
The third edition of the #CultureonLIVE conference will take place on September 11–13, 2022 at 
Goyki 3 ArtInkubator in Sopot and at www.cultureon.live.
The event caters to the need to strengthen the digital competence of cultural industry represen-
tatives in the pandemic-driven transfer of some or all of the events to the web. Today, two years 
later, we already know that COVID 19 was just the first of the crises we are experiencing. The war 
in Ukraine, skyrocketing inflation and the threat of more pandemic waves are directly affecting the 
condition of the industry itself and its customers.
Therefore, the thematic scope of this year’s conerence will include not only issues related to the 
future of the use of modern technology in the implementation of cultural events, but also the 
mental health of artists, performers and cultural personnel, the need to understand changing stan-
dards of inclusivity, the redefinition of mobility in the art world and the need for drastic changes 
in the education system.
In turn, participation in the workshops, which will be held on the second day of the conference, 
will allow participants to develop their digital competencies, but will also suggest how to commu-
nicate effectively with potential partners and how to increase their productivity.

Speakers include Sally Ann Gross, Magdalena Cholyst, Marie Fol, Vickie Naumann among others.

Participation in #CultureOnLIVE is free, but the registration applies. The number of 
workshop participants is limited.

Can music make you sick? Sally Ann Gross talks to Jarek Szubrycht.

Key change or key to change. On the role of women in the music industry in Poland 
and around the world.

Of the 17 Sustainable Development Goals set by the UN, achieving gender equality in all aspects 
of society, including culture, is listed as goal number five. For several years, the European 
Union has been supporting and building networks and projects for this purpose. Of these, the 
Keychange run by the PRS Foundation is particularly interesting. It serves to empower talented 
but underrep-resented women in the music industry by offering training, mentoring and 
networking support, as well as opportunities to attend conferences and perform at partner 
festivals. Although this and similar initiatives are thriving, the data is still frightening – the wage 
gap in the music industry is more than 20 percent, more than 95% of the repertoire played by 
orchestras around the world is composed by men. How does Poland stand against this 
background, and have models been 
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created anywhere in the world that, while supporting women, at the same time do not upset the 
balance and competitiveness of the music market?

Non-creative teaching system vs. training creative workers. Employers of the future vs. the 
employee market. Where and how future employees and employers in the cultural sector will 
acquire knowledge, competencies and skills.

The key competencies of the workforce of the future include creativity, critical thinking and the 
ability to solve complex problems. Therefore, it can be presumed that in the near future, it will be 
the creative economy that will generate new, relevant occupations that will be resistant to auto-
mation and difficult to replace by AI. Companies and organizations, due to market saturation, will 
need new strategies, organizational culture or simply ways to acquire creative potential in their 
employees. At the same time, the formal education system seems unlikely to keep up with this 
approach. It therefore seems necessary to reflect on how we can create informal educational 
opportunities to properly educate and shape the people who will work in the creative sectors in 
the future.

Eastern Express. Do the music markets of Central and Eastern Europe acting together have 
the potential to become the dark horse of the entire continent?

They are often referred to as emerging markets, although, after all, some of them are in no way 
inferior to the well-developed Western European markets. Still considered by many to be the 
choice of last resort when implementing projects. Meanwhile, they boast events such as Sziget 
and Tallinn Music Week.
So why does this region of Europe still seem to be rated below its potential? Is the opinion that 
CEE music markets have based on real, apparently bad experiences?
It seems that much here depends on internal cooperation between countries and joint action to 
improve the image of this part of the world. Let the first argument in favor of joining forces be 
the data: the recorded growth in the value of the phonograph market last year was 7.4 percent 
worldwide, 3.5 percent in Europe and 13.5 percent in the CEE region. The discussion will revolve 
around the following question “What can we do to develop the potential we have and become the 
dark horse of Europe in the future?”

Flying mania. How short-term mobility can affect the future career development of artists 
and creative sector professionals.

