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In accordance with the Royal Decree effective as of 14 
August 2018, Thailand Creative and Design Center (TCDC) 
has been reestablished as the Creative Economy Agency 
(Public Organization) under the Office of the Prime Minister of 
Thailand. The Creative Economy Agency (CEA) is tasked with 
engaging with entrepreneurs whose businesses leverage 
innovation and creativity tools to offer products and services 
that enhance the prominence and competitiveness of 
Thailand’s intellectual property on the global market.
	 To that end, the CEA uses a variety of approaches to help 
make creative and digital economy development a pillar 
of our national future. Through the provision of timely and 
useful data, the CEA assists in the formulation of policy whilst 
also establishing creative districts where the government’s 
agenda can be put into action. The CEA also offers training 
and support to aspiring creatives in conjunction with educa-
tional institutions and private sector entities at TCDC branded 
business incubation centers, where future luminaries of the 
Thai creative economy can make a start for themselves.
	 Additionally, the CEA also serves as a repository of statistics 
and information that can be leveraged by domestic and 
international stakeholders seeking to help make Thailand a 
leader of creative economy in the twenty-first century.
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PREFACE

	 Visual Arts are considered one of the 
most ancient art forms alongside humanity, 
starting from the prehistoric pigments cave 
paintings. The paintings are the science 
and art of recording history since the past, 
then they are expanded through ages, 
from the dark age to the renaissance. 
Visual Arts, therefore, have been helping 
to shape the human minds, nourish people 
at the time of adversity and crisis. Until 
now, the visual arts industry is obtaining 
opportunities, as well as confronting 
challenges all around.

	 The visual arts industry is one of the 15 
creative industries in Thailand that has 
potential with continuously expanding 
economic value from 18 billion baht in 
2014 to 23 billion baht in 2018. Despite 
the severe pandemic of COVID-19 that 
causes the recession, however, the ever-
evolving power of creativity has allowed 
us to witness new inventions in the visual 
arts industry, such as accessing visual arts 
through virtual technology and digitizing 
objects for trading on the NFT market.

	 Creative Economy Agency (Public 
Organization) or CEA, as the agency 
designated to promote Thailand’s creative 
economy, wishes to create awareness, 

comprehension, and sustainable solutions 
for the creative economy. As a result, it 
has researched the creative economy by 
category, which covers the overall context, 
stakeholders, business model as well as 
operational problems to collect and present 
as a plan for the development of each 
branch of creative industries as a guideline 
for the development of Thailand's creative 
industries and the enhancement of Thailand’s 
competitiveness.

	 This CEA Outlook vol.5 illustrates the 
analytical results and worth-mentioning 
issues from the report of strategic plans 
for visual arts industry development, 
along with the relevant references. The 
results are presented by covering diverse 
topics context of visual arts, statistical 
data, entrepreneurs’ potential and 
competence analysis, major trends in 
the visual arts industry, the successful 
international cases, as well as examples 
of the visual arts industry abroad as the 
guidelines to be applied in Thailand’s 
creative industry. The study, therefore, 
helps formulate a strategic plan to be in 
line with the country's policy which will 
lead us to the sustainability of the nation’s 
visual arts industry development.

APISIT LAISTROOGLAI
Executive Director, 

Creative Economy Agency (Public Organization)
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Creative Industry
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	 The definition of “visual arts” in this study has 
been compiled and analyzed from national and 
international organizations and experts in the in-
dustry. The definition of visual arts is assigned by 
referring to the main four selected sources as 
follows: (1) Britannica English Encyclopedia, (2) 
Texas State Art Center: The Old Jail Art Center, (3) 
Visual Arts Criticism by Assistant Professor Supachai 
Singyabuth, and (4) Royal Thai Institute Dictionary. 
It can be concluded that the definition of visual 
arts demonstrates five important characteristics 
including: (1) human-made products in two- or 
three-dimensional forms; (2) means to deliver 
emotions, feelings, ideas, or tastes; (3) expressions 
of skills or imaginations; (4) expressions by means 
of art objects; and (5) communication perceived 
by sight or visualization. It can be concluded that 
“visual arts are a branch of arts which artists express 
their emotions, feelings, ideas, tastes, or skills 
through art objects and audiences receive the 
message through sights (or touching)”.

Each category of creative industry has different forms of operations, 
challenges, and limitations. To determine appropriate and effective 
development plans for entrepreneurs, it is essential to prepare the 
ground of data regarding current situations, business challenges, and 
issues affecting the operation. Hence, CEA has constructed the 
database of management projects and development plans for each 
category of creative industry to study and to collect all statistic data 
to build up the industry database structure. This 5th CEA Outlook 
proposes the analysis of potentiality and capability of entrepreneurs 
in visual arts creative industry, facilitation guidelines, and efficient 
measures to determine the strategic plans in compliance with 
government policies. Moreover, this will lead to the implementation 
of the development plans in a hope that it will bring benefits for 
entrepreneurs in the visual arts industry. 

Definition of Visual Arts Industry
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	 There are several categories of visual arts. The followings are the categories 
of visual arts as appeared in the textbook of the Faculty of Fine and Applied 
Arts, Mahasarakham University.

Categorization in Visual Arts Industry

Source: The Faculty of Fine Arts, Mahasarakham University and Supervisor’s Analysis

Categories of Visual Arts

ART

Categorized according to senses

Fine art Architecture

Sculpture PrintmakingPainting

Visual art Verbal art Mixed art

Mixed media

Auditory art

Film-based art

perceived by seeing/ sights

Applied art

perceived by
hearing

focusing on beauty

•	 Drawing
•	 Painting

•	 Casting
•	 Carving
•	 Molding 
•	 Construction

•	 Use of printing molds
•	 Be able to reproduce
•	 Exclude printing for 
	 other utilities

•	 Composed of 
	 different forms of 
	 media in one work 
•	 Use of new media 
	 forms

• Photography

focusing on the art of 
construction

perceived by verbal 
comprehension particularly

in the group sharing 
the same language

perceived by using different 
senses at the same time, 

for example,
drama/ theatre

focusing on the use of 
artworks, for example, 

handicrafts
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	 From the above figure, it is apparent that visual arts are a branch of arts 
perceived by sights to receive the message through the art objects. Visual arts 
can be divided into three categories:

Designs of structures and buildings for living 
or other purposes; the beauty of which is 
received through sight as well.

Art objects that can be applied so that they have 
other utilities other than their beauty such as 
handicrafts which are beautifully designed 
equipment or magazines which are used to 
communicate information to readers with beau-
tiful design.

Art objects created with an objective of appre-
ciation on the artistic beauty.

Fine Art Applied art

Architecture 
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	 This study aims to establish development plans for creative 
industry particularly in visual arts; the scope of which mainly focuses 
on visual arts industries that are capable of developing and creating 
further economic value. This study seeks to obtain a clear study 
framework that will lead to appropriate and efficient facilitation 
guidelines so that the data can be used to determine strategic or 
operational plans in compliance with government policies as well 
as to implement the development plans into practice.

	 This study is the accumulation of other 
studies to construct the database and the 
development plans for creative industry 
in three categories – music, performing 
arts, and visual arts. From the aforementioned 
categorization of visual arts, the scope of 

the study emphasizes on the study of 
visual arts under the umbrella of fine arts. 
Fine arts cover the art objects including 
painting, sculpture, printmaking, mixed 
media, and photography.

