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Abstract

Acest studiu examineaza evolutia clasifi-
carilor utilizate pentru definirea si delimitarea
industriilor creative, analizand patru cadre de
referinta majore: Departamentul Cultura Media si
Sport al Guvernului Regatului Unit al Marii
Britanii si Irlandei de Nord (DCMS); Eurostat;
Conferinta Natiunilor Unite pentru Comert si
Dezvoltare (UNCTAD); precum si clasificarea
propusd in Republica Moldova de catre Asociatia
Industriilor Creative (COR). Cercetarea eviden-
tiaza convergentele conceptuale dintre aceste
modele, cum ar fi: accentul pe creativitate, valoa-
rea simbolica si proprietatea intelectuald, dar si
divergentele privind structura, granularitatea si
includerea anumitor domenii. Analiza reliefeaza
modul in care fiecare clasificare reflecta prioritati
institutionale si contextuale diferite. In acest sens,
divizarea UNCTAD in bunuri §i servicii creative
marcheaza o evolutie conceptuald esentiald.
Studiul ofera astfel o perspectiva comparativa
utila pentru dezvoltarea unui model de clasificare
coerent §i adaptat contextului international.

Cuvinte-cheie: industrii creative, economie
creativd, bunjjuri creative, servicii creative.

Clasificarea JEL: Z11; L80; O34.

Introducere

Industriile creative reprezintd un concept
relativ nou pentru Republica Moldova. Totusi, la
nivel international, acesta isi are prima utilizare
documentata inca din anul 1994, in raportul austra-
lian ,,Natiune creativa”. In anul 1995 a fost initiata
prima tentativd de a dezvolta o rezolutie privind
promovarea statisticilor culturale gi relatia acestora
cu cresterea economica. Cu toate acestea, pana in
prezent, nu existd o definitie uniforma sau armo-
nizatd a industriilor creative atit la nivel mondial,
cat si la nivel regional. Mai mult, Agentia de
Statistica a Uniunii Europene (Eurostat) declara ca:
,0 definitie universal acceptatd a ,,culturii” nu
existd si probabil nu va exista niciodatd” [1, p.4].
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Abstract

This study examines the evolution of classi-
fication approaches used to define and delimit the
creative industries, analysing four major reference
frameworks: the Department of Culture, Media
and Sport of the Government of the United King-
dom of Great Britain and Northern Ireland
(DCMS); Eurostat; the United Nations Conference
on Trade and Development (UNCTAD); as well as
the classification proposed in the Republic of
Moldova by the Creative Industries Association
(COR). The research highlights conceptual con-
vergences between these models, such as: the focus
on creativity, symbolic value, and intellectual pro-
perty, but also divergences regarding the struc-
ture, level of granularity, and inclusion of certain
areas. The analysis highlights how each classifi-
cation reflects different institutional objectives and
contextual priorities. In this sense, the UNCTAD
division into creative goods and services marks an
essential conceptual evolution. The study thus
provides a useful comparative perspective for the
development of a coherent classification model
adapted to the international context.

Keywords: creative industries, creative eco-
nomy, creative goods, creative services.

JEL Classification: Z11; L80; O34.

Introduction

Creative industries are a relatively new
concept for the Republic of Moldova. However, at
the international level, its first documented use
dates back to 1994, in the Australian report
»Creative Nation”. In 1995, the first attempt was
made to develop a resolution on the promotion of
cultural statistics and their relationship with econo-
mic growth. However, to date, there is no uniform
or harmonised definition of creative industries both
at the global and regional levels. Furthermore, the
Statistical Agency of the European Union (Euro-
stat) states that: “a universally accepted definition
of “culture” does not exist and probably never
will” [1, page 4].
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in prezent, din punct de vedere teoretic, se
incearca inca delimitarea industriilor creative de
cele culturale. Cele doua concepte sunt profund
interconectate, diferenta principala fiind orientarea
evidentd a industriilor creative cétre obtinerea de
profituri prin valorificarea creativitdtii si a patri-
moniului cultural (Conferinta Natiunilor Unite
pentru Comert si Dezvoltare — UNCTAD, 2004),
in timp ce industriile culturale urmaresc, pre-
ponderent, diminuarea excluziunii sociale, forma-
rea identitatii nationale sau conservarea patrimo-
niului cultural, sau vizeaza alte obiective neeco-
nomice [2, pag. 10]. In activititile practice insa,
este dificil de realizat o separare clara intre cele
doud tipuri de activitati, de aceea, in numeroase
studii si clasificari, termenii sunt folositi adesea
interschimbabil.

