medium-sized enterprise
	An organisation with between 50 and 249 employees.

	Micro-sized enterprise
	An organisation with between 1 and 9 employees.

	Monetisation model
	The structured method a business uses to earn money from its product, such as subscriptions, self-generated or commissioned.

	Monetise
	To turn a product, service, skill, idea or creative work into income.

	Non-creative industries
	Sectors that provide the services and support needed to turn ideas into products and bring them to market.

	Not-for-profit organisation (NPO)
	An organisation that pursues social, cultural, community or educational goals and reinvests surplus income rather than distributing profits to owners/shareholders.

	Operational drivers
	Key business variables that influence day-to-day and medium-term operational activities.

	Post-production activity
	The final stage of the production process where a product is prepared for its intended audience. This includes making corrections or improvements, carrying out quality assurance checks, packaging and labelling the product, and preparing it for delivery.

	Pre-production activity
	The planning and preparation stage. 

	Production activity
	The process of converting resources into something consumers want and are willing to pay for.

	Profit
	Money that is left over after all costs have been subtracted from revenue.

	Quality assurance (QA)
	The process of checking and reviewing a product to ensure it meets the required specification standards. This includes evaluating the suitability of raw materials, design decisions, techniques, and processes to ensure the desired outcome is achieved. 

	Revenue
	Income generated from the sale of products or services.

	Risk
	The possibility that a business may lose money or fail to achieve its objectives.

	Sector skills body
	An organisation that supports industries through establishing occupational standards, providing training and supporting workforce development.

	Self-generated income
	Income solely generated from the actions of an individual or business.

	Shareholder
	A person who owns shares in a company.

	Small-sized enterprise
	An organisation with between 10 and 49 employees. 

	Subscription income
	Income generated through recurring payments from users who agree to receive products or services at regular intervals.

	Technical activity
	Work that involves specialised practical knowledge, methods, tools and procedures.

	Turnover
	The total value of sales made by a business within a given period, before any costs are deducted.
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