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The purpose of the study is to identify the features of project management in the creative industries in the context of
digital transformation. The research applies methods of systemic, structural-functional, and comparative analysis, as well as
content analysis of relevant literature. The study characterizes the key features of creative projects, such as flexibility, creative
autonomy, digital dependency, and multidisciplinary teams. It analyzes intersectoral differences in management within design,
film, music, and [T-creative fields. The paper explores the challenges and opportunities arising from the implementation of
digital tools, including artificial intelligence, cloud platforms, big data, and innovative monetization models. The study proposes
recommendations for adapting agile methodologies, developing digital competencies, and optimizing team collaboration.
The practical significance of the research lies in the applicability of its results in real-world conditions of creative project
implementation.

Keywords: creative industries, project management, digital transformation, agile methodologies, digital platforms, digital
technologies, content monetization, innovative management practices.

Ilepepsa I. M., I'py3ina L. A.
Xapxkiecokuil HayiOHATLHUL eKOHOMIYHUL YHIgepcumem
imeni Cemena Kysneys

OCOBJINBOCTI YIIPABJIIHHS TIPOEKTAMM B KPEATUBHUX THIAYCTPISIX
B YMOBAX HU®POBOI TPAHC®OPMAIIII

Y emammi posensnymo ocobrusocmi ynpasiinHsa npoEKmMamiL 8 KpeamusHux iHOycmpisnx 6 ymoeax yugposoi mparcgopma-
Yii, w0 cbo20OHi Habysae 0cobIUEOI AKMYATLHOCMI Y 36 A3KY 3 OUHAMIYHUMU 3MIHAMU 6 MEXHON02TYHOMY, eKOHOMIYHOMY Ma
KVIbIYPHOMY Cepedosuiyi. 3pocmanis poii KpeamueHoi eKOHOMIKU K YUHHUKA THHOBAYINIHO20 PO36UMKY 6UMALAE 2UOULO20
PO3VMIHHS npoyecis, AKi 8I00y6arOMbCsa HA Nepemuti YNPasninHa, meopuocmi ma yugposux mexnonozit. Memorw cmammi
€ gcebiune 00CiodHceHHs Cheyuhiku YnpaeuinHa KpeamugHumMu npOEKmamu 8 yu@posy enoxy 3 ypaxyeauHam XapakmepHux
puc yiei disnbHoCmi, 2any3esux IOMIHHOCME, CYYACHUX SUKIUKIE I NEPCREKMUBHUX HANPAMI6 mpaHchopmayii ynpagniHCoKux
npakmux. Y mexcax 00cnioxcenHs Oyn0 3acmoco8aHO HU3KY AKICHUX Memoois, 30KpeMa CUCMEeMHU aHATNI3, NOPIGHANbHO-
eanyseguil nioxio, KOHMeHM-aHai3 HAyKoBUX i npakmuyHux oxcepen. Taxa memoouuna 6a3a 003601UNA BUABUMU CTNPYKIYDHI
3AKOHOMIPHOCMI YNPAGNIHHA NPOEKMAamMU 6 OU3auHi, KiHoindycmpii, mysuunit cgpepi ma IT-kpeamusi, Oe peanizayis meopyux
3a80aHb NOECOHYEMBCA 3 SHYUKUM NAAHYBAHHAM, BUKOPUCMAHHAM YUPPOSUX nAam@opm i nompedoio 6 KoopouHayii Myremu-
QUCYUNITHAPHUX KOMAHO. Y cmammi po3kpumo mpancgopmayiinuil 6naue yugposux mexHono2iti Ha OpeaHizayito KOMaHoHoi
63a€MO0il, po3no0in ponell, NIAHY8anHs, peanizayilo ma MOHemu3ayilo pe3yismamis kpeamuenoi oisinorocmi. Ocobnugy ysazy
30CepeddceHo Ha MaKux MeHOCHYIAX, AK NPOBAONCCHHA WNYYHO20 IHMENEeKMY 8 Kpeamushi npoyecu, GUKOPUCTHAHHS GEIUKUX
OaHUx O NPUUHAMMA PilUeHb, YUppoesizayis KaHanie oucmpudyyii meopuo2o KOHMeHmy, d MAKOH#C NoA6A HOBUX (PIHAHCOBUX
mooeneti — NFT, kpayoghanouney, nionucku. Pesyiomamom 00cniodcents cmanu npakmudti pekomMeHoayii 000 npoeadlcet-
HA Yu@posux ynpasninCoKux nNpakmux y cghepi KpeamueHoi eKoHOMIKU, o OA3yIomucs HA NOEOHAHHT MEXHONO02IUHUX THCMPY-
MEHMIB [3 SHYUKUM Ma A0ANMUSHUM YNPAGIIHCoKUM nioxodom. Ilpakmuuna yinnicme pobomu nonseac 8 il opiecHmayii Ha
nompebu gaxisyis, AKi 3aUMarOMbCsl YNPAGLIHHAM KPEAMUBHUMU NPOEKMAMU Y PEANbHOMY YUPDPOBOMY cepedosuyi, 30kpema y
cpepi Quzaiiny, yugposo2o mucmeymea, My3uKu, po3pobku media- ieposoco Konmenmy. Pezynomamu cmammi modicymo Oymu
BUKOPUCTAHT AK KOHYenmyanvha 6a3a 0nsl popmMySanHs YNPAGIiHCOKUX CIMpAmeciil, a maxodjc AK iHCMpYyMeHm nio8uujeHHs
epexmuerocmi peanizayii meopuux NPoEKMIia 8 ymosax yugposoi mpancghopmayii.