Scope of the Study of Visual Arts Industry

Scope of the Study of Visual Art Industry

Source: Supervisor’s Analysis

Performing 
Arts

Music
Visual Arts

focusing on Fine Art rather than Applied Art 
which emphasizes on the use of artworks

Painting

Sculpture

Printmaking

Mixed media

Photography

Dance

Theatre

Physical Music

Digital Music

Streaming Service

Synchronization

Performance Rights

Live
Music
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1. Analysis of the Six Key Elements in the Creative Ecosystem

	 The analysis and establishment of the 
industry development plans for each 
category – music, performing arts, and visual 
arts are on the ground of two main frame-
works as follows: (1) main factors affecting 
development of creative industrial ecosystem 
and (2) Porter’s Value Chain Analysis 
Framework. The study aims to investigate 
the data of creative industry development 

guidelines from six organizations involving 
in facilitation of the industry. Two main 
focuses include environmental development 
contributed to the driving of creative industry, 
and entrepreneur development for creative 
industry. The data obtained from the 
investigation of guidelines from those 
organizations can be concluded as 
follows:

The Six Key Elements in the Creative Ecosystem

Cultural
Asset

Creative 
Environment

Connectivity

Connectiv
ity

C
on

ne
ct

iv
ity

C
onnectivity

Connectivity

Building
Industry

Role of 
Government Human 

Capital

Technological 
Enablers

Source: World Economic Forum, UNCTAD, CEA’s Framework for Creative Industry Development and Supervisor’s Analysis

Cultural asset Human Capital Creative 
Environment

Role of 
Government

Networking & 
Connectivity

•	 Resources
•	 Local Culture 
	 and Traditional
•	 Local Skill and 
	 Knowledge

•	 Creative
	 Entrepreneurs
•	 Creative talents
•	 Role Model
•	 Leaders
•	 Skill-worker
•	 Education/
	 Vocational training

•	 Creative Hub
	 Design center
•	 Co-working space
•	 Workspace
•	 Lab

•	 Building
	 infrastructure
•	 Access to finance 
•	 Funding
•	 Intellectual
	 property 
•	 Open new market
•	 Supporting export 
	 markets

•	 Connectivity 
	 between each
	 factor
•	 Cooperation and
	 Partnership 
	 between
	 Organizations

Technological 
Enablers

• 	Tools for integrate
	 culture and 
	 creativity into the 
	 value chains of 	
	 high-end
	 industries
•	 Creation of
	 platform services
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1. Cultural Asset

	 Cultural capital or cultural asset is the essential 
factor for development and value adding of 
products and services, especially the creative 
industry group called “Creative Originals” who have 
brought social and cultural contexts into the 
creation of products in various forms. Therefore, 
a country with prosperity of cultural capital will 
have great advantages over other countries in 
development of products and services in creative 
industry.

2. Human Capital

	 Human capital is another profound factor 
affecting the development. Creative products are 
created from aptitude, knowledge, proficient crafts-
manship skills, and analysis & synthesis skills to 
create new products and services, especially, the 
creation from “Creative Originals” which is usually 
imparted from generations to generations.

3. Technological Enablers

	 The development in innovations and technology 
is a fundamental factor to add value and enhance 
creative industry development. It puts some direct 
and indirect impacts on the industry’s entre-
preneurs as well as development of tools and 
equipment to create more sophisticated and 
innovative products to gain attention and respond 
to customer’s demands. It also serves as a channel 
to distribute and promote product sales which will 
broaden opportunities for entrepreneurs and 
manufacturers to reach to their customers.
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4. Creative Environment

	 Environment or creative space are another significant 
external factor in the process of work creation in creative 
industry. Appropriate environment is crucial for learning and 
encouraging creative ideas such as the development of a 
creative community or neighborhood that is open for designers 
and entrepreneurs to share and exhibit their creative works 
and products. When creative people gather, there will always 
be exchanges of personal experiences, points of view, and 
attitudes among the group.

5. Role of Government

	 In creative industry, there are adoptions of different 
principles and process from other types of industry. The 
government should recognize and perform the supportive 
roles in providing assistance to create activities which will 
benefit entrepreneurs and staff working in the industry. This 
includes financial and investment supports in activities that 
are essential to the development of the industry. There should 
also be provision of knowledge to entrepreneurs and staff 
and supports in other related sections such as investment in 
infrastructure, knowledge and understanding regarding 
intellectual property, and export of highly potential products 
to set examples for other entrepreneurs in the industry.

6. Networking / Connectivity

	 Connectivity between network and interaction among 
groups of people, from upstream to downstream, in the value 
chain are essential factors contributed to the development 
of any industries. Nowadays, there have been high competition 
of marketing, technology changes, and customers’ demand 
and taste, so it is a big challenge for entrepreneurs to maintain 
their advantageous position in the competition or run the 
business solely by themselves without any connections. The 
entrepreneurs in the industry must initiate cooperation and 
strong relationship with other businesses which also take vital 
roles in the market competition. Some of these businesses 
include suppliers, distributors, creators, exhibition venues, 
and customers, not to mention organizations and personnel 
taking supporting roles in business administration. 
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	 The six key elements in the creative 
ecosystem are investigated in order to 
analyze data regarding current situations 
of each industry and other related issues 

in each factor. The analysis is based 
primarily on the Thailand’s contexts. The 
data of Thai visual arts industry can be 
concluded as follows:

The Analysis of Components of Thai Visual Arts Industry according to the Analytical 
Framework from the Six Key Elements in the Creative Ecosystem

Cultural asset Human Capital Creative 
Environment

Role of 
Government

Networking & 
Connectivity

•	 Cultural capital
•	 Culture/ Audience 
	 behaviors

•	 Skills/ Artists’ 
	 knowledge
•	 Professional 
	 standard

•	 Art creating space
•	 Art displaying 
	 space
•	 Financial support
•	 Consumers/ 
	 audiences

•	 Plans/ policy
•	 Structure/ 
	 supporting 		
	 agencies
•	 Government 
	 operations
•	 Rules/ regulations

•	 Group gathering
•	 National and 
	 international 
	 networking with 
	 other agencies 
•	 Connectivity with 
	 other industries

Technological 
Enablers

•	 Online platforms/ 
	 channels
•	 Database

Source: Interviews and Supervisor’s Analysis

CEA OUTLOOK 019



	 Apart from the six key elements in the creative ecosystem 
presented earlier, this study also adopts Porter’s Value Chain Analysis 
framework to analyze the value chain in the industry to understand 
the value making process of each industry including industry 
stakeholders, occurring activities, and challenging issues in the process.

2. Porter’s Value Chain Analysis

Porter’s Value Chain Analysis Framework

Inbound 
logistics

Outbound 
logistics

Marketing 
& Sales

Operations

Firm Infrastructure

Human resource management

Technology development

Procurement

M
argin

Service
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 	 Value Chain Analysis Framework is usually adopted to analyze 
activities in an organization. Activities can be divided into two levels 
which are primary activities and supporting activities. Primary activ-
ities are activities involving production, products or services creation, 
marketing, and product and service logistics to customers. Logistics 
includes 1) Inbound Logistics referring to receiving or transportation, 
storage, and distribution of raw materials before being processed; 
2) Operation referring to raw materials being processed into products 
or services including production process and packaging; 3) Outbound 
Logistics referring to storage, collecting, and distribution of products 
or services to customers; 4) Marketing and Sales referring to the 
inducing of sale and purchase including advertisement and distri-
bution channels; and 5) Services referring to a service provided to 
add value to the products or after-sale services.

