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Programme Management Group  

 
10th September 2020 

 
Capital funding for Creative Tech Growth Booster  
Royal Holloway, University of London – Item 6c 

Programme Management Group members are asked to: 

AGREE that a grant of £900k is provided to support the Creative Tech Growth Booster project at 
Royal Holloway utilising funding received from Government from the Getting Building Fund.   
This is pending receipt of the due diligence report from AECOM (due on 7th September) with a 
verbal update to be provided at the meeting.    

1. Background     

1.1 On 2 July 2020, Enterprise M3 was informed that its notional allocation under the 

new ‘Getting Building Fund’ would be £13.3m.   The LEP initially submitted a list of 
projects worth £47.7m, therefore were in a position to submit a very strong list of projects 
to Government of a balanced portfolio of new projects and programmes within the 
funding envelope we have been given by Government.  

1.2 The Getting Building Fund will be front-loaded and we will be expected to demonstrate 
significant expenditure this financial year.  The Fund must be spent by 31 January 2022 
and therefore deliverability of projects is a key consideration.  Through detailed review, in 
particular around deliverability, 5 projects were identified for progression.  These are 

• Digital Skills £2.1m 

• Digital Fibre Spine £4.5m 

• Creative Tech Growth Booster £0.9m 

• Park, Ride & EV Charge £5.6m 

• Building Greener Futures prog. £0.2m (pilot) 

1.3 This paper now brings forward the detail of the Creative Tech Growth Booster at Royal 
Holloway describing the project, its costs, outputs and an overview of due diligence 
considerations.   

2 The Project – Creative Tech Growth Booster – Royal Holloway 

2.1 Covid-19 has had a huge impact on the creative sector and the Creative Tech Growth 
Booster project at Royal Holloway seeks to drive innovation, diversification and 
productivity through research and development within creative tech businesses.  It will 
extend the state-of the art technology base at the university embedding it within the R&D 
and technical support team of StoryFutures/Academy.  This will enable the team to drive 
and support innovation and de-risk the recovery of the sector.   

2.2 StoryFutures and the StoryFutures Academy are Industrial Strategy Challenge Fund and 
UKRI funded projects based at Royal Holloway and of regional and national significance 
respectively.  StoryFutures creates and helps fund R & D innovations with creative 
businesses in the regional geography known as the “Gateway Cluster” and Greater 



2 

London. The Gateway Cluster region is recognised by Nesta as containing the highest 
concentration of creative industries outside London (Nesta, 2016) in an industry growing 
twice as fast as other sectors of the economy (DCMS, GVA 2010-6). It covers the 
geography to the west of London with a circumference stretching to Reading in the west, 
Farnborough and Guildford in the south-west, Epsom and Kingston in the east and High 
Wycombe in the north.  

2.3 The StoryFutures Academy for Immersive Storytelling is a national centre of excellence 
delivering training in immersive technology and immersive storytelling to ensure the UK 
creative workforce is the most skilled in the world in the use of VR (virtual reality), AR 
(augmented reality) and MR (mixed reality).  Two years into these five-year projects, 
StoryFutures/StoryFuturesAcademy has exceeded all expectations. Building on this 
success and experience, Royal Holloway are working with creative producers to 
understand the creative technology market and identify key areas that will bring 
significant impact.   

2.4 3 work packages will be delivered with this funding which will enable work and value to 
be derived quickly:  

• Diversification: increasing access to immersive equipment and production facilities for 
training and innovation projects to enable creative companies to develop new products 
and services using new technologies;  

• Innovation: building an audience test bed to enable leading creative companies to 
access audiences for immersive experiences that enables proof of concept and R&D 
insight as a route to securing further finance, funding and market advantage; and 

• Productivity: creating travel kits and Covid-19 safe working spaces for quick return to 
production work.  

2.5 The diversification work stream will develop equipment and facilities that enable 
companies to experiment and understand the potential of next generation technologies at 
no and low cost. Companies that can offer far-sighted approaches to their business 
development will add more strings to their bow and be more able to success in the new 
world, post Covid.  The work stream will  

• Increase immersive equipment and software for SMEs to access for training and in 
support of productions, including next generation headsets and haptic technologies 
(which create the experience of being touched/moved). 

• Create new virtual production facilities to enable traditional screen industries to work 
with immersive technologies, bridging the gap between diversifying their workflows 
and innovating with new technologies.   

• Enhance the Centre of Digital Creativity sound lab with 3D audio processing, 
microphone capture, software and peripherals that enable games, film, theatre and 
television to make use of 360 sound environments (e.g. in video games, in VR 
headsets, on mobile phones).  

2.6 For the innovation workstream, one of the most significant barriers to recovery for 
companies pioneering innovation in creative technologies is access to audiences for 
testing, development and prototyping to that enables proof of concept to secure finance, 
funding and market advantage. Innovation in audience testing is at the heart of 
StoryFutures’ success story of supporting companies and this workstream will enable it 
to continue by accelerating product development of new audience testbeds. The 
workstream will  

• Deliver software and hardware that enables SMEs to reach audiences with immersive 
productions that can be tested for development  
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• Develop an audience test bed of 100+ users to enable products to be tested and 
reach new markets 

• Enhance facilities at Centre of Digital creativity with hardware, facial recognition and 
movement technologies to enable more refined testing as physical distancing 
restrictions ease 

2.7 For the productivity workstream it is recognised that, at present, access to production 
facilities is complicated by Covid-19 social distancing requirements. Use of handheld 
scanners, binaural mics and recording equipment and a pop-up green screen could 
enable companies to work remotely, with support from Centre of Digital Creativity staff, to 
capture objects, performers etc and potentially work in outdoor locations that enable 
greater ‘stand-off’ space between people.  This workstream will:  

• Produce immersive travel kits, which includes green screen background, camera, 
motion trackers, lidar scanners, specialist audio equipment and remote support to set 
up.  