Actualmente, literatura de specialitate con-
semneazad o pluralitate de abordari privind siste-
mele de clasificare a industriilor creative si cultu-
rale, marcate atat de diferente conceptuale substan-
tiale, cat si de zone de convergente.

Metodologia de cercetare

Metodologia acestui studiu se bazeazd pe o
analizd sistemicad a literaturii de specialitate si a
documentelor oficiale, avind ca scop identificarea,
compararea si evaluarea metodelor de clasificare a
industriilor creative, propuse de cercetatori si
organizatii internationale si nationale. Studiul a
adoptat o abordare calitativ — comparativa, axata
pe cartografierea si analiza acestor clasificari,
pentru a evidentia convergentele si divergentele
intre diverse perspective existente.

Rezultate si discutii

Economia creativa se referd la totalitatea
industriilor creative si reprezintd ansamblul activi-
tatilor economice bazate pe generarea, dezvoltarea
si valorificarea capitalului intelectual, a cunoasterii
si a expresiei artistice, incluzand sectoarele cultu-
rale, creative si conexe care produc bunuri si ser-
vicii cu valoare simbolicd si potential economic
ridicat. Economia creativa integreaza procese de
inovare, productie si distributie, fiind sustinutd
de interactiunea dintre creativitatea individuala,
tehnologiile emergente si cadrele institutionale
care faciliteaza transformarea ideilor in produse si
servicii cu impact economic si social.

Pana in prezent, statele lumii si-au adaptat
definitiile si clasificarile in functie de specificurile
locale. In Uniunea Europeani, de exemplu, apro-
ximativ 75% dintre statele membre si-au formulat
definitii si clasificari proprii (Austria, Belgia,
Cehia, Danemarca, Estonia, Finlanda, Franta, Ger-
mania, Letonia, Tarile de Jos, Norvegia, Polonia,
Slovacia, Spania, Suedia), si doar circa 25% (Grecia,
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From a theoretical point of view, attempts
are still being made to distinguish creative and
cultural industries. While the two concepts are
deeply interconnected, their main difference being
the obvious orientation of creative industries to-
wards obtaining profits by capitalising on create-
vity and cultural heritage (United Nations Confe-
rence on Trade and Development — UNCTAD,
2004), while cultural industries mainly aim at
reducing social exclusion, fostering national iden-
tity, preserving cultural heritage, or aim at other
non-economic objectives [2, page 10]. In practical
activities, however, it is difficult to achieve a clear
separation between the two types of activities,
therefore, in numerous studies and classifications,
the terms are often used interchangeably.

Currently, the specialised literature records
a plurality of approaches regarding the classifi-
cation systems of creative and cultural industries,
characterised by both substantial conceptual diffe-
rences and areas of convergence.

Research Methodology

The methodology of this study is based on a
systemic analysis of the specialised literature and
official documents, aiming to identify, compare
and evaluate the methods of classifying creative
industries, proposed by international and national
researchers and organisations. The study adopted a
qualitative-comparative approach, focused on
mapping and analysing these classifications, in
order to highlight the convergences and divergen-
ces between various existing perspectives.

Results and Discussions

The creative economy refers to the totality
of creative industries and represents the set of eco-
nomic activities based on the generation, deve-
lopment and valorisation of intellectual capital,
knowledge and artistic expression, including the
cultural, creative, and related sectors that produce
goods and services with symbolic value and high
economic potential. The creative economy inte-
grates processes of innovation, production, and
distribution, being supported by the interaction
between individual creativity, emerging techno-
logies and institutional frameworks that facilitate
the transformation of ideas into products and
services with economic and social impact.

To date, the countries of the world have
adapted their definitions and classifications accor-
ding to local specificities. In the European Union,
for example, approximately 75% of member states
have formulated their own definitions and clas-
sifications (Austria, Belgium, Czech Republic,
Denmark, Estonia, Finland, France, Germany,
Latvia, the Netherlands, Norway, Poland, Slovakia,
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Islanda, Italia, Lituania, Portugalia) fac referire la
definitia Eurostat [3, pag. 1-3].

Definitia Eurostat se aliniazd cu cea a Comi-
siei Europene privind Industriile Culturale si
Creative (ICC), acestea fiind definite ca ,,industrii
care utilizeaza cultura ca input si au o dimensiune
culturala, desi rezultatele lor sunt in principal
functionale” [1, pag 4-6].

Prima incercare de a elabora o clasificare a
industriilor creative a fost realizatd de Departa-
mentul pentru Culturd, Media si Sport (DCMS) al
Guvernului Regatului Unit al Marii Britanii si
Irlandei de Nord, in anul 2001, care, conform
figurii 1, delimiteaza termenul de ,,industrii crea-
tive” in 13 sectoare:

Spain, Sweden), and only about 25% (Greece,
Iceland, Italy, Lithuania, Portugal) refer to the
Eurostat definition [3, pp. 1-3].