	 Supporting activities refer to activities that help the primary ac-
tivities in creating advantages and efficiency. Supporting activities 
comprise of four main activities. 1) Firm Infrastructure including 
accounting system, financial system, organization administration, 
etc.; 2) Human Resource Management referring to organization’s 
human resource management including job analysis, recruitment, 
evaluation, training and skill development, etc.; 3) Technology De-
velopment referring to technology development that assists in val-
ue adding or products and services production process development; 
4) Procurement referred to procurement of input such as raw ma-
terials or machinery for primary activities. 

	  Industry value chain is indeed similar to the overview of value 
adding process in industry level. There are some steps of activities 
which public or private organizations usually involve in each process. 
By adopting this framework to analyze the development plans for 
creative industry in visual arts, the researcher would gain profound 
understanding of the value adding process and all activities occur-
ring in the industry.
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Policy Study in Music, Performing Arts, and Visual Arts Industries

3. Policy and Strategy in 
Contemporary Arts and 

Culture Promotion 
(2017 – 2021)

	 Thailand has determined the national 
economic movement driven by creative 
economy system in a hope to make use 
of its strength in cultural capital to push 
the national economy forward. Integration 
of knowledge and innovations has been 
an attempt to add value to products and 
services in music, performing arts, and 
visual arts industries. The literature review 
on policies regarding creative industry 

development in the aforementioned 
categories from government organizations 
is hence essential to achieve the development 
of plans and database of each category 
of the creative industry since they have 
contributed to the effective movement of 
Thailand’s development nowadays. The 
data from the study have been accumulated 
by examining four development plans 
and policies as follow:

1. Draft of the 20-Year
National Strategy Framework in 

Culture according to the 20-Year 
National Strategy Direction

2. 4-Year Action Plan of 
Department of Cultural 

Promotion (2018 – 2021)

4. Draft of Operational Plan of 
Creative Economy Agency 

(​Public Organization)
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Overview of Related Policies and Development Plans

Source: Supervisor’s Analysis

Applied Art

Focus Area of Each Development Plan

Contemporary Arts
and Culture

Thai Culture

Produce development plans Produce guidelines

Creative Industry
• Literary arts

• Decorative arts

• Graphic design

• Others

• Music

• Visual arts

• Performing arts

• Films

• Architecture

• Fashion

• Handicrafts

• Advertisement

• Design

• Printing

• Broadcasting

• Software

Arts and
Culture

HistoryReligion

Promote and publicize 
Thai contemporary arts and 
culture as the bridge to 
strengthen international 
relations

•	 Promote knowledge 
	 distribution
•	 Develop performance space 
	 and educational hubs
•	 Build intrinsic, social, and 
	 economic values

Cultivate, develop, preserve, 
and sustain Thai cultural 
capital both national and 
international levels

•	 Cultivate appropriate social 
	 values
•	 Develop quality of cultural 
	 reservation
•	 Promote knowledge 
	 administration and innovation 
	 building capacity

Foster the Thai social values, 
make values out of cultural 
capital, and develop 
educational spaces

•	 Cultivate social values
•	 Increase and develop capacity 
	 of educational spaces 
	 regarding cultural studies
•	 Share bodies of knowledge 
	 with both national and 
	 international levels

Foster and develop value 
added based on local wisdom 
and culture by encouraging 
creativity

•	 Create and manage bodies of 
	 knowledge
•	 Elevate capability in creative 
	 business operations
•	 Develop creative city and 
	 ecosystem

Draft of Operational Plan of 
Creative Economy Agency 

(​Public Organization)

Policy and Strategy in 
Contemporary Arts and 

Culture Promotion 
(2017 – 2021)

Draft of the 20-Year 
National Strategy 

Framework in Culture 
According to the 20-Year 

National Strategy Direction

4-Year Action Plan of 
Department of Cultural 

Promotion (2018 – 2021)
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	 Roles and scopes of the aforementioned policies and development 
plans have been explored. It is interesting to note here that the 20-
Year Strategy in Culture according to the 20-Year National Strategy 
Direction Framework of the Ministry of Culture is the crucial foundation 
for the movement to determine the direction for development and 
preservation of Thailand’s culture. Meanwhile, the 4-Year Action 
Plan of The Department of Cultural Promotion (2018 – 2021) plays 
an important role in determine the action guideline for development 
and promotion of Thai cultural capital. However, the scopes of the 
two development plans mainly include religion, art and culture, and 
the original history of the nation.

	 The Contemporary Art and Culture Promotion Policy and Strategy 
(2017 – 2021) of the Office of Contemporary Art and Culture focuses 
on developing works in arts and culture with the content that reflects 
sense of recency yet reserves the root of art and culture. In 2002, 
the Office of Contemporary Art and Culture divided the scope of 
arts and culture works into 9 categories as follows: 1) visual arts; 2) 
performing arts; 3) music; 4) literature; 5) architecture; 6) decorative 
arts; 7) graphic design; 8) films; and 9) costume design. Modern 
techniques and technology have been applied to develop the 
artworks and used them as tools to communicate and to interpret 
ideas regarding the current situation so that the society has learned 
from the presentations of the works.

	 However, most of the policies and development guidelines had 
not actually been adopted for economic development. Hence, there 
has been establishment of organizations to drive creative industry 
and to implement the draft of operational plans of Creative Economy 
Agency (Public Organization) into the creative economic system to 
further enhance Thailand’s economic development in the future. 
Thai creative industry is divided into 15 categories; six of them, however, 
share scopes and aspects of Thai contemporary art and culture. The 
six creative industries include: 1) visual arts; 2) performing arts; 
3) music; 4) architecture; 5) films; and 6) costume design. From the 
primary study, the results show that the direction of the policies and 
development guidelines is in compliance with the national policies. 
However, each development plan focuses on different aspects.
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	 Regarding the development and promotion of arts and culture and creative industry, 
the Department of Cultural Promotion, Ministry of Culture takes vital roles in promoting, 
inheriting, and preserving Thailand’s arts and culture to be the legacy and cultural 
heritage. Meanwhile, the Office of Contemporary Art and Culture and Creative Economy 
Agency performs some similar roles in providing supports for arts and culture, creating 
new artworks, and creating economic value added. The Creative Economy Agency 
must provide channels for cooperation and determine operational guidelines with all 
related organizations to sustainably move creative economy forward in long run.

	 From the study of the Draft of 20 – Year 
Strategy Framework in Culture according 
to the 20 – Year National Strategy Direction 
Framework, the 4 – Year Action Plan of 
Department of Cultural Promotion (2018 
– 2021), the Contemporary Art and Culture 
Promotion Policy and Strategy (2017 – 
2021), and the Draft of Operation Plan 
of Creative Economy Agency (Public 
Organization), the results show that the 
overview of development guidelines for 
music, performing arts, and visual arts 
places privilege to potentiality development, 
economic development, space and 
learning source development, and also 
changes of global society and technology 
advancement. The government then 
determined policies by placing emphasis 
on both potentiality development and 

economic strengthening. The policies also 
emphasized on personnel development 
and production upgrading by creating 
value-added from innovation, technology, 
and creativity. Especially, some investment 
on industrial space and learning source 
development was cultivated since they 
were physical infrastructure necessary to 
the growth of creative businesses such as 
cultural centers, new theaters, and 
Wisithsilapin Hall. Furthermore, arts and 
culture preservation and inheritance, 
improvement of standards and laws, 
improvement of administration mechanism 
of related organizations, and construction 
and publication of industry database are 
all important factors in constructing the 
foundation to upgrade the overall industry 
to be stable and sustainable.