Knruoei cnosa: kpeamugni in0ycmpii, ynpasninmus npoekmamu, yu@hposa mpancgopmayis, eHyuKi Memooonozii, yughposi
naamegopmu, yudpoesi mexnHonozii, MoHemu3ayis KOHMEHMY, IHHOBAYIUHI YNPABLIHCOKE NPAKMUKU.
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Problem statement. In today's digital transformation,
creative industries are one of the key drivers of economic
growth, innovative development, and the formation of the
value and cultural capital of society. Industries such as
design, film, music, digital art, gaming, and IT creativity
are increasingly integrating digital technologies into all
stages of project creation, management, and distribution.

On the other hand, project management in the creative
industries has anumber of unique features: high dependence
on human capital and creativity, flexible workflows,
a significant share of non-standard solutions, and the
need to constantly adapt to changes in the environment.
These features significantly complicate the application of
traditional project management approaches that focus on
clear procedures, timelines, and budgets.

Digital transformation, on the one hand, opens up new
opportunities for effective management of creative projects
through the use of cloud services, artificial intelligence,
virtual collaboration, NFT platforms, and digital
distribution channels. On the other hand, it creates new
challenges related to digital security, copyright protection,
managing creative teams in a remote work environment,
and the need to quickly adapt to new technological trends.

Despite the growing role of the creative sector,
Ukrainian research has largely focused on the general
aspects of the digital economy or traditional management
models, without taking into account the specifics of
creative processes and the impact of digital tools on the
mechanisms for organizing, planning, and implementing
projects in the creative environment.

Therefore, there is a need for a systematic analysis of
the peculiarities of project management in the creative
industries in the context of digital transformation, which
determines the relevance of the chosen topic.

Analysis of recent research and publications.
Modern scientific research is increasingly focusing on
the digital transformation of management processes in
the creative sector. In particular, Gvozd M., Morozov M.,
Olynets A.-M. [1] analyze the peculiarities of implementing
Agile approaches to management at enterprises in the
context of digital transformation. The authors note that
flexible management models facilitate adaptation to the
highly dynamic environment inherent in the creative
industries, but require additional adaptation to the specifics
of creative projects.

Hlushenkova A. A. [2] explores the possibilities of using
digital tools in the management of innovation projects,
including risk, resource, and time management. The study
focuses on the benefits of digitalization, in particular,
increased planning accuracy, but also emphasizes a
number of challenges related to digital security, copyright
regulation, and preservation of creative autonomy.

Particular attention should be paid to publications
that analyze the functioning of creative industries in the
digital environment. For example, Mazur O., Kvitka S.
and Myrhorodska M. [3] highlight the UK's experience in
the field of public administration of creative industries and
emphasize the importance of using digital technologies to
stimulate local cultural production.