For several years, the mobility of artists and professionals, representatives of the creative sectors, 
has become a  topic of increasing discussion. The European Union publishes reports on the 
subject and organizes grant competitions to support short-term mobility of both artists and their 
managers or representatives of cultural institutions.
There are also an increasing number of opportunities to take part in so-called residencies, study 
visits or scholarship programs. Institutions, both state and municipal, private and public, are 
outdoing themselves in inviting foreign artists.
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Meanwhile, it appears that there is very little or limited research on the real impact of participation 
in such initiatives on further career development.
The Covid-19 pandemic effectively halted the implementation of most mobility events or forced 
them to move online for nearly two years. Moreover, it seems that in an era of rapidly developing 
new technologies and an increasingly alarming climate situation, travel should be a last resort, not 
the first choice. Many in the music industry nevertheless benefit from these initiatives and remain 
on the move. What gives them mobility? Does it affect their career development? And finally, how 
to prepare for such an experience so that it is not a wasted time.

Metaverse licensing – Vickie Naumann (CrossBorderWorks) is interviewed by Jarek Szubrycht.

In the 1990s, the Internet completely changed existing models for the use of intellectual property 
rights, posing new challenges in authorization, monetization and enforcement of remuneration for 
legally protected content. However, the difficult debates of that period, which involved both the 
creative community and the so-called Openists, nevertheless had as their starting point a rela-
tively solid foundation for copyright law and the protection of works.
The recently created virtual reality, Metaverse, will confront owners and users of intellectual prop-
erty with entirely new problems for which existing traditional legal principles may not apply.
Will the Metaverse completely undermine them? Will the current form of intellectual property 
protection also be adequate for emerging user-generated content? Under what rules will excep-
tions to copyright protection (e.g., permitted private use) be applied? Finally – how will the licensing 
of this virtual extension of the real world work?

Metaverse – new possibilities for experiencing art.

Metaverse can build the cultural value and status of vitally important places and the people who 
visit them, by transforming creativity as it is today, into a co-present social interaction where 
everyone can participate in the creation of culture and value. In the Metaverse, creativity will be 
something we participate in when we appear in virtual spaces, among ourselves, in real time. 
This will be one of the many aspects of our interaction in the new worlds – along with conversa-
tion, gaming and financial transactions.
To what extent will this affect the development of art, its creators and also the public? Will the new 
worlds of the metaverse that are emerging before our eyes enable audiences to embark on a whole 
new experience of interacting with art, or will they remain just an improved communication tool?

NFT in art – gambling or an additional source of revenue for artists?

Non-fungible tokens (NFTs) became a technology hit in early 2021, attracting and involving many 
well-known artists. The $2 million earned by the Kings of Leon from the sale of their latest album 
in the form of NFTs is raising hopes for lesser-known or debut artists to earn additional revenue. 
But are they able to find buyers committing large sums of money to something that materially 
does not exist?
Any artist who manages their career well can count on superfans, many of whom are likely to want 



4

to own some of the artist’s work in the form of NFTs, without relying on asset appreciation. There 
is also a large group of investors who are looking for opportunities to make money on NFTs. But 
how is this different from investing in unknown startups? Did the bursting of the Internet bubble in 
2001 and thus the collapse of hundreds of promising companies taught us nothing? Will the same 
story repeat itself with these new digital resources?

The future of streaming services

The COVID-19 pandemic has forced the public to participate in culture in online form. Music, VOD 
or gaming services have seen a surge in subscribers, and thus revenues, since spring 2020.
Competition between services has always been fierce. VOD platforms encouraged with unique 
repertoire, forcing movie goers to buy several subscriptions. The paid music services, on the other 
hand, were similar in both price and repertoire, so you could access 70 million of the same songs 
by paying just one subscription. So they fought for new subscribers with family subscriptions, or 
by offering three-month free access. Many services today are difficult to categorize. Are TikTok 
or YouTube video or music services? In contrast, the platforms that gamers have been using for 
years have proven to be so technologically advanced that musicians have begun using them to 
stream their concerts online.
How will the future of these platforms evolve? Will they start combining the functions of a music 
and VOD service, as Amazon has done? Will VOD platforms aggregate their repertoires, and will 
the music ones start looking for methods to differentiate themselves? How will Metaverse virtual 
reality affect their development?