• Enhance Centre of Digital Creativity incubation and hot-desk space for social 
distancing.  

2.8 These work packages are inter-dependent and inter-connected and will sit within the 
larger offering of StoryFutures.  It is an opportunity to exploit an already fit-for-purpose 
mechanism to make a significant difference to the sustainability of the creative industry.   
The funding will support the ongoing strategic strength of the creative tech sector and 
ensure it is well placed to respond to the anticipated challenges arising from Covid-19 in 
2020 and beyond. 

Project costs 

2.9 The total project cost is £1.4million with £900k of Enterprise M3 funding requested 
alongside £500k contribution (36% match) from StoryFutures projects and industry 
partners.  This contribution will be contributed through StoryFutures projects and industry 
partners in cash, staff time and facilities.  Importantly this leverage includes providing 
creative companies access to production funding and client briefs that enable them to 
apply creative technologies on live projects with clear routes to markets. Matched funding 
is confirmed via projects with the Arts and Humanities Research Council and the National 
Gallery along with ongoing partner activities with Heathrow, the BBC and Discovery 
Channel.   

2.10 The cost breakdown for the GBF proportion is as follows: 

Activity Cost £k 
Diversification 450 
Innovation 250 
Productivity 200 

TOTAL 900 
 

This spend is made up of the following elements: 
Capital equipment 390 
Hardware and software for audience testing 140 
Specialist procurement and technical support 205 
Travel kits 165 
TOTAL 900 
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Project outputs 

2.11 The main project outputs include the following: 

2.12 Additional outputs include 

• 3 annual training workshops to upskill creative companies  

• Rapid support for return to production work for the creative sector 

• Improved training and R&D floorspace 

• Leverage of additional finance and funding for SME’s productions of between 
40% and 60% in line with StoryFutures’ expectations 

• 5 x full travel kits (including audio) with associated costs (including procurement, 
servicing & tech support, training, enhanced security and social distancing in 
incubation and hot-desk space). 

2.13 The project is designed with 3 work streams: workstreams 2 and 3 can start immediately 
upon approval, whilst a significant portion of workstream 1 can also begin immediately. 
The remaining estates work will be in place to enable the final part of workstream 1 to 
commence before the end of the year. 

2.14 All workstream activity will be complete within 8-9months of approval, with themajority of 
the project delivered within 6 months or less. 

3 Due Diligence 

3.1 Due diligence on this project has occurred via an internal review by the Enterprise M3 
team alongside external verification by Aecom.  The report from Aecom is expected on 
Monday 7th September and a verbal update will be provided at the meeting.  It is 
anticipated that Aecom may respond with clauses that need to be inserted into the grant 
funding agreement.   

3.2 The internal review highlighted the following points which Royal Holloway responded to 
in the submission of their final EOI. 

3.3 Greater clarification is required on outputs including how many businesses will be 
supported along with detail of how these numbers were calculated. 

A detailed breakdown of outputs was provided – see outputs section, along with 
clarification on how these have been calculated.  Their calculation methodology is 
sound and based on previous project experience.  All outputs are realistic for a 
project of this scale. 

Key Performance Indicators (2020-2023) 2020-21 2022-23 
Number of companies who will diversify and enhance 
their digital capabilities  

6 30 

Support or create new jobs 10 50 

Increased participation of BAME community in 
innovation projects 

5% 10% 

New or improved training/R&D floorspace (sqm) 355 355 

New Products (note, low expectation in 20-21 to reflect 
set-up period, with significant increase expected in 22-
23 as work packages gain momentum) 

4 40 

Increased or stabilised R&D activity of region’s SMEs Stable 5% 



5 

3.4 Please provide further detail on costings including breakdown of spend for each of the 
three workstreams. 

Further detail was provided of costs including at a line by line level. 

3.5 Clarity requested on how the project would be monitored and evaluated. 

A detailed methodology was submitted in line with previous projects.   

3.6 Clarification that no planning permission is required for the estates enabling work. 

No planning permission is required as the buildings already exist and no significant 
changes to structure are envisaged.  This has been confirmed, in writing, by the estates 
team at Royal Holloway. 

3.7 Review of the complementary nature of the three workstreams and whether any element 
could be removed. 

Royal Holloway undertook a formal review of the overall project and concluded that all 
three workstreams are required to provide the maximum benefit to creative tech 
businesses and their impact on the economy of Enterprise M3. 

3.8 Clarification provided that whilst this project responds to Covid-19 in the short term, the 
opportunity provided by the project is greater than just responding to Covid-19 and has 
longer term benefits.   

4 Conclusion and Recommendations 

4.1 This is a well-developed project by Royal Holloway and enhances the work of 
StoryFutures whilst providing an effective response to the impact of Covid-19 on the 
creative tech sector.  This is an important sector for the Enterprise M3 area and it is 
therefore recommended that PMG agree that a grant of £900k is provided to support the 
project from the Getting Building Fund, pending the receipt of the final due diligence 
report from Aecom.  

Sue Littlemore 
2nd September 2020 