The Eurostat definition aligns with the
European Commission's definition of Cultural and
Creative Industries (CCI) as those “industries that
use culture as an input and have a cultural dimen-
sion, although their outputs are mainly functional”
[1, pag 4-6].

The first attempt to develop a classification
of creative industries was undertaken by the
Department for Culture, Media and Sport (DCMS)
of the Government of the United Kingdom of
Great Britain and Northern Ireland in 2001, which,
according to figure 1, delimits the term of “crea-
tive industries” into 13 sectors:

Sector creativ/ Creative sector

Publicitate/ Advertising;

Arhitectura/ Architecture;

Piata de artd si antichitati/ Art and antiques market;

Mestesuguri/ Crafts;

Proiectare (design)/ Design;

Moda de designer (fashion)/ Fashion;

Film si video/ Film and video;

Timp liber interactiv si software/ Interactive entertainment and software;

© © N0~ W N

Muzica/ Music;

=
o

. Artele spectacolului/ Performing arts;

=
[EY

. Editare/ Publishing;

=
N

. Software si jocuri pe calculator/ Software and computer games;

=
w

. Televiziune si radio/ Television and radio.

Figura 1. Clasificarea industriilor creative conform DCMS, 2001/
Figure 1. Classification of creative industries according to DCMS, 2001
Sursa: elaboratd de autor in baza [4, pag. 6-7; 5]/

Source: developed by the author based on [4, pp. 6-7; 5]

Péna in prezent, aceasta ramane a fi cea mai
populard clasificare intalnita in literatura de spe-
cialitate, avand un sir de avantaje, dar si anumite
limitari in aplicare. Clasificarea DCMS a oferit pri-
mul cadru oficial, recunoscut la nivel guverna-
mental, al ,industriilor creative”, care a marcat
debutul colectdrii de date statistice comparabile in
timp si a facilitat analiza tendintelor de piata.
Ulterior, si alte state au adoptat acest model de
clasificare (Australia, Canada, Noua Zeelandd).
Primele tari care au preluat clasificarea DCMS a
industriilor creative au elaborat apoi primele
politici publice dedicate sectoarelor creative,
valorificand impactul economic al acestora. Pe de
altd parte, clasificarea poate fi considerata relativ
rigida, deoarece reflectd realitatea industriei la
momentul elaborarii (2001), iar unele domenii

To date, this remains the most popular
classification found in the literature, having a
number of advantages, but also presenting certain
limitations in practical application. The DCMS
classification provided the first official framework
recognised at government level for the “creative
industries”, which marked the beginning of the
collection of statistical data comparable over time
and facilitated the analysis of market trends. Later,
several countries adopted this classification model
(Australia, Canada, New Zealand). The first coun-
tries to adopt the DCMS classification of creative
industries then developed the first public policies
dedicated to the creative sectors, capitalising on
the economic impact of the sector. On the other
hand, the DCMS classification can be considered
relatively rigid, as it reflects the reality of the
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emergente sau hibride (gaming, continutul digital,
strat-up-uri creative) pot ramane insuficient captu-
rate. De asemenea, clasificarea se concentreaza
preponderent asupra valorii economice si a locu-
rilor de muncd, lasdnd adesea in plan secund
contributia culturald sau sociald a industriilor
creative. In plus, sistemul britanic poate si nu fie
pe deplin aplicabil altor tari sau regiuni geografice,
din cauza diferentelor de structurd economici
si/sau terminologie utilizata.

Pentru a raspunde nevoii de armonizare a
statisticilor privind industriile creative la nivel
european, Eurostat a propus o clasificare bazata
pe codurile NACE, care permite identificarea si
monitorizarea activitatilor culturale si creative in
statele membre ale Uniunii Europene. In prezent,
NACE Rev. 2 identificd urmatoarele coduri ca
apartinand activitatilor creative si culturale: C18 —
Imprimarea si reproducerea suporturilor inregis-
trate; C32 — Alte industrii manufacturiere; J58 —
Activitati editoriale; J59 Activitati de productie de
filme, video si programe de televiziune, inregis-
trare sonord si editare muzicala;, J60 — Activitati
de programare si difuzare; MT74 — Alte activitati
profesionale, stiintifice si tehnice; R90 — Activitati
creative, artistice si de divertisment; R91 — Biblio-
teci, arhive, muzee si alte activitati culturale; OTH
— Alte activitati creative NACE; Activititi creative
nespecificate.