In this context, current research also draws attention
to the challenges and opportunities of digitalizing the
creative industries in difficult socio-economic conditions.
Thus, the work of Dulska 1. [4] emphasizes the need to
update national definitions of creative industries, taking

into account the accelerated digital transformation that has
intensified under the influence of the COVID-19 pandemic
and military operations in Ukraine. The author notes the
lack of proper statistical monitoring of digitalization in
the creative sector, which makes it difficult to formulate
effective management decisions. In addition, she
emphasizes the problems of legal regulation, in particular,
taxation and protection of intellectual property in the digital
environment, which are becoming significant barriers to the
development of the industry. Against this background, it is
proposed to introduce comprehensive support mechanisms
from the state, business and the public aimed at stimulating
digital transformation and creating a favorable ecosystem
environment for the creative industries.

Modern foreign literature also pays considerable
attention to the role of artificial intelligence in the creative
sector. Thus, Anantrasirichai N. and Bull D. [5] studied the
use of artificial intelligence in the processes of creating
visual and musical content. They emphasize that Al is a
powerful assistant tool that expands creativity but does not
replace human intelligence.

At the level of creative economy analytics, in the
publications of the Financial Times, in particular,
publications by Buffini D. [6] and Bazalgette P. [7]
emphasize the high potential of the so-called “createch”
sector (a combination of creativity and technology) as a
driver of national development. It emphasizes the need for
systemic support for innovation, educational programs and
business infrastructure, which will allow for more active
integration of digital technologies into the management
models of creative industries.

Thus, the analysis shows that there is significant
scientific and applied interest in the topic of digital
transformation in project management. At the same time,
the specifics of managing creative projects — in the fields
of design, film, music, and IT creativity — using modern
digital tools still need to be systematically studied. This
forms the scientific niche within which this work is placed.

Formulating the purposes of the article. The goal
of this research is to study the peculiarities of project
management in the creative industries in the context of
digital transformation, taking into account the specifics of
such sectors as design, film, music, and IT creative.

Presentation of the main research material. Project
management in the creative industries is a complex
and dynamic process that differs from classical project
management in its flexibility, creative nature of goals,
and high dependence on the human factor. The creative
industries cover a variety of areas, from design and
audiovisual arts to digital media and IT creativity, which are
based on creating a unique, intellectual product with added
cultural or aesthetic value. In these sectors, the project
outcome is often not quantifiable at the initial stages, which
creates new challenges for managers and teams.

The modern creative economy operates in a fast-
moving digital environment that constantly generates new
technologies, platforms for interacting with the audience, and
product distribution formats. This necessitates the formation
of new models of project work, where classical management
tools are combined with digital solutions — from the use of
cloud technologies and digital whiteboards to the use of
artificial intelligence to support creative processes.

In this context, there is a need to clearly define the main
characteristics of creative projects as a prerequisite for
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developing effective management solutions. Identifying
these characteristics allows us to better understand
the logic of creative teams, typical barriers to project
implementation, and ways to improve management
practices in the context of digital transformation.

Creative industries cover a wide range of activities
based on intellectual property, innovation, and creativity.
Project management in this area has a number of features
that distinguish it from traditional project management in
the manufacturing or technology sectors [8; 9].

First of all, projects in the creative industries are
characterized by a high level of uncertainty about the
outcome. This is due to the fact that the product or service
created by the team is often open and unpredictable,
depending on audience taste, cultural trends, and market
changes [10]. The success of such projects is difficult
to predict in advance based on standard performance
indicators.

Another essential feature is the high degree of creative
autonomy of project participants. Creative professionals
(designers, directors, musicians, programmers, screen-
writers, etc.) need space for experimentation and creative
solutions, which makes it difficult to strictly plan and
control [11]. This approach requires a manager to strike
a delicate balance between managing and supporting
creative freedom.

In addition, creative projects are extremely dependent
on human capital. The quality of the final product is
directly determined by the level of creativity, competence,
and motivation of the team. Therefore, special attention
should be paid to team building, internal communication,
and leadership style [8].

Another characteristic is flexibility in planning and
implementation. Due to the dynamics of ideas, changing
customer requirements, and the innovative nature of
work, creative projects require an adaptive approach to
management — the use of iterative methods (Agile, Scrum,
Kanban) that allow you to quickly respond to changes and
ensure the gradual realization of goals [4].

These features indicate the need to transform
management approaches in the creative industries.
Traditional methods (such as cascading planning or
detailed budgeting at the beginning of a project) may not
be effective enough. Instead, models that combine creative
flexibility with digital tools for monitoring, communication,
and analysis are becoming relevant.