Conclusion of Developments related to Music, Performing Arts, and Visual Arts Industry

Source: Supervisor’s Analysis

1. Human Resource Development

2. Development for Economic Expansion

3. Preservation and Inheritance 

4. Elevation of 
     Infrastructure

Draft of the 20-Year Thai 
National Strategy Framework 

in Culture According to the 
20-Year National Strategy 

Direction

Development Plans

Development Issues

4-Year Action Plan of 
Department of Cultural 

Promotion (2018 – 2021)

Policy and Strategy in 
Contemporary Arts and 

Culture Promotion 
(2017 – 2021)

Draft of Operational Plan of 
Creative Economy Agency 

(​Public Organization)

4.1	Developing 
	 Spaces and 
	 Educational Hubs

4.2	Constructing and 
	 Sharing Database

4.3	Improving 
	 standards/ laws 
	 and administration
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Current Situations of Creative 
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	 To understand the overview of 
international visual arts industry, it is 
necessary to study data of activities 
related to the industry, statistic data, 
and critics on important trends of 
creative industry in visual arts.
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Global Situations 
of Visual Arts
Industry
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	 Department for Digital, Culture, Media 
& Sport of the United Kingdom published 
Creative Industries Mapping Documents 
2001 which presented creative industry in 
each category in the UK, 13 categories in 

	 Core activities of visual arts industry in 
UK include drawing, sculpture, artworks 
on paper, and various types of fine arts 
(such as tapestry production). Meanwhile, 
related activities or supporting activities 
of core activities of visual arts refer to 
other types of art objects such as furniture 
and collectibles (such as ceramics and 
glassware), fashion design, jewelry, textile, 

antiquities, arms and armor, metalwork, 
and even books or maps. 
	 Apart from activities, visual arts can 
connect to other industries in various 
dimensions such as festival, exhibition, 
transportation, restoration, printing, 
photography, insurance, banking, law, and 
tourism.

total, including visual arts industry. This 
document has collected data of core 
activities and related activities of visual 
arts industry and other related industries 
as follows:

Activities and Industries related to Visual Arts

•	 Paintings
•	 Sculpture
•	 Works on paper
•	 Other fine art 
	 (ex tapestries)

•	 Furniture
•	 Collectibles (ex Mass 
	 produced ceramics 
	 and glassware, dolls 
	 and dollhouses etc.)
•	 Couture (including 
	 jewellery)

Core activities

Related industries

Related activities

•	 Textile
•	 Antiquities
•	 Arms and armour
•	 Metalwork
•	 Books, bindings, 
	 signatures and maps

Fairs & 
Exhibitions

Restoration Photography Banking Tourism

Shipping Printing Insurance Law

Source: Creative Industries Mapping Documents 2001, GOV.UK
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	 Statistic data related to international visual arts presented in “The Art Basel 
and UBS Global Art Market Report 2019”, a research conducted by Arts Economics 
under supports of Art Basel and UBS, consist of data regarding world art market 
value. The data presented are recapped as follows:
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Statistic Data regarding Current Situations of Visual Arts Industry

25582557 2559 25612560

67.4

63.7

56.9

63.8

68.2

Statistic Data of Global Art Industry Value

Value and Volume of Transactions in the Global Art Market

41

40

39

38

37

36

35

34

70

65

60

55

50

Source: The Art Basel and UBS Global Art Market Report 2019

•	The top 3 countries of the global art market 
	 are US, UK, and China, making up 84 percent 
	 of the total global sale.
•	US has been at the top of the global market 
	 for 7 years in a row.
•	Even though UK encountered the ‘Brexit’ 
	 situation, the sale has still been increasing for 
	 8 percent compared to the year 2017.

US, 44%

UK, 21%

China, 19%

France, 6%

Others, 6%
Spain, 1%

Germany, 1%
Switzerland, 2%

The numbers of value shown in the charts 
have been retreived from the two sectors: 

1. Auction sector: from public and private 
      auction houses (both online and off-line sources)

2. Dealer sector: from dealers, galleries, 
      and online trading intermediary
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1. The United State has been the 
biggest art trading market. The 
data accumulated from 2014 – 
2018 suggested that the US was 
placed at the top rank of arts 
trading activities. In the latest 
year, the trading value was as 
high as 44%.

2. New generation has played 
more active roles in the arts 
market. From the data shared by 
art collectors from all over the 
world, it shows that the number 
of collectors who are the new 
generation or the “Millennials” 
– born between 1981-1996 – 
have apparently been increas-
ing, especially in Asia, where 
Millennial collectors made up 
46% of the proportion.

3. Online arts market has been 
apparently growing. The value 
of online arts trading in 2018 was 
growing at 11% compared to the 
online trading value in 2017.

4. Auction has still been a crucial 
trading channel. From data of art 
trading value collected from 
various channels, the results in-
dicate that arts trading through 
public auction in 2018 was as 
high as 30%, compared to those 
of 2016. The main reason was 
security; most buyers viewed that 
public auction was the trading 
channel with much lower risk 
compared to trading by other 
channels.

5. Art fairs have also played vital 
roles in arts market. One of the 
arts trading channels that has 
been gaining more attention is 
through art fairs. In 2018, the 
growth of fairs was 6%, compared 
to 2017. The sales proportion 
occurring in art fairs in 2018 
reached 46%.

Significant Trends in Visual Arts Industry

	 The primary data was collected from two types of trading, auction and 
dealer, from all over the world. The results demonstrated that since 2016 – 2018, 
quantity and value of artworks trading had continually increased. In 2018, there 
were approximately 40 million trades with overall value of 67.4 billion USD. 
The biggest global trading value was the United States of approximately 44%. 
UK was next in line by 21% and China by 19% accounting for 84% in total of the 
global arts trading in 2018. The US has been placed at the top rank for 7 years 
in a row.
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	 To comprehend the situation of Thailand’s 
visual arts industry, it should start with 
understanding the situation of creative 
industry, particularly the field of visual arts 
compared with other fields. The Economic 
Research and Training Center, Faculty of 
Economics, Thammasat University, produced 
a report on economic values of creative 
industry classified by fields. In particular, 

the center collected information concerning 
values of Thailand’s creative industry, 
encompassing twelve core creative 
industries and three relevant service 
industries, including cultural tourism, Thai 
traditional medicine, and Thai cuisine. 
Values and growth rates of each industry 
were compared, as shown in the following 
figure.