Eurostat foloseste coduri NACE standardi-
zate, ceea ce faciliteaza analiza economica, cer-
cetarea si compararea datelor privind industriile
creative si culturale intre statele membre ale UE si
in dinamicd temporald. Pe de altd parte, incd se
mentin unele rigiditdti si omisiuni legate de
sectoarele emergente, intalnite si la clasificarea
DCMS, la care se adaugd ambiguitatea in clasi-
ficare. Acestea sunt generate de posibilitatea de a
incadra unele activitati creative In mai multe
coduri NACE, ceea ce poate afecta consistenta
datelor. Ambiguitatea in clasificarea Eurostat este
ilustratd de coduri NACE precum J59 (productie si
distributie media), J62 (software si servicii IT),
M73 (publicitate si studii de piatd), sau M74
(design specializat), deoarece anumite activitati pot
fi considerate atat creative, cat si tehnice, iar
delimitarea exactd intre subsectoare devine dificila.

In incercarea de a acoperi limitarile si omi-
siunile DCMS si Eurostat, UNCTAD adopta o
abordare extinsd asupra industriilor creative,
adaptata la contextul global si menita sa faciliteze
comparabilitatea statistica a industriilor creative si
culturale. In anul 2008 a fost propusi o clasificare
structuratd in patru mari grupe si noud subgrupe,
prezentate in figura 2.
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industry at the time of its development (2001), and
some emerging or hybrid fields (gaming, digital
content, creative start-ups) may remain uncaptured.
The classification also focuses more on economic
value and jobs, often leaving the cultural or social
contribution of the creative industries in the
background. In addition, the British classification
system may not suit other countries or geogra-
phical regions, due to different economic structure
and/or terminology.

In response to the need for harmonisation of
statistical data on creative industries at the Euro-
pean level, Eurostat put forward a classification
based on NACE codes, which allows the identifi-
cation and monitoring of cultural and creative acti-
vities in the Member States of the European Union.
Currently, NACE Rev. 2 identifies the following
codes as belonging to creative and cultural activi-
ties: C18 — Printing and reproduction of recorded
media; C32 — Other manufacturing; J58 — Publi-
shing activities; J59 — Motion picture, video and
television programme production, sound recording
and music publishing activities; J60 — Program-
ming and broadcasting activities; M74 — Other
professional, scientific and technical activities;
R90 — Creative, artistic and entertainment activi-
ties; R91 — Libraries, archives, museums and other
cultural activities; OTH — Other NACE creative
activities; Creative activities not specified.

Eurostat uses standardised NACE codes,
which facilitates economic analysis, research, and
comparison of data on the creative and cultural
industries across EU Member States and over time.
On the other hand, some rigidities and omissions
related to emerging sectors, also found in the
DCMS classification, still persist, in addition to
the ambiguity in classification, linked to the possi-
bility of placing some creative activities under
more than one NACE code, which can affect the
consistency of the data. The ambiguity in the Euro-
stat classification is illustrated by NACE codes
such as J59 (media production and distribution),
J62 (software and IT services), M73 (advertising
and market research), or M74 (specialised design),
as certain activities can be considered creative or
technical, and the exact demarcation between sub-
sectors becomes difficult.

In an attempt to cover the limitations and
omissions of the DCMS and Eurostat, UNCTAD
adopts a broad approach to the creative industries,
adapted to the global context and designed to faci-
litate the statistical comparability of the creative
and cultural industries. In 2008, a classification
into four major groups and nine subgroups was
introduced. It is presented in figure 2.
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Patrimoniu (expresii culturale
traditionale; situri culturale)/

Heritage — (Traditional Cultural
Expressions; Cultural Sites)

A
Ve

Mass-media (edituri si presa scrisé;
audiovizuale)/

Media (Publishing and Print;
Audiovisual)

N /‘ A/

-\‘
Arte (arte vizuale; arte
ale spectacolului)/
Arts (Visual Arts; Performing Arts)
/
B

Creatii functionale (design;
new-media; servicii creative)/

Functional Creations (Design;
New Media; Creative Services)

L
1

Figura 2. Clasificarea industriilor creative conform Eurostat, 2008/
Figure 2. Classification of creative industries according to Eurostat, 2008
Sursa: elaboratd de autor in baza [6, pag. 8]/

Source: developed by the author based on [6, pp. 8]

Ulterior, pe masura ce conceptul economiei
creative a evoluat si au aparut noi activitati (ser-
vicii creative digitale, software creativ), UNCTAD
si-a actualizat cadrul sdu conceptual, si in anul
2022 a introdus o distinctie clard intre bunuri
creative si servicii creative. Aceastd divizare
reflectd tranzitia sectorului spre forme economice
tot mai intangibile, bazate pe proprietate inte-
lectuald, si permite o evaluare mai nuantata a va-
lorii economice generate de industriile creative.