At the same time, it is important to understand that the
creative industries are extremely diverse, and the specifics
of project management vary significantly depending on the
sector. To better understand these differences, it is advisable
to consider the main characteristics and management
approaches in the key areas of creative business — design,
film, music, and IT creative.

Design projects typically have a short life cycle, from a
few days to a few weeks, which necessitates quick planning,
frequent task changes, and flexibility in working with
clients. The main focus is on the visual component, which
requires close cooperation between the designer, marketer,
and customer. Accordingly, the project management
process here is often based on Agile approaches, visual
testing, and iterative feedback [12; 13].

Film projects involve high complexity, which is
reflected in multi-level budgeting, an extensive production
structure, and multi-team interaction (film crews, post-
production, technical support, etc.). These projects have a
longer life cycle, often more than a year, and a significant
level of regulation. Film project management requires
the use of traditional project management combined with
creative freedom within production teams [14; 15].

Creative projects in the field of music are characterized
by a high level of collaboration, especially between artists,
producers, sound engineers and distributors. Digital
platforms (Spotify, YouTube Music, SoundCloud) play
a key role, not only serving as distribution channels, but
also influencing the structure of the project itself (e.g.
creating shorter tracks, adapting to algorithms) [16].
The management of such projects focuses on combining
creativity, branding, and user preference analytics.

Projects that combine information technology with
creativity (games, augmented/virtual reality applications,
interactive platforms) are interactive in nature and often
focusonuserexperience. Theyactivelyuse XR technologies,
gamification, and machine learning [17]. The management
of such projects requires not only digital awareness but
also the ability to coordinate multidisciplinary teams
(programmers, game designers, artists, scriptwriters) in a
flexible, rapidly changing environment.

Table 1 provides a summarized overview of such
differences with relevant examples and scientific sources.

Thus, each sector of the creative industries has its own
unique characteristics that affect project management
approaches. Understanding these differences is key to

Table 1
Differences between creative industries sectors
Sector Main characteristics of projects Management features
. — Short life cycles (days—weeks) — Agile approaches
Design _ Visual component — Iterative planning
— Close cooperation with the client
— Complex multi—level budgets — Traditional planning and control
Film industry |- Multi—team interaction — Coordination of large teams
— Long life cycle — Flexibility in the creative process
— Collaborations between performers and producers — Management through digital platforms
Music industry |— The impact of digital platforms (Spotify, YouTube) — User data analytics
— Changing the product format — Flexibility in content and marketing
— Interactivity and user experience — Agile, Scrum, Kanban
IT creative — Using XR, gamification — Cross—functional teams
— Multidisciplinary teams — Innovative technologies and rapid iterations

Source: systematized by the authors based on [12—17]
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developing effective strategies that take into account the
specifics of creative activity, organizational structure,
and the use of digital technologies in each industry. This
ensures more flexible, adaptive, and effective management
in the face of digital transformation.

Therefore, given the diversity of creative sectors and
the specifics of their projects, it is worth considering the
impact of digital transformation on project activities in
this area. Modern technologies are radically changing not
only management tools but also the organization of work,
communication channels, and models of monetization of
creative products.

Digital transformation opens up new opportunities
for the formation of virtual teams and remote project
management, which is especially relevant in the context
of globalization and the spread of remote work [1; 2]. In
addition, the widespread use of Artificial Intelligence, Big
Data, and various digital platforms allows for optimization
of planning, communication, and control processes, as well
as improving the quality of creative products [5; 9; 10].

An important part of the transformation is the change
in content distribution channels — platforms such as
YouTube, Spotify, Behance, Steam, etc. provide new ways
to engage audiences and promote creative projects [4;
16]. In this regard, new monetization models are actively
developing, including NFT, donations, subscriptions, and
crowdfunding, which provide additional sources of income
and support for creative teams [4; 6].

Digital transformation not only changes the tools and
channels of work, but also fundamentally affects the key
processes of creative project management. In particular,
digital technologies are transforming:

— project planning, making it more flexible and
iterative through the use of Agile methodologies, digital
platforms for sharing plans and resources, and tools for
modeling development scenarios;

— communication in teams through the use of video
conferencing, messengers, and shared digital spaces (e.g.,
Slack, Microsoft Teams, Trello), which ensures prompt
exchange of information regardless of the geographical
location of participants;

— interacting with consumers, as digital platforms
allow for prompt feedback, analyzing audience behavior
using Big Data, adapting products to market demands, and
developing a community around the brand;

— monetizing creative products through the emergence
of new models such as NFT (non-fungible tokens),
donations, subscriptions, and crowdfunding, which expand
the possibilities of financial support for projects and allow
creators to interact directly with the audience.