Economic Value of the Visual Arts Industry in Thailand

Source: Report of Economic Values of Creative Industry Classified by Production 
Fields and Numbers of Workforce in the Creative Industry, Economic Research 

and Training Center, Faculty of Economics, Thammasat University
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	 According to the comparison of values 
of each category in creative industry in 
2017 and growth rates of each industry 
(between 2010-2017) shown in the above 
figure, it can be noted that the visual arts 
industry’s value and growth were relatively 
low compared to other fields in creative 
industry.
	 Based on the proportion of employment 
and average incomes of workforce of 
each field, the data on employment in 
the field of visual arts was taken into 
consideration, together with numbers of 
workforce in the music industry and the 
performing arts industry, lead to the 

division of workforce into nine categories. 
Specifically, the music industry, the 
performing arts industry, and the visual 
arts industry had employment of 69,250 
workers (accounting for 8.4 percent of 
the entire creative industry workforce), 
together with an average monthly income 
of 12,873 THB per person; they were 
regarded as having low employment and 
income rates. Conversely, the craft 
industry had the highest employment but 
the lowest income, while the software 
industry had low employment rate but the 
highest average income in 2017 (42,340 
THB per worker and per month).

The Proportion of Workforce and Average Incomes of the Creative Industry

Average Income of Workforce in Creative Industry in 2017
The Proportion of Workforce in Creative 

Industry Classified by Professions in 2017

41.1% 36.4%

22.9%
24.6%

8.8%
7.8%

7.5%
8.4%

7.2%
8.3%

5.3%
6.3%

4.0%
5.0%

1.9%
1.7%

1.2%

924,527
826,026

1.7%

2559 2560

-10.65%

Galleries and Museums
Printing
Software
Television and Radio 

Architecture

Music, Performing Arts, 
and Visual Arts
Design

Advertisement

Crafts and Handicrafts

•  In 2017, workforce in creative industry decreased by 98,501 people.
• However, in the group of Music, Performing Arts, and Visual Arts, 
  only 58 people left the industry. (In 2017, the total number of   
  workforce in the industry was 69,250 people)

Source: Report of Economic Values of Creative Industry Classified by Production Fields and Numbers of Workforce in the Creative Industry

Average wage: 23,534
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	 The value chain of the visual arts 
production process in Thailand and related 
institutions to be presented onwards was 
analyzed from interviews and a review of 
data from institutions in the industry to 
enable better understanding as to what 

1. Art production is referred to as 
the process of art creation. This 
step is primarily concerned with 
art creators, including aspiring 
(young generat ion) art is ts , 
rising-to-success artists, and 
renowned artists. They may be 
independent or employed by art 
institutions or art residences 

which provide places for art 
production for “artists in residency” 
who are al lowed to share 
resources and spaces. However, 
considering a scarcity of art 
residences in Thailand, most 
independent artists have to create 
works primarily in their own spaces.  

Value Chain of the Visual Arts Industry in Thailand

activities and operations are involved in 
the art production process. In particular, 
the process is divided into three main 
steps, namely 1) art production, 2) 
promotion and sales, and 3) consumers 
and art resale, as detailed below.

Art production Promotion and sales Consumer / Art resale
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	 The study pointed out that each type of institution in the visual 
arts industry had a high proportion of art creators or artists from 
education institutions each year, yet the market size and a number 
of buyers were still relatively small, thus rendering Thailand’s art 
market rather inactive. Moreover, there were only few institutions or 
businesses providing supports. Hence, Thailand’s art market should 
be further supported as presented in the analysis of problems of 
Thailand’s visual arts industry.

2. Promotion and sales – after 
artists have created their artworks, 
the first sale of their works is 
considered the sale in the primary 
market. In Thailand, the primary 
market refers to the direct sale 
to buyers, whether art collectors 
or general buyers. In addition, 
the artists can sell their works 
through galleries; the galleries 
operate as an agency to provide 
the artists with any forms of support, 
regardless of locations, marketing, 
and provision of sales services 
to interested buyers. Apart from 
the primary market, other forms 
of marketing channels are also 
available, e.g., online sale or 
sale in art fairs, which now have 
captured some attention overseas. 
On the contrary, in Thailand, the 
art sale in online markets is not 
yet booming, nor are art fairs 
intriguing, compared to the sale 
in art fairs held overseas.

3. Consumers / art resale – art 
consumers in Thailand comprise 
mainly of private businesses, 
collectors, and general buyers. 
In fact, there are still a relatively 
small number of art buyers in 
Thailand’s art market, compared 
to that of foreign countries. Apart 
from the primary market as the 
direct sale from artists, the other 
type is the resale of artworks to 
other buyers where sellers are 
not the original artists of the 
works, or simply referred to as 
the secondary market. This type 
of sale may be carried out 
through an auction house which 
holds art auctions for interested 
buyers. Nevertheless, art auction 
is not widespread in Thailand; it 
is commonly held overseas, such 
as in Singapore or Hong Kong.
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Identifying Targets for 
the Development of the 
Visual Arts Industry 

Considering the ecosystem of Thailand’s 
visual arts industry, it can be seen that in the 
overall picture of the industry, target groups 
for the development of the industry consist 
of two groups of personnel or institutions, 
namely artists/art creators and supporting 
businesses or art intermediaries, such as 
galleries, curators, and art-supporting 
businesses. 

	 The first important target group for the 
development of the visual arts industry is 
none other than artists or art creators. As 
mentioned earlier, there are various forms 
of visual arts or mediums for expressing 
emotions, feelings or messages, such 
as fine arts as in paintings or drawings, 
sculptures, prints, mixed media, and new 
media. The artists express all of those 
through creation of various art forms 
rather than only one particular type.

Artists
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	 In consideration of artists’ methods for 
art creation, it can be found that besides 
building the career with artworks as their 
products, other sources of income come 
from artists’ selling of design or selling of 
concept characterized as a form of 
services, for example, working as a hiring 
designer and working for media agencies 
or design-related departments. The study 
found that there were only a small number 
of art graduates who actually became 
visual artists after graduation. Conversely, 

the majority of the graduates were in 
other lines of works, primarily in the design 
business. For those actually becoming 
artists, if they are young generation artists 
or aspiring artists without fame, they have 
to build a reputation to increase value for 
their works. Once they start rising to fame, 
the value of their arts undoubtedly 
increases. In addition to selling artworks, 
artists also sell (or license) rights of their 
works, i.e. selling rights for the reproduction 
of their artworks in other forms.

Artists

Types of Artworks Creation by Artists

Artworks 
Sale

Service Sale
(Design)

High
Value Art

Famous artworks

Recognized Art
Artworks starting gaining 

reputation/ identity

Decorative Art
Not widely-recognized 

artworks

Licensing: apart from direct artworks sale, artists can also 
sell rights for the reproduction of their artworks

Design Service

Most newly graduated artists 
start working in design business 

as it allows them to earn 
sufficient income.

Design for their
own brands

•	 Working for media agency
•	 Working in PR & Marketing 
	 sections
•	 Co-collaboration with other 
	 brands

Source: Interviews and Supervisor’s Analysis
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	 In addition to art creators or artists, 
the other target group in the development 
of the visual arts industry is businesses 
working in alignment with arts industry; 
they are considered crucial for the 
ecosystem of Thailand’s visual arts 
industry.

	 Problems and obstacles in the 
development of Thailand’s visual arts 
industry were gathered and analyzed 
from interviews with stakeholders in the 
business, e.g., public and private 
institutions. The problems were classified 
into four main categories, including 
artists, spaces and supporting businesses, 
viewers and markets, and public 

Supporting 
Businesses 	 An example of art-supporting 

business is gallery business which acts 
as a marketing channel for the arts 
sale, together with artist incubation 
centers and agencies with which some 
artists may sign contracts. Another 
example is curators; they are regarded 
as essential personnel in the field of 
arts since they serve as the primary 
manpower in creation of design contents 
to present works of arts, such as art 
presentations in galleries or museums. 
To put it clearly, they help make the 
arts more appealing through the design 
of storytelling. Additionally, there are 
other relevant businesses, such as 
shipping companies with services of 
domestic and international art shipping; 
they are also considered vital in the 
art-supporting business.