Cea mai recentd clasificare UNCTAD inglo-
beaza un sir de avantaje, inclusiv extinderea con-
ceptului de creativitate asupra activitatilor intens
bazate pe proprietatea intelectuald si includerea
unor activitati non-artistice, dar cu valoare sim-
bolica si economicd. Structura pe grupe mari si
subgrupe ofera un cadru clar, dar flexibil, care
permite vizualizarea industriilor creative ca piloni
pentru dezvoltare economica, sociald si culturala,
in special pentru tarile in curs de dezvoltare.
Abordarea largd a UNCTAD integreaza bunuri
tangibile (arte vizuale, mestesuguri) si servicii
intangibile (new-media, software, publicitate), intr-
o definitie si clasificare coerentd, care sunt anali-
zate si verificate prin utilizarea unor sisteme sta-
tistice internationale, precum Harmonized System
(HS) pentru bunuri si Balance of Payments
and International Investment Position Manual
(BPM6) pentru servicii. Aceastd abordare consti-
tuie, in prezent, unica metodd de comparabilitate
internationald si permite monitorizarea comertului
creativ la scard globala. Clasificarea UNCTAD do-
vedeste o flexibilitate conceptuald ridicata, fiindca
nu se limiteaza la activitati strict culturale, dar
include si activitati inovative precum software-ul,
jocurile video sau cercetare creativa, ceea ce ref-

Subsequently, as the concept of the creative
economy evolved and new activities emerged (di-
gital creative services, creative software), UNCTAD
updated its conceptual framework, and in 2022
introduced a clear distinction between creative
goods and creative services. This division reflects
the sector's transition to more intangible economic
forms based on intellectual property, and allowing
for a more nuanced assessment of the economic
value generated by the creative industries.

The latest UNCTAD classification encom-
passes a number of advantages, including exten-
ding the concept of creativity to activities that rely
heavily on intellectual property, capturing non-
artistic activities but with symbolic and economic
value. The structure into large groups and sub-
groups provides a clear but flexible framework
that allows the visualisation of creative industries
as pillars for economic, social and cultural deve-
lopment, especially for developing countries. The
broad approach integrates tangible goods (visual
arts, crafts) and intangible services (new-media,
software, advertising) into a coherent definition
and classification, which are analysed and veri-
fied using systems such as the Harmonised Sys-
tem (HS) for goods and the Balance of Payments
and International Investment Position Manual
(BPM®) for services. This is the only method of
international comparability and allows for the
monitoring of creative trade on a global scale. The
UNCTAD classification demonstrates conceptual
flexibility, as it is not limited to purely cultural acti-
vities, but also includes innovative activities such as
software, video games, or creative research, which
reflects modern economic developments. On the
other hand, the lack of codification (e.g. ISIC) can
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lectd dinamica economicilor moderne. Pe de alta
parte, lipsa unei codificarii standardizate (ex. ISIC)
poate reduce capacitatea de armonizare completa si
comparabilitate Intre tari si poate afecta separarea
clard a activitatilor creative de non-creative si co-
nexe. De asemenea, existenta unor lacune statistice
majore, in special in tdrile in curs de dezvoltare,
impiedica acumularea de date statistice complete.

La nivelul UE, cele mai recente documente
de politicd si legislatie ale acesteia utilizeaza tot
mai frecvent conceptele de ,,sectoare culturale si
creative” (SCC) sau ,,industrii culturale si creative”
(ICC), 1n loc de ,,sector cultural” sau ,,sector crea-
tiv’ [7]. O astfel de abordare pune accentul pe
intregul proces creativ, care se afla in centrul ma-
joritatii activitatilor culturale si care are ca rezultat
productia, diseminarea/publicarea, comercializarea,
conservarea, receptionarea/consumul operelor de
artd create si produse. De asemenea, aceastd perspec-
tiva ia in considerare procesul de creare a valorii
specifice la care aspird organiza-tiile si profesionistii
SCC si care distinge sectorul SCC de sectoarele
economice mai traditionale si de alte industrii.