Thus, digital technologies contribute to a more dynamic,
adaptive, and client-oriented approach to creative project
management, which is critical in today's rapidly changing
digital environment.

Digital transformation is opening up new horizons
for the creative industries, but it also poses a number of
challenges for project management in the sector. One of
the key challenges is balancing the creative autonomy
of participants with the need for structured governance.
Flexible methodologies such as Agile and Scrum allow
for adaptation to change and support innovation, but their
implementation is often complicated by the non-standard
nature of creative processes and the lack of clear success
metrics.

Another challenge is managing remote and virtual
teams, which requires a high level of digital communication
and trust between project participants. The use of digital
collaboration platforms (e.g., Slack, Trello, Miro) is
becoming a necessity, but it also requires the adaptation of
corporate culture and new skills.

At the same time, digital technologies open up
significant opportunities for optimizing management
processes: the use of artificial intelligence and big data
improves decision-making, automates routine tasks, and
allows forecasting trends and risks. Digital distribution
channels (YouTube, Spotify, Steam) and new monetization
models (NFT, crowdfunding) expand the audience and
provide additional sources of revenue.

Thus, given the challenges and opportunities faced
by the creative industries in the context of digital
transformation, it becomes apparent that modern, flexible,
and adaptive project management methods are needed.
Digital technologies, artificial intelligence, collaboration
platforms, and new distribution channels create conditions
for increasing the efficiency, flexibility, and innovation of
management processes in creative projects.

Given this, it is important to formulate practical recom-
mendations for implementing digital project management
practices in the creative industries. They will help to strike
a balance between freedom of creativity and a structured
approach that will contribute to the sustainable development
and competitiveness of enterprises in this area.

Effective implementation of digital project management
practices in creative industries should encompass:

— implementation of flexible Agile approaches that
allow for rapid response to changes and support the creative
freedom of project participants;

— developing digital literacy and skills of managers
and creative teams, stimulating a culture of digital
transformation;

— use of modern digital tools for communication,
remote management and collaboration;

— applying analytical tools and artificial intelligence to
improve risk monitoring, planning and forecasting;

— using new monetization models, including NFTs,
subscriptions, donations, and crowdfunding, which open
up additional sources of income.

Implementation of these recommendations allows
not only to overcome the key challenges of digital
transformation in the management of creative projects,
but also to create favorable conditions for their sustainable
development and competitiveness. The introduction of
innovative management practices opens up new prospects
for the creative industries, ensuring a balance between
creativity and efficiency.

Thus, summarizing the analysis, we can highlight
the main conclusions that summarize the key trends and
features of project management in the digital creative
environment.

Conclusions. Project management in the creative
industries is undergoing significant changes under the
influence of digital transformation, which necessitates a
rethinking of traditional management approaches. The study
identified a number of specific features of creative projects,
including a high level of uncertainty, creative autonomy
of participants, flexible planning, and dependence on
human capital. These characteristics necessitate adaptive,
innovative management.
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It has been confirmed that digital transformation is
fundamentally changing the structure, processes, and tools
for implementing creative projects. The development of
virtual teams, the use of Al, Big Data, digital platforms,
and new monetization models (NFT, crowdfunding,
subscriptions, etc.) opens up new opportunities but also
creates new management challenges.

The analysis highlights cross-sectoral differences in
project management in the design, film, music, and IT crea-
tive sectors, which supports the use of agile methodologies
(Agile, Scrum, Kanban) and digital practices tailored to the
specific project environment.

The generalized recommendations indicate the
need to develop new competencies for creative project
managers, integrate digital management tools, strengthen
interdisciplinary interaction, and strategically focus on
innovation.

Thus, effective management of creative projects in
the context of digital transformation requires a systematic
approach that combines technological capabilities with a
deep understanding of the creative nature of industries. This
synergy is the key to the competitiveness and sustainable
development of the creative sector in the face of global
change.
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