Problems and Obstacles in the Development 
of Thailand’s Visual Arts Industry

institutions. An investigation of the 
problems is vital for understanding the 
situation and operation of the visual 
arts industry to analyze rooms for 
improvement and determine appropriate 
strategies for the development of the 
industry. The results are presented as 
followed.
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Design of Plans for the Development of Visual Arts Creative Industry

	 In this study, the design of plans for the development of visual arts creative 
industry was intended to present key issues which reflect opportunities, future 
trends, and guidelines for the development of the visual arts industry based 
on overseas case studies, as well as to analyze them and to formulate plans 
for the development of visual arts industry.

	 In reference to the problems and obstacles 
presented above, it indicates the operational problems 
in Thailand’s visual arts industry. It can be noticed 
that each type of problem is mainly associated with 
factors in the overall picture of the industry (e.g. 
art markets). Hence, the design of guidelines for 
promoting the industry and addressing the problems 
should give precedence to developing fundamental 
factors of the industry for the benefit of the overall 
operation of the industry.

pe
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High Value Art
Famous artworks

Recognized Art
Artworks starting gaining 

reputation/ identity

Decorative Art
Not widely-recognized 

artworks

Masterpiece

Licensing & ReproductionThe creation of artworks and the 
only-one-piece artwork

Licensing: apart from direct 
artworks sale, artists can also 
sell rights for the reproduction 
of their artworks.

Reproduction: artists can 
reproduce their artworks in 
different forms and formats.

Decorative Art: the artworks 
produced for decoration 
purpose; it is a production art 
which are massively 
produced.

Considering these factors, 
the concept of the 
Development of Thailand’s 
Visual Arts Industry is 
formed accordingly:

Raising awareness of art 
value through accessibility 
to renowned artworks

Providing supports for artists to 
earn income through diverse 
forms which can also be uplifted 
into other levels.

Providing connectivity and 
uplifting Thai art ecosystem

Concept of the Development of Thailand’s Visual Arts Industry
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	 The main concept of the development 
of Thailand’s visual arts industry presented 
above shows that overall, there is a variety 
of visual arts in Thailand, and it varies 
according to levels of the works. Visual 
arts or arts, when mentioned, are often 
referred to as creations of masterpieces 
of which prices vary depending on artists’ 
fame. In the meantime, value of the works 
can be created through other means, such 
as sale of arts licensing for reproduction, 
development of arts into products, and 
works derived from reproduction as in 
decorative arts for greater accessibility to 
ordinary people.

	 Thus, the plans for the development of 
visual arts industry should cover creation 
of masterpieces and value creation 
through arts reproduction in other forms 
to elevate the industry, to enable people 
to be exposed to various forms of art, 
enable artists to earn incomes, expand 
income-generating channels, and 
ensure job security by promoting access 
to renowned artists’ works. To put it in 
simple terms, it is necessary to focus on 
systematic establishment of ecosystem 
connection in the visual arts industry as 
well as promoting operation-supporting 
factors.
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Case Study: 

The United Kingdom
	 The United Kingdom is one of the world-leading 
visual arts industries with global reputation and 
significantly high-valued art sale. The government 
sector of the UK has attached great emphasis on 
arts and culture as they are believed to uplift 
people’s wellbeing. Visual arts in the UK therefore 
have been systematically and incessantly promoted 
and supported.

	 The UK market is accounted as the 
second-largest market worldwide 
considering art and antiques market. 
Between 2014-2016, the UK generated 22 
percent of the global market, while the US 
was placed at the top for 40 percent share 
and China came third holding 20 percent 
share. Moreover, the UK has always been 
at the forefront of the art and antiques 
market in the European Union. In 2016, for 

Population: 
66.4 million

GDP
2.85 billion USD 
GDP per capita 
42,943 USD per person

Number of internet 
users: 92.6% of total 
population

The United 
Kingdom
The United Kingdom, 
made up of England, 
Wales, Scotland and 
Northern Ireland.

The UK dominated the EU art and 
antiques market in 2016 and
accounted for 62% of the value of 
all EU sales

The UK was placed on 
the top rank of the Soft Power 
by Institute for Government-
Monocle Soft Power Survey, 2017

Arts and Culture are vital factors 
contributed to UK’s unique charms 
and attraction according to British 
Council Survey

instance, the UK generated 62 percent of 
the total sale in the European Union. 
According to a survey conducted by the 
British Council, it indicates that arts and 
culture is the first and foremost factor 
contributed to the country’s attraction and 
charm making up of 42 percent; the 
second factor is the infrastructure for 39 
percent, and the country’s landscape for 
36 percent. 

The Overview of Visual Arts Industry in the UK

Value Share for Global Art Market between 2014 – 2016

The UK was the second largest market worldwide for art and antiques 

2014

39%

22%

22%

17%

USA

UK

China

Others

2015

43%

21%

19%

17%

2016

40%

21%

20%

19%

Source: World Bank 2018, the British Art Market 2017, Department for Culture, Media & Sport: The Culture White Paper
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	 The visual arts industry in the UK has been continuously developed due 
to the supports both from government and private sectors. 

The Driving Agencies in the UK’s Visual Arts Industry

	 The UK’s visual arts industry has been 
fully and systematically supported by the 
government sector under the supervision 
of the Department for Digital, Culture, 
Media and Sport which is in charge of 
policy and plans regarding culture, 
sport, digital economy and other related 
media.  The department has been working 
in collaboration with other agencies in 
providing supports and funds to national 

arts organizations which take active 
roles in pushing the visual arts industry 
to move forward. Some significant 
organizations include: 1) Arts Council 
England – a government agency dedicated 
to promoting the performing, visual and 
literary arts in England; 2) The National 
Gallery – a national art museum which 
collects a wide range of European paintings 
and promotes public accessibility to arts; 

Government Sector Private Sector

The UK’s government provides support for visual arts 
industry under the supervision of the Department for Digital, 
Culture, Media and Sport and other supporting agencies.  

Investment from private sector is one of the main 
sources of income for small-scale arts and 

culture organizations.

Department for Digital, Culture, Media and Sport 
protects and promotes arts and culture heritage, supports 
community businesses by innovation investment, and 
makes the UK an appealing and attractive country for 
tourism.

Individuals  
the largest group in the sector, support visual arts
industry via donation, inheritance, membership fees, 
tax benefits, remuneration deduction.

Foundations
provide financial support for artists with no 
requirement for any commercial obligations in return.

Private Businesses
provide sponsorship in terms of money or equipment 
in exchange of mutually-agreed benefits such as 
promoting of brands or company’s membership; 
in some cases, no obligation is required.

Visual Arts Associations
visual arts networking, support diverse ecosystem 
including arts and curator trainings.

Visual Arts Educational Institutions
promote visual arts education.

Arts Council England 
develops and invests in arts and culture experience 
building and related-activities.

The National Lottery Community Fund 
fundraises from lotto buyers in community to support 
local and charitable projects.

The National Gallery 
houses European paintings and promotes public 
accessibility.

The National Heritage Memorial Fund 
houses the best collection of British paintings.