Regulamentul (UE) nr. 2021/818 de insti-
tuire a programului ,,Europa creativa” (2021-
2027) descrie ,sectoarele culturale si creative”,
care reprezintd totalitatea sectoarelor ale caror
activititi se bazeazd pe valori culturale sau pe
expresii artistice si alte expresii creative indivi-
duale sau colective. Activitdtile pot include dez-
voltarea, crearea, productia, diseminarea si conser-
varea bunurilor si serviciilor care intruchipeaza
expresii culturale, artistice sau de altd naturd crea-
tiva, precum si functii conexe, cum ar fi educatia
sau managementul” [8, art. (1), (4), (5), (6), (7)].
Aceste sectoare au potentialul de a genera inovatie
si locuri de munca, in special, in domeniul proprie-
tatii intelectuale. Acestea includ arhitectura, arhi-
vele, bibliotecile si muzeele, mestesugurile artis-
tice, audiovizualul (inclusiv filmul, televiziunea,
jocurile video si multimedia), patrimoniul cultural
tangibil si imaterial, designul (inclusiv designul
vestimentar), festivalurile, muzica, literatura, artele
spectacolului, cartile si publicatiile, radioul si
artele vizuale [8].

In acelasi timp, se poate observa ci (in UE)
documentele de politici publice si cercetdrile pri-
vind SCC au utilizat diverse abordari pentru iden-
tificarea principalelor subsectoare. Abordarea
EUROSTAT, de exemplu, se bazeaza pe clasifi-
area NACE Rev. 2 a sectoarelor economice cultu-
rale. Studiul, realizat pentru Parlamentul European
(IDEA Consult si colab. 2021), distinge opt sub-
sectoare (artele spectacolului, muzica, artele vi-
zuale si mestesugurile, patrimoniul cultural, filmul,
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reduce the capacity for full standardisation and
comparability across countries, and can affect the
clear separation of creative from non-creative and
related activities. Major statistical gaps, especially
in developing countries, also hinder the accumu-
lation of comprehensive statistical data.

At EU level, the most recent EU policy
documents and legislation increasingly refer to
“cultural and creative sectors” (CCS) or ,,cultural
and creative industries” (CCI) instead of “cultural
sector” or “creative sector” [7]. Such an approach
focuses on the entire creative process that lies at
the heart of most cultural activities and results in
the production, dissemination/publication, com-
mercialisation, preservation, reception/consump-
tion of created and produced works of art. It also
takes into account the specific value creation that
CCS organisations and professionals aspire to and
that distinguishes the CCS sector from more tradi-
tional economic sectors and other industries.

Regulation (EU) No 2021/818 establishing
the Creative Europe Programme (2021-2027)
describes the “cultural and creative sectors”, which
represent all sectors whose activities are based on
cultural values or on artistic and other individual or
collective creative expressions. Activities may
include the development, creation, production,
dissemination and preservation of goods and ser-
vices embodying cultural, artistic, or other creative
expressions, as well as related functions such as
education or management” [8, art. (1), (4), (5), (6),
(7)]. These sectors have the potential to generate
innovation and jobs, in particular in the field of
intellectual property. These include architecture,
archives, libraries and museums, artistic crafts,
audiovisual (including film, television, video ga-
mes and multimedia), tangible and intangible cul-
tural heritage, design (including fashion design),
festivals, music, literature, performing arts, books
and publications, radio and visual arts [8].

At the same time, we can identify that (in
the EU) public policy documents and research on
CCS have used different approaches to identify the
main CCS subsectors. The EUROSTAT approach,
for example, is based on the NACE Rev. 2 classifi-
cation of cultural economic sectors. The European
Parliament study (IDEA Consult et al. (2021))
distinguishes eight subsectors (performing arts,
music, visual arts and crafts, cultural heritage,
film, book publishing and press, radio and tele-
vision, games and animation). In turn, the Euro-
pean Commission (EC) study (WTO study, 2023)
distinguishes between nine subsectors (visual
arts, performing arts, cultural heritage, artistic
crafts, book publishing, music, film, television and
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editarea de carte si presa, radioul si televiziunea,
jocurile si animatia. La randul siu, studiul Comi-
siei Europene (studiul OMC, 2023) distinge noua
subsectoare (arte vizuale, arte ale spectacolului,
patrimoniu cultural, mestesuguri artistice, editare
de carte, muzica, film, televiziune si radiodifu-
Ziune, multimedia). in cele din urma, studiul Ernst
& Young (EY) din 2021, ,,Reconstruirea Europei”,
care a fost comandat de Societitile Europene ale
Autorilor (GESAC), defineste zece subsectoare ale
SCC (publicitate, arhitectura, audiovizual, carti,
muzica, ziare si reviste, artele spectacolului, radio,
jocuri video, arte vizuale) [3, pag 4-5].

In Republica Moldova, Asociatia Indus-
triilor Creative (COR) propune o clasificare a
industriilor creative structurata in felul urmator:

1. Publicitate si comunicare — Sservicii de
publicitate, marketing si relatii publice;

2. Arhitectura — arhitecturd, inginerie, design
de interior;

3. Design — produse si servicii, inclusiv moda;

4. Audiovizual — film, televiziune, video,
radio, fotografie, radiodifuziune, media
digitala;

5. Literaturd si editarea de carte — carti, presa
scrisd, publicatii periodice, reviste;

6. Arte vizuale si interpretative — muzica,
teatru, dans, festivaluri;

7. CreaTech — jocuri, realitate extinsd —

(RA/RVI/IA) [9].

Clasificarea COR oferd un cadru adaptat
specificului Republicii Moldova, care vine impre-
und cu cartografierea si promovarea sectoarelor
relevante pentru economia nationald (design, ani-
matie, crea-tech, arte vizuale, mestesuguri). Aceasta
sprijind dezvoltarea infrastructurii fizice si insti-
tutionale care reflectd nevoile creative locale (hub-
uri creative, educatie, productie etc.). Structura
flexibila si evolutiva a clasificarii COR oferd pre-
mise pentru extindere si adaptare, pe masura ce apar
nise noi (jocuri video, AR/VR). Pe langa capacitatea
de a elabora politici publice nationale, in baza
clasificarii locale, pot fi identificate domeniile 1n
care trebuie dezvoltat capitalul creativ uman.

Ca si n clasificarea UNCTAD, lipseste o
codificare standardizatd, fapt care limiteazd com-
parabilitatea cu statisticile internationale, cuanti-
ficarea fiind posibila doar in baza statisticilor ofe-
rite de Artcor. Avand in vedere lacunele statistice
si legislative nationale existente, creatorii indepen-
denti, sau chiar si unele sectoare (mai putin orga-
nizate) care nu au fost incadrate in ,,sectoarele
COR?”, pot ramane insuficient evaluate.

Analiza celor patru clasificiri — DCMS,
Eurostat, UNCTAD si clasificarea adaptati de

broadcasting, multimedia). Finally, the Ernst &
Young (EY) 2021 study, ‘“Rebuilding Europe”,
which was commissioned by the European Socie-
ties of Authors (GESAC), representing various
representative bodies of authors, defines ten
subsectors of the CCS (advertising, architecture,
audiovisual, books, music, newspapers and maga-
zines, performing arts, radio, video games, visual
arts) [3, pp. 4-5].

In the Republic of Moldova, the Creative
Industries Association (COR) sugests a classifica-
tion of creative industries structured as follows:

1. Advertising and Communication — Adver-
tising services, Marketing and PR;
2. Architecture — Architecture, Engineering,

Interior Design;

3. Design — products and services, including
fashion;

4. Audiovisual — Film, television, video, radio,
photography, broadcasting, digital media;

5. Literature and book publishing — Books,
print media, periodicals, magazines;

6. Visual and performing arts — Music,
theatre, dance, festivals;

7. CreaTech — games, augmented reality —

VR/AR/AI [9].

The COR classification provides a frame-
work adapted to the specifics of Republic of
Moldova, which comes together with the mapping
and promotion of sectors relevant to the national
economy (design, animation, crea-tech, visual arts,
crafts), by creating physical and institutional infra-
structure that reflects local creative needs (creative
hubs, education, production, etc.). The flexible and
evolutionary structure provides premises for
expansion and adaptation, as new niches emerge
(video games, AR / VR). In addition to the ability
to develop national public policies, based on the
local classification, areas in which human creative
capital needs to be developed can be identified.

As in the UNCTAD classification, standard
coding is missing, which limits comparability with
international statistics, quantification being possible
only based on statistics provided by Artcor. Given
the national statistical and legislative gaps, inde-
pendent creatives, or even some (less organised)
sectors that have not been included in the “COR
sectors” may remain unassessed.

The analysis of the four classifications,
DCMS, Eurostat, UNCTAD and the classification
adapted by COR in the Republic of Moldova,
highlights the diversity of approaches and concep-
tual flexibility in defining creative industries. Each
framework reflects the specific context and prio-
rities of the institutions or regions that developed
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COR in Republica Moldova — evidentiaza diver-
sitatea abordarilor si flexibilitatea conceptuald in
definirea industriilor creative. Fiecare cadru reflecta
contextul si prioritatile specifice ale institutiilor sau
regiunilor care le-au elaborat, oferind atit instru-
mente de masurare si analizd economica, cat si
puncte de reper pentru politici culturale si strategii
de dezvoltare a capitalului creativ. in acest mod,
clasificarile nu doar ca structureaza datele disponi-
bile, ci si contureaza modul in care sunt intelese si
sustinute industriile creative la nivel local, national
si international. Pe de alta parte, diversitatea clasi-
ficarilor demonstreaza, in mod repetat, ca diver-
sitatea ce tine de definirea si clasificarea industriilor
creative constituie un impediment major in rea-
lizarea analizelor comparative ale industriilor
creative si multitudinii de factori care pot interesa
factorii decizionali si ceilalti stakeholderi.
Concluzii