Source: Department for Culture, Media & Sport: The Culture White Paper, Private Investment in Culture Survey, and Supervisor’s Analysis

The Driving Agencies in the UK’s Visual Arts Industry

Examples of Government Agencies

048 CEA OUTLOOK



the museum houses a collection of over 
2,300 paintings dating from the mid-13th 
century to 1900;  3) The National Lottery 
Community Fund – a large fund raised 
by the National Lottery for good causes; 
the funds have been distributed in 
supporting projects which help communities 
and people it considers most in need.

	 The private sector takes significant 
roles in supporting arts industry via 
investment. They are obviously significant 
sources of income particularly for small-
scale arts and culture organizations in 
the UK, making up 15 percent of artists’ 
total income, placed the third of all 
income sources. According to the data 
collected between 2017-2018, the main 
income sources for artists were from art 
creation, accounting for 52 percent, and 
33 percent was from government 
sector’s fundraising. Visual arts are the 
type of arts receiving the most vigorous 
supports from the private sector; they 
have been funded more than other 
types of arts such as music, performing 
arts, and literary arts. Between the year 
2017-2018, the financial support from 
the private sector was accounted for 27 
percent of the total income sources, 
equivalent to 545 million pounds.
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	 United Kingdom has determined the roles 
of the government sector in supporting the 
growth of creative industry by providing arts 
accessibility and promoting international art 
sales. The development direction has been 
identified by putting emphasis on preservation 
of local uniqueness to enhance artists’ 
potentiality in the global market competition. 
Art development plans therefore have to 
be collaboratively implemented by many 
public bodies and agencies guided by the 
three main cores of values of cultural 
goods: cultural value, social value, and 
economic value. Regarding the fundamental 
concept of value, United Kingdom hence 
identifies goals in promoting visual arts 
industry in four aspects as follows: 

Supporting Plans for the Development of Visual Arts Industry

pe
xe
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Plans for the Development of Visual Arts Industry in the UK

Increase arts and culture participation
and promote art and culture-related 

professional paths

	 Equal opportunities for everyone to enjoy 
	 the culture offers

Culture should be integral parts of education both in 
and outside schools.

	 •	Develop art curriculums in schools
	 •	Encourage authentic learning environment in museums 
		  and galleries
	 •	Provide Pupil Premium Award Funds to support the 
		  disadvantaged pupils

Promote better access to skills and talent development 

	 •	Study the obstacles for the groups of art-related 
		  professions with low income 
	 •	Encourage art-apprenticeship to help with artists’ skills 
		  development and career paths

Promote cultural diversity

	 •	Encourage people to volunteer in cultural activities
	 •	Study the art-related career paths for the minorities – 	
		  black, disabilities, ethnic-minorities to be able to 
		  provide appropriate supports

Strengthen cultural foundation and enhance 
good life-quality in communities across the country

to have the same standards as in London

Develop and promote culture and well-being

Culture should be promoted as a tool for community 
development and economic growth.

	 •	Arrange ‘UK City of Culture’ and ‘European Capital of 
		  Culture’ to attract tourists and exhibit art & cultural 
		  heritage to the world
	 •	Connect and integrate art & culture to promote 
		  well-being of people and communities

Promote community and national collaborations

	 •	Select national-level cultural experts to provide 
		  consultancy regarding cultural issues to community 
		  organizations
	 •	Encourage collaborations between community, 
		  regional, and national organizations

Encourage the use of technology in art and culture

	 •	Support and invest in the change of public art 
		  collections in digital platforms
	 •	Work in collaboration with Google Cultural Institute 
		  and BBC to create platforms for visual arts (artuk.org)

1 2 
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	 United Kingdom has placed great 
importance on visual arts industry based 
on a genuine belief that arts can bring 
huge economic values and are crucial 
tools to promote people’s wellbeing and 
good health conditions, community 
solidarity, and quality education. The 
government thus has put attempts in 
laying grounds for creative industry as 
well as improving visual arts ecosystem, 

UK Case Study in Conclusion

supporting artists, providing arts acces-
sibility for public, and developing artists’ 
competency by adopting arts curriculums 
and administration. But most importantly, 
arts viewers and public audience must 
also be developed since young age so 
that they will be aware of the values of 
arts and as a local community, they will 
continue to eagerly support arts and 
culture.

Expand UK influence to promote commerce 
and investment as well as increase number 

of audiences 

	 Use power of culture
to strengthen UK international standing

The export of culture as soft power and national
brand should be encouraged.

	 •	Create ‘Culture Diary’ – a platform which all kinds of 
		  cultural events hosted by 9,000 organizations will be 
		  uploaded and updated in the online diary
	 •	Work in collaboration with trading promotion agencies 
		  to promote the opening of art markets and innovations 
		  abroad
	 •	Encourage international collaborations under the 
		  ‘GREAT Campaign’ regarding art and culture, as well 
		  as provide supports for local artists to export the 
		  artworks in international markets and arranging art fairs 
		  as platforms for art exchanges
	 •	Exchange knowledge, collaborations, and assistance 
		  with international allies in art and culture

Support efficient cultural investment

Promote art and cultural organizations and 
develop investment from government sectors

Art and cultural organizations should be 
actively supported.

	 •	Introduce tax relief and VAT refund scheme for products 
		  and services to help new museums and galleries
	 •	Establish ‘Virtual Commercial Academy for Culture’ to 
		  provide supports and business education and help 
		  increase commercial expertise in the cultural sectors.

Provide supports to help cultural organizations to 
develop more mixed funding models

	 •	Invest in museums and galleries improvement projects 
	 •	Establish ‘crowdfunding’ as an innovative way of 
		  funding cultural projects 
	 •	Strengthen relationship between principal donators 
		  and art & culture organizations

Source: Department for Culture, Media & Sport: The Culture White Paper, and Supervisor’s Analysis
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Case Study: 

Singapore
	 Singapore is so diverse in terms of 
ethnicity and culture. Singaporean government 
hence has attached great importance to arts 
as the tools to strengthen national identity, 
bring solidarity, and present national diversity. 
The government sector has avidly determined 
and set aims to develop arts industry. The 
following information is to give an overview 
of visual arts in Singapore including the 
industry growth, the increasing numbers of 
exhibitions, audience, and employment rate 
in the industry.

Source: World Bank 2018, the British Art Market 2017, Department for Culture, Media & Sport: The Culture White Paper
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25.84 % CAGR*

1,114
1,041

973

559

Nu
m

be
rs

 o
f E

xh
ib

itio
ns

 p
er

 Y
ea

r

1,500

1,000

500

0

The Overview of Visual Arts Industry in Singapore

Singapore has the largest 
visual arts institutes in the 
region.

National collection of Singapore is 
the largest collection in the 
world for Southeast Asian artworks.

Number of exhibition visitors has 
been constantly increasing 
since 2011.