1. Analiza comparativd a modelelor de clasi-
ficare ale industriilor creative relevd exis-
tenta unui set consistent de convergente
conceptuale. Toate cadrele analizate con-
firma caracterul multidimensional al in-
dustriilor creative si recunosc centralizarea
activitatilor bazate pe creativitate, talent si
proprietate intelectuald. In mod relativ uni-
form, acestea includ domenii precum artele
vizuale, patrimoniul cultural, productiile
media si sectoarele digitale emergente, sub-
liniind rolul lor esential in generarea de
valoare economica si culturala. Aceasta idee
conceptuald evidentiazd existenta unui nu-
cleu comun al industriilor creative, acceptat
la scard internationala.

2. In pofida tuturor convergentelor, se mentin
divergente semnificative intre clasificari,
determinate de diferente institutionale, me-
todologice si contextuale: DCMS propune
o abordare orientatd spre politicile publice
ale Regatului Unit; Eurostat utilizeaza o
structura statistica stricta (NACE Rev.2);
UNCTAD opereazd cu o viziune globala
centratd pe comertul cu bunuri si servicii
creative, iar COR adapteazd conceptul la
specificul Republicii Moldova. Divergentele
se manifestd prin includerea sau excluderea
anumitor subsectoare, gradul de detaliere,
determinarea bunurilor fatd de servicii si
modul de raportare la economia digitala.
Aceste variatii limiteazd comparabilitatea
internationald si demonstreaza lipsa unui
cadru universal standardizat.

In urma cercetdrii efectuate, se recomanda
dezvoltarea unui cadru de clasificare armonizat,
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them, providing both tools for economic measure-
ment and analysis, as well as benchmarks for cul-
tural policies and strategies for developing creative
capital. In this way, classifications not only struc-
ture the available data, but also shape the way in
which creative industries are understood and sup-
ported at local, national, and international levels.
On the other hand, the diversity of classifications
repeatedly demonstrates that the diversity in defi-
ning and classifying creative industries constitutes
a major impediment to carrying out comparative
analyses of creative industries and the multitude of
factors that may be of interest to decision-makers
and other stakeholders.
Conclusions

1. The comparative analysis of the classifi-
cation models of the creative industries
reveals a consistent set of conceptual conver-
gences. All frameworks confirm the multi-
dimensional character of the creative indus-
tries and recognise the centrality of activi-
ties based on creativity, talent, and intellect-
tual property. They uniformly include areas
such as visual arts, cultural heritage, media
productions, and emerging digital sectors,
underlining their essential role in generating
economic and cultural value. This concep-
tualisation highlights the existence of a
common core of creative industries, accep-
ted at an international level.

2. Despite all the convergences, significant
divergences remain between the classifica-
tions, determined by institutional, methodo-
logical, and contextual differences. DCMS
proposes an approach oriented towards
British public policies, Eurostat uses a strict
statistical structure (NACE Rev.2), UNCTAD
operates with a global vision based on trade
in creative goods and services, and COR
adapts the concept to the specifics of the
Republic of Moldova. Divergences are ma-
nifested in the inclusion or exclusion of
certain subsectors, the level of detail, the
determination of goods versus services, and
the way in which they relate to the digital
economy. These variations limit interna-
tional comparability and demonstrate the
lack of a standardised universal framework.
Based on the findings of this research, it is

recommended to develop a harmonised classifi-
cation framework that integrates the strengths
of existing systems and allows for data compara-
bility across regions. Such a framework should
include both creative goods and creative services,
reflecting the current dynamics of the knowledge-
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care si integreze punctele forte ale sistemelor
existente si sd permitd comparabilitatea datelor
intre regiuni. Un astfel de cadru ar trebui sd in-
cluda atat bunurile creative, cat si serviciile crea-
tive, reflectind dinamica actuald a economiei
bazate pe cunoastere. Pentru Republica Moldova,
se recomanda actualizarea periodica a clasificarii
nationale, in concordantd cu evolutiile metodolo-
gice propuse de Eurostat si UNCTAD, in vederea
tarii integrarii analizelor europene si internationale
privind industriile creative

based economy. For the Republic of Moldova, it is
further recommended that the national classi-
fication be periodically updated, in accordance
with developments forwarded by Eurostat and
UNCTAD, in order to improve statistical compa-
tibility and facilitate the integration of European and
international analyses of the creative industries.
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