Population: 
5.6 million

GDP
364.16 billion USD 
GDP per capita 
64,581.94 USD per 
person

Number of internet 
users: 89% of total 
population

Singapore
Singapore is the 
smallest island-
country in 
Southeast Asia.
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	 During the past two decades, the 
growth of visual arts in Singapore has 
been drastically expanding, confirmed 
by the increasing numbers of arts 
exhibitions from 559 exhibitions in 2013 
to 973 exhibitions in 2014. The highest 
number was observed in 2016 for 1,114 
exhibitions which made up 25.84 percent 
of growth. In 2016, the exhibition length 
of time was approximately 28,740 days 
with consistently growing number of 
audience/ exhibition visitors since 2011. 
The numbers have increased consistently 
with the employment rate of 7,500 
positions, which is considered the highest 
employment rate compared to the 
employment rates for other types of arts.
	 Considering arts education, visual 
arts education is the most popular

major-option for arts students accounting 
for 40 percent in student proportion, 
whereas stage performing arts comes 
second for 20 percent. Regarding the 
fact that Singapore is very well-equipped 
with infrastructure and facilities, the 
country, without a doubt, has offered the 
best arts education with the largest arts 
institutions in the region. The Heritage 
Conservation Centre (HCC), for instance, 
is the repository and conservation facility 
for the management and preservation 
of Singapore’s National Collection. The 
collection is conserved, maintained and 
stored at the Heritage Conservation 
Centre, the world-class facility with 
exemplary s tandards in ar twork 
conservation and storage. 

un
sp

la
sh

.c
om

054 CEA OUTLOOK



Visual arts industry in Singapore has 
been fully and systematically supported 
by the government sector supervised by 
the Ministry of Culture, Community and 
Youth with the commitment towards 

The Driving Agencies in Singapore’s Visual Arts Industry

developing a vibrant and sustainable 
arts and culture landscape in Singapore, 
inspiring people to take interest in arts and 
sports, promoting youth participation, 
and building community relation.

	 The Ministry of Culture, Community 
and Youth has established the National 
Arts Council to directly supervise the 
arts industry emphasizing preserving 
Singaporean culture, training artists, and 
providing supports for arts organizations 
starting from developing artists, audience, 
and technologies through SG Arts Plan 
2018 – 2022 policy. In addition to the 
National Arts Council, there are many 
other government agencies taking 
active roles to support visual arts industry, 
such as Singapore Art Museum – focusing 

on development of international 
contemporary arts and National Gallery 
Singapore – housing the largest exhibition 
in Singapore and Southeast Asia. 
Furthermore, the government sector has 
been working in close collaboration with 
the private sector to provide essential 
and all-inclusive supports. The private 
sector, aka visual arts organizations such 
as non-government galleries or private 
galleries, take up active roles as employers, 
display providers, and keen supporters 
of visual arts artists.

Government Sector Private Sector

Singapore has provided fully and systematically 
supports for visual arts industry supervised by the 

Ministry of Culture and other government agencies.

Investment from private sector is one of the main 
sources of income for small-scale arts and culture 

organizations

Ministry of Culture, Community and Youth 
MCCY aims to inspire Singaporeans through arts 
and sports by promoting youth participation in 
community activities. 

Visual Arts Organizations
hire, display, and support artists such as 
private galleries.

Visual Arts Educational Institutions
promote visual arts education from diploma to 
tertiary levels.

Visual Arts Associations 
develop visual arts professional networking 
and promote visual arts such as People’s 
Association.

Arts Businesses
host visual arts conferences and exhibitions to 
promote positive image of Singapore.

National Art Council
preserves Singaporean old culture and provides 
trainings for artists and companies paving their 
ways to success via the policy of SG Arts Plan 
2018 - 2022

Visual Arts Organizations
collect artworks under the supports of government 
such as Singapore Arts Museum, National Gallery 
Singapore

Source: SG Arts Plan 2018, and Supervisor’s Analysis

Driving Agencies in Singapore’s Visual Arts Industry 
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	 Singaporean government sector has 
taken an active role as the medium to 
connect people with different backgrounds 
in terms of ethnicity and culture. Creative 
industry has been promoted in different 
dimensions starting from promoting and 
branding national arts, constructing 
ecosystem to encourage artists to 
produce artworks, and providing public 
accessibility to arts. In the meantime, 
the government emphasizes artists’ skills 

Singapore Case Study in Conclusion

	 National Arts Council (NAC) has set vivid visions towards arts industry to promote 
diversity and distinctive arts to inspire people and bridge industry with community. 
SG Arts Plan 2018-2022 has been designed to cover three main industries namely 
performing arts, literary artworks, and visual arts. 

Supporting Plans for the Development of Visual Arts Industry in Singapore

development, not only artistic skills but 
also administration, public relations, and 
arts management. In addition, audiences 
are also included in the development 
plan as one of the core factors; the 
development focuses on audience’s 
accessibility and behaviors. Organizations 
involving in arts exhibitions are in tandem 
developed to efficiently respond to the 
needs of both artists and audiences.

Plan for the Development of Visual Arts Industry, SG Arts Plan 2018-2022

Singapore is so diverse in terms of ethnicity and culture; Singaporean government 
hence has attached great importance to arts as the tools to strengthen national 
identity and bring solidarity.

Vision: to inspire people, connect communities with industries and position 
Singapore globally.

SG Arts Plan 2018 - 2020

Current Situation of Singaporean Arts and Principles to Bring Success to the Future of Arts

SG Arts Plan supports

Performing 
arts

 Visual 
arts

 Literary 
arts

Pursuing arts
excellency

Active supports from 
the Government

Effective use and 
supervision of technology

Skills development
Accessibility to arts 

and art industry
Increasing numbers of 

audiences 
Increasing numbers of 

art spaces

Diverse supports for 
arts development

Promoting solidarity in 
diverse communities

Strengthening 
national identity

Source: SG Arts Plan 2018, and Supervisor’s Analysis
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	 According to the two case studies above, 
one main factor affecting the development of 
visual arts industry is the supports from the 
government sector. Five tools which can be 
adopted as a guideline for appropriate and 
effective visual arts development in Thailand 
are illustrated as follows.

Lessons Learned and 
a Guideline for the 
Development of Thai 
Visual Arts Industry

	 From the above presentation of the 
industry overview along with updated 
information of visual arts industries both 
national and international levels, the 
differences in terms of plans and policies 

for visual arts development in different 
countries are illustrated and compared; 
the information can be adopted as 
the ground for Thailand’s visual arts 
development in the future.

The Government 
Paying Attention to the 
Development of Arts

The Government 
Promoting National 
Image through Arts

Development of 
Ecosystem/ 
Infrastructure

Attaching Great 
Importance on Arts 
Education

Building Collaboration 
with Stakeholders

•	 According to the two case studies, 
	 it shows that the government sector 
	 has provided arts supporting agencies, 
	 such as Arts Council, to work directly 
	 with art-related issues, set vivid goals, 

•	 Each country attaches great importance 
	 on arts and culture since they are an 
	 effective channel to build national 
	 image and identity.

•	 It is crucial to have efficient supporting 
	 system such as space, fund, 
	 information, PR channel.

•	 Arts education development is required 
	 to raise public awareness and 
	 understanding of arts.

•	 The Government is not in charge of all aspects of arts development but will work 
	 in close collaboration with arts-related government and private agencies which 
	 are capable of dealing with arts-related issues and supporting arts industry. 

	 and develop diverse and effective 
	 arts development plans.

•	 Funds/ financial supports for arts 
	 development are also provided.  

•	 Arts and culture are promoted and 
	 exported through every channel, for 	
	 example, international arts fairs, 
	 special events, medias, etc.

•	 Supporting measures to support arts 
	 related-agencies are required.

•	 Supporting system to develop arts 
	 skills / public understanding is 
	 required.

Source: Supervisor’s Analysis